
DOGGERLAND 
Close your eyes, and imagine a time 15,000 years ago, at the end of the last great 

ice age.... A land existed, before being submerged by the North Sea to form the 
English Channel. A land where humans lived, hunted game, and used natural 

resources to survive there, despite the occasionally harsh climate. This 
territory has been dubbed “DOGGERLAND"... 

By using wood and stone, by collecting bone and shells, the tribes created 
tools that allowed them to create their habitats, to fashion weapons and 
tools to go hunting or gathering, in order to find the nourishment necessary 
for their survival. Surely the will to live has driven humanity to develop, to 
learn to explore their territory, to move faster, and with greater efficiency. As 
a tribe grew with new births, its members needed to transcribe what they saw, 

what they experienced. Art was born. Humanity then began to create statues 
and necklaces, and to paint depictions of their way of living, in caves. Their 

handcrafted artifacts and paintings tell of their life, their emotions, their happiness, 
their religions, their exploits, and many other things besides.... Humanity had decided 
to make a mark on history! 

Thousands of years later, we are still rediscovering these traces, these incredible proofs 
of an existence. But now you are the head of a prehistoric tribe, in the middle of a 
valley just waiting to be explored. Will you survive? Will you progress? 
Will you leave a trace for future i 
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AFTER 2 SEASONS, YoU WELL TOTAL Your TR PoinTs T FRom mLong HARTATS, 
INSREASING YOUR BOPULATION, THE RESOURLEE YOU'VE GATHERED FROM THE LAND. 

ARDUND YOU, YOUR HANDERASTS, YOUR PAINTINGE. AND THE MEGAL THE YOU'VE ERSCTED 
INHENGR OF YOUR GODE. HOWEVER. YoU MUST SURVIVE THE HARSH CLIMATE OF GLACIAL 
WINTERS, AS WeLL AS THE SLARCTY OF RESOURCES AND GAME. THE CLAN WITH THE MOST 

ROINTS Winsi 



j— 
36 Terrain tiles for 2- and 3 

tiles for 1- and games, 4 Terrain 
4-player games Jor a shorter game 

30 resources of each type 

A 
28 Animal meeples (7 of each) 

24 double-sided 18 Handicraft tiles 24 double-sided 12 Frescotiles 8 Objective tiles, 
Habitat tiles Scarcity tiles 2-t0 Lphynp'fl’:s 

PER PLAYER 

ARXenTre 
x! x1 xl x10 x3 %20 x2 

1 viliage, 12 tribe members: 1 chief, | shaman, 
10 hunter-gatherers, 3 megaliths, 20 cubes, 

29::::!!0&0& 1 player aid 

SOLO MeTERIALS 

2 white 
tribe members ‘The back of a Tribe board Joamtswflha&;xfldtand 11 Solo 

an Event Objective tiles 

unlimited. Scarcity tiles have the value —2 on the front, ~10 on the back; NOTES: Scarcity tiles, cul 
¥ al & 

a 5 multip 
or place a cube beside someth 

act 

The 4 symbol represents the members of your tribe (chicf, shaman, or hunter-g 

To learn Solo mode, we est you read the complete rules, then the Solo m scribed on pag



CENTRAL SETUP 

Set aside the Central Starting tile and the other 8 Starting tiles 
Place the board in the middle (. symbol on the back). For a 2- or 3-player game, return the 4-player 
of the table, using the side tiles (| symbol on the back) to the box; you won't need them. Shuffle 

designated for your player count the remaining tiles to form a face-down deck comprising one or more 
(2-3 players on one side, 1 or piles, and place it near the board. These tiles will be placed on the board 
4 players on the other; this is as you explore DOGGERLAND. 
indicated in one of the corners 
of the board). This board depicts \ 
the territory where you will 
develop your tribe. > : 

Shuffle the Objective tiles and draw 4. 
Place these on the board, face up. 
Return the rest to the box. 
‘The tribes will compete to be the first to 
complete them. 

y. 

A 

Shuffle the Fresco tiles and randomly 
(and blindly) keep a number 
according to the player count (6/5/4 
for 4/3/2 players). 
Return the rest to the box. Place these 
face down on the cave space on the 
board. Flip the first tile face up. 

Place the Round Tracker el’h“fl!Mlgnllfl Form a suj of 
ring on the first space of the Priority arrow on one the Scamtgpltfl'es 
Round track. of the board edges (your 

choice). Animals will roam 
‘This ring will count the DOGGERLAND. If they 
8 seasons (rounds of the are not hunted by the tribes, 
game), alternating between they will migrate according 0 
hot and cold seasons. to the priorities defined by Place the 7 winter Animal meeples 

) and the 6 summer Animal meeples 
of each species in each corner of 
DOGGERLAND as indicated in the 

illustration. 



A, 
2 33 
W Place the Central Starting tile in the middle of the board, 

on the space marked for it, oriented whichever way you 
like. Your story begins there. Each player places their 

' 4 
Shuffle the other 8 Starting tiles, and place them 
randomly surrounding the Central Starting tile. 

i¢ 
‘ Make sure that these tiles are all oriented the same 

F way (Migration Direction arrows in the same corner). 
:nllnge A theve Place a horse and a reindeer on their respective 

4 i A Starting tiles, which have their symbols. These 8 tiles NOTE: This is the only time multiple villages will ng et 
I\ o ths 2 n‘:fl’}' e e /] are the territory your village knows at the beginning 

‘ of the game. They include resources (wood, stone, 
fruit, shells, small game) and large game. 

11, 
W Shuffc the 18 Handicrsf - 

‘ tiles to form 2 face-down /‘;\ > A 

;‘-(Kk;:::r? f(:lx:gdx ¥ Place the 24 Habitat tles on the board (\‘V_)P’IC the resources (meat, fruit, wood, 
o et near the habitat construction site, split s fi bows, tool) sod Bibasation 

board. Draw Handicraft into two stacks — one front, the other i E e 
Qe erial i the player back — so everyone is aware of both nkens e the snage rury within 

count +1, and lay them ibilities (simple or prestigious ereryones 
out in this location on the itats). i . 

spaces provided (e.g. 5 tiles fou will use these resources o 

in a 4-player game). : represent food, progress, hunting, 

(" NOTE: If one of these stacks runs out, crafiing, etc. 
Jjust split the ather so you have both frant 
\mdbadflndesagfin. 



PLAYER SETUP 

Each player chooses a color, collects all of the wooden bits of that color (meeples, village, Shaman tokens, megaliths, 
cubes), as well as a Tribe board, and then proceeds with the following setup: 

Place your Tribe board in 
front of you, leaving space 
above and below it. 

‘Take 3 furs J}{ and 3 tools 
4. and place them in their 
respective slots above your 
board. 
You will store all of your 

resources, except food, 
tribe members, resources, above your board. 
food, and abilities. 

Place 1 cube on the first level a ‘Take a player aid. 
of each of your abilities. 
From left to right: 
Movement Range 

“Toolmaking 

=] 
L L LR 1} 

Take your chief J{. Take 3 fruit @ , and place them in : F‘:""";":h"'"i‘h"”‘“"'“::‘:s 
shimi sl S ok the first (leftmost) bowl. This bowl 6 hunter-gatherers W , 3 me, 

R = 2 receives the fruit you gather. < 
hunter-gatherers W . Place 3 ".Zslmmnlokm ‘ ] 
in the habitat in the upper-left 
corner, and 3 in the one to its 
right. 

remaining cubes. 

These first two makeshift 
habitats won't give you any tribe 
points, but serve as shelters. 
Later, you can cover them with 
constructed Habitat tiles. 

Tah!ml‘.and place them 
in the second bowl. Each time you 
receive fresh meat, it goes in this : ‘The player who last visited a cave 

bowl. takes the 1 Player hut §- . and 
places it on space 1 of the Phase 
track on the left side of their Tribe 
board. 

‘The bowls depicted on your Tribe board are used to track 
food spoilage. At the end of the round, uneaten @ and 9§ 
move one bowl to the right. Any food that moves out of the 
3 (rightmost) bowl spoils and is lost. Note that the 2** and 
3" bowls might contain @) and 9 after the food moves 
toward spoiling. 

lnal»phyerpme.lhtl"phyumnml‘[mmitsbuwl. 

In a 3-player game, the 1* player removes 1 

In a 4-player game, the 1¥ player removes 1 

from its bow; the 2+, 1 @, 
and 1 @ from their bowls; the 2+4,1 Y the 34,1 @.



PLAYING THE GAME 

The game lasts 8 rounds, which alternate between hot seasons ¥ and cold seasons @ , tracked 

by advancing the & at the end of the round. These seasons will affect the frequency of different 
animal species on DOGGERLAND, as well as the 
R to combat the chill of the cold seasons. 

cost of particular actions, such as requiring fur 

Note: A shorter 6-round variant is described on page 31. 

Each round is divided into 5 phases. 

PROGRAM ACTIONS 

(See page 7) 

“Take turns until everyone has dropped out. 

[T L) REVEAL TERRAIN TILES 

(See page 17) 
Each outing will allow you to see new territories to 
explore. The 1 player performs this phase. 

IEZEE] RESOLVE ACTIONS (See page 18) 

Everyone does this phase simultaneously; however, 
you can go in turn order if you wish. Perform your 
programmed actions in whatever order you like. 

[EIET0 ANIMALS MIGRATE (See page 27) 
Unhunted Animal meeples will migrate across 
DOGGERLAND. The 1* player performs this phase. 

[EZES] £ND OF THE ROUND (See page 28) 
You perform certain actions, such as feeding your tribe, 
moving your village, and preparing for the next season. 

PHASE 1 

PROGRAM ACTIONS 

Starting with whoever has the 1% Player hut, then going 
clockwise, each player programs an action by placing a tribe 
member. This may continue more than one time around the 
table. When you no longer want to program any actions, 
you drop out (you won't be able to program any more this 
round). When everyone has dropped out, move on to the 
next phase (Phase 2: Reveal Terrain Tiles). 

« THE ACTIONS YOU CAN PROGRAM ARE AS 

FOLLOWS: 

A-CONSTRUCT A HABITAT (simple or prestigious) 
BCREATE A HANDICRAFT (necklace or statuette) 

C-REPRODUCE (birth) 

D-GATHER RESOURCES (wood, stone, fruit, shells, 

small game) 

EHUNT LARGE GAME (horse, reindeer, bison, 

mammoth) 

F-PAINT THE FRESCO (using the Animal meeples put 

into the tribes “collective memory”) 

'The 1* player performs Phase 5 on the main board, and 
everyone simultaneously does their Tribe board. 

At the end of 8 rounds, cach player totals their tribe 
points. The player with the most wins. 

‘The player with the 1* Player hut must announce each 
phase to the other players, 
to make sure no one misses 
anything. 

The 1* player advances the 1% 

Player hut b each phase on 
their Tribe board until Phase 5: 
End of the Round. 

‘Then this player passes the hut 
to the player on their left to 
start a new round. 

keep or take the hut. If this happens, do not pass 
the hut to the lci. 

|‘ NOTE: A shaman ability can enable someone to 

G-IMPROVE YOUR ABILITIES (movement range, 

transport capacity, toolmaking) 

HUSE THE VILLAGE SHAMAN (8 possible actions, each 

of which can only be performed once per player during the 
game) 

K7 symbol, have a cost you must pay at the moment you 
program them. 
Sometimes you must pay -h-lf to program the action, 
and sometimes a fur W if the current round is a cold 
season. For cach such cost you can't pay ( or ), you 
take ~2 from the Scarcity supply (place Scarcity tiles below 
your Tribe board). Exception: For an expedition (see page 
10), ”“nfiffl;”“*!flfi) 

In Phase 3: Resolve Actions, you may opt out of resolving 
any or all programmed actions (for example, if you lack 
the required resources to resolve it), with no penalty, 
except for the shaman; however, everything you spent to 
program skipped actions goes to waste. 



EXAMPLE: Programming the Paint the Fresco action 
requires 1% , and if its a cold season, 1§ as well. Creating 
@ Handicraft also requires 1%, but not the J (because 
you do it in a habitat, which protects you from the weather). 
To Paint the Fresco, you could replace the ool with 2 of 
Scarcity, or the fur with —2 of 
Scarcity (2 x ~2). 

Paint the Fresco: 

Create a Handicraft: 

' The shaman is considered a hunter- rer, who 
can perform any action except Hunting Large Game 

(Animal meeples). This tribe member is too important to 

risk a hunting accident: This is the only tribe member who 
can perform the Use the Shaman action (see H, page 15). 

‘The chief provides advantages when performing 
certain actions (more Mastery, costing fewer 
resources, elc.). These advantages are described for 

each action, and are summarized on your player aid. 

« THETERRAIN TILES 

FEach terrain tile depicts either an animal (on which an 

Animal meeple appears, depending on the season), or 
resources (wood, stone, small game, shells, fruit). The 

resources there will be depleted each time a tribe sends an 
expedition there. DOGGERLAND has limited quantities of 
these resources available. Sometimes you will have to move 
your village to be able to put new resources within your 
reach. 

Terrain tiles with resources 

2.) Shown here= T 

cle 

« THE ACTIONS IN DETAIL: 

A -CONSTRUCT A HABITAT 

(Programming cost: 1 in §%: 17 +1 Win §5) 
Habitats will be necessary to house newborn tribe members (see 
Action C: Reproduce), but also to improve your living conditions. 

“There are two types of habitat on the tiles (front/back): 

Prestigious habitat: It houses only one 
tribe member. It is more impressive for 
your tribes prestige, and is worth 3 tribe 
points at the end of the game. 

Simple habitat: It is less comfortable, 
but can house 3 tribe members at once. 
It is worth 1 tribe point at the end of the 

NOTE: At the beginning of the game, 

worth 0 points to house your first 
tribe members. 

You can keep them as they are, or 
build new habitats atop them. You 
have 4 other empty spaces in which 
you may wish to build first. 

To program construction of 2 habitat, take a tribe 
member from your Tribe board and place it on the habitat 
construction site. This location can host unlimited tribe 
members. Each player can go there, and each player can 
go there multiple times. However, you can only place one 
tribe member at a time per turn, and you must pay the 
programming cost for each tribe member you place there 
(there’s a reminder on the board). 



You do not need to have the construction resources 
available immediately (the cost is indicated on the habitat 
tile you wish to build). However, in Phase 3: Resolve 
Actions, you will need to have those resources (or not 
resolve the action). You could even choose the type of 
habitat you want, then place the tile on your board only 

once you resolve the action. 

Chief’s advantage: Pay 1 wood % fewer than indicated 
Jfor the habitat when you resolve the action in Phase 3. 

EXAMPLE: Blue wishes to build two habitats this round. 

On their turn, they place a hunter-gatherer and pay 1 

Because it is K . For this 
first one, Blue plans to build a simple habitat to provide 3 

spaces for future births, and thus will need to pay 1| & and 

1§ upon resolving the action in Phase 3. 

they don't need to pay a 

turn, Blue 
Blue has none, 

Red also chooses this action. Then, on an 
places their chief, und must again pay 1 

Scarcity in its place. Blue plans 
make this one a prestigious habitat, and thus will need to 

pay 1} upon resolving the action (because the 

chief is performing the action, the 1 & doesn’t need 1o be 
paid). 

and decides to take — 0 

and 1 

or!,) 

“To program the Create a Handicraft action, take one of 
your tribe members from your Tribe board and place it 
on the Handicraft tile you wish to create. This tile must 
be unoccupied. This action is limited: You can only 
create a handicraft once per round (except for the chief’s 
advantage®)! You do not need to have the resources 
available immediately for the handicraft. However, in 
Phase 3: Resolve Actions, you will need to have those 
resources (or not resolve the action). Right now, you only 
need to pay the programming cost: 1 f 

NOTE: This action does not consume B no matter what 
season it is, because it is performed in your habitats. 

Chief’s advantage: * If you have placed your chief, 
you can still place a second tribe member on another 
Handicraft tile; OR if you have already placed a 
hunter-gatherer, you can still place your chief on another 
tile. These two placements must be made in two different 
programming turns; you cannot place them both at once. 
It must be two turns. 

(Programming cost: none) 

‘There is strength in numbers! But beware, you must be 
able to house and feed everyone. 

To program a birth, take two tribe members from your 

“Tribe board and place them simultaneously in the lower- 
left corner of your Tribe board, on the spaces provided for 
reproduction. The newborn comes into play during Phase 
3: Resolve Actions. 

Chief’s advantage: None! The chief makes babies like 
everyone else! 



GENERAL PRINCIPLES OF EXPEDITIONS 
Composition and Costs 

(Ymnribewfllneedm resources (wood, stone, 
fur, bone) to fabricate ', construct habitats, create 
‘handicrafts, paint the fresco, pay the shaman, or erect 

. The tribe will also need to acquire fruit and meat 
by gathering or by hunting large game (horse, reindeer, 
bison, mammoth). To do this, members must venture 
into the Terrain tiles around their village. Each group 
constitutes an expedition. 

You will need to program your expeditions in Phase 
1: Program Actions, and take the benefits in resources 
during Phase 3: Resolve Actions. 

“To create an expedition, take tribe members from your 
habitats — possibly with " (weapons, knives, etc.) —to 
travel to a Terrain tile containing the desired resources or 
Animal meeple. 

A gathering expedition is limited to a maximum of 
3 components. Fach hunter-gatherer, shaman, and f 
counts as 1 component; your chief counts as 

2 components (this is summarized on your player aid). 

Once the expedition has been assembled and sent, 
you can no longer modify it or reinforce it by adding 
components. You must choose the composition of your 
expedition on the first try. Furthermore, you cannot send 

Your expedition departs from your A and moves 
orthogonally on the Terrain tiles. The maximum number 
of tiles it can move depends on your Movement Range 
ability (2 at the beginning of the game; see page 14). 
The final tile of the expedition’s move must either be 
umccupied.oxhavcaA.a".ma 3 of your trib; 

cnflhzvzmopponmlspiccapruflfi;mdnnmhnm 

N\ 
other expedition of yours. However, the expedition can 
pass through such “illegal” tiles to reach its destination. 

Your expedition will also give you a Mastery value 
Fad!l'nmtu'—gath!ru.shmn.andf of your expedition 
provides 1 ; your chief provides 2 ' (thisis 
summarized on your player aid). 

In Phase 3: Resolve Actions, when you take your 
resources, the total value of your ' is multiplied by the 
resources indicated in the circle at the top of the terrain 
tile. For e, an expedition having3  onatile 
depicting 3 @ allows you to gather 9 @ (3 x 3). 

However, your transport capacity determines the number 
of resources your expedition can carry home. At the 
beginning of the game, each tribe member sent can carry 
2 resources, but this too can be improved (see page 15). In 
the example above, an expedition with 3 tribe members 
could only carry 6 of the 9 @ back home; the rest goes to 
waste. 

An expedition to hunt large game is not limited to 
3 components, but requires certain minimums to be 

respected (see page 13). 

Furthermore, each expedition in the cold season &% also 

requires spending 1 B for the entire group to program it. 
As usual, this can be replaced by taking -2 Scarcity. 

Chief’s advantage: Provides 2 

EXAMPLE AT THE BEGINNING OF THE 
GAME: 

Red is the 1 player. Red sends an expedition 
of 3 hunter-gatherers to the tile with . 
Pink sends their chief to hunt horses. Then 

Blue sends an expedition of 1 hunter-gatherer 
and 1 shaman to . Yellow also needs 
wood, and settles on sending an expedition 
for @ by sending 2 hunter-gatherers and | 
% (0 have 3. It’s Red’s turn again, but Red 
programs Creating a Handicraft, rather than 
another expedition. Pink sends the shaman 
for small game. Yellow then goes in search of 
@ and Blue decides 1o hunt a reindeer with 
4 hunter-gatherers (lurge game expeditions 
are not limited to 3 components).





D-GAT R RES 5 EXAMPLE I: Red forms an expedition with 2 hunter- 

gathe: ts. Its b is 2 (1 for each (Cost: Organize an :xpedmon,see page 10) 
hunter-gatherer). Red could have added a 3+ hunter- 
gathereror 1 ¢ , because this expedition could take 1 
mare component. Red places the 2 hunter-gatherers on the Organize an expedition o a tile depicting the desired 
tile with 2 @@ , which is 2 tiles away from Red's village, resources 8. . @&. B . & D.or § 
conveniently the current maximum range. Furthermore, respecting the expedition conditions (maximum 3 
this round is a cold season, o Red must pay 1 i . Red components [members and 4{' |, movement range, 

unoccupied Terrain tile, etc.). Remember to pay 1 Jif for 
the whole group in &% (or take —2 Scarcity). 

will collect the resources in Phase 3: Resolve Actions. 

'The resources will be generated and collected in Phase 
3: Resolve Actions. Remember, what you collect will 
be the resources indicated at the top of the terrain tile, 
multiplied by the expedition’s ! total (see Phase 3, D, 
page 19). 

‘The expedition above  ‘The expedition above  The expedition above 

will generate 3 @ will generate 6 % will generate 6 @ 

I¥x®-38 3V xW=6B 2/ x@=c8 

Furthermore, the number of the resources generated 
in Phase 3 that you can transport will depend on your 

EXAMPLE 2: Red forms an expedition with 1 chief and 1 transport capacity per tribe member sent (see Transport 
hunter-gatherer, and thus 3 components (the chief counts )~ Capacity. page 15). 

Its S is 3 (1 for the hunter-gatherer + 2 for 
Red places the 2 tribe members on an « Peculiarity of <) and J 

unoccupied tile that provides 1 3 , which is 3 tiles away. 
This is possible because Red has since improved the ‘ 

@ and J each generate 2 resources: tribe’s movement range o 4 tiles. Currently, it’s the hot 
season 't need to pay . Red will collect -a @) generates 1 @ (of the sea) and 1 - (shell). 
the resotirces in Phase 3: Resolve Actions. -a A,, generates ] % and 1 

(This is summarized on your player aid.) 

The expedition above will 

gmrm!ez‘amlz 

20 x@=2@and2 

REMEMBER: Your shaman can participate in 
guathering, including small game. 

Chief’s advantage: Counts as 2 



E-HUNT LARGE GAME 
(Cost: Organize an expedition; see page 10) 

. Y ) 
Organize an expedition 1o a tile with large game on it, 

ing the movement range and expedition costs 
(4 aswell as 1 Jif for the whole group in #8). 

‘This time, the number of components in your expedition 
is not limited, because you must attain a minimum 
Mastery =, and send enough tribe members to hunt the 
Animal 
meeple. A table on your player aid gives you the 
conditions required to hunt, as well as the gains 
obtained through the hunt. You cannot hunt if the 

Remember: B camnot b e gme ‘ 

bvn Beees 
‘The first row indicates the total | required to combat the 
Animal meeple (2 hunter-gatherer or 1 “{ isworth 1 ; 
your chief is worth 2 ). The second row indicates the 

minimum number of tribe members you must send 
on your expedition (e.g. for a bison, you need at least 3 
members). 

Your chief only counts as | member, even though the 

chief is worth 2 ' . The other rows indicate the gains 
from the hunt, once the Animal meeple is hunted (see 
Phase 3: Resolve Actions, page 18). 

Chief’s advantage: Counts as 2 -, but only I tribe 
member. 

PLE: Red wants to hunt a bison 3 tiles away from 
%.Mfikummbymappwmnd 
Red has a movement range of 4 tiles, so the bison is within 
reach. Red decides to send the chief (2 \)) and 

2 hunter-gatherers (1 g} each). Because the bison requires 
at least 3 tribe members to combat it, the expedition meets 

this quota. However, hunting the bison requires u lotal 

of 6 3 ! Red musl either add more tribe members or pay 
4. Red adds 2 ¢ in onder to have a total of 6 

Moreover, because this hunt is happening in &) . Red must 

also pay 1 K. During Phase 3: Resolve Actions, Red will 
gain 49, 3§ and 2 (a total of 9 resources). However 
Red's transport capacity is only 2 per tribe member, so 
the 3 expedition members can only bring home & of the 9 
resources, leaving the other 3 in the supply. That is, unless 
Red thinks to increase the tribe’s transport capacity during 
the same round, before resolving the hunt... 

/" + TABLE OF HUNTING / MULTIPLE RESOURCES N 

L g e 
L Dm2 3 3 8 
p e | 2 3 4 9 
Q1 z 4 6 | tHHHE 
7 1 1 Z 3 

IMPORTANT: 

- If the tile contains resources, but there is a large game on 
it, you must first hunt the large game so you can gather 
there in a future round. 

- The shaman cannot hunt large game. 

F-PAINT THE FRESCO 
(Programming cost: 14 in % ; 149 +1 g in §8) 

Fresco painting is an art 

form that will give you tribe 
points. Although our ancestors 
painted all sorts of things, in 
DOGGERLAND you only 
paint the Animal meeples 
successfully hunted by the tribe. 
To paint an animal, the meeple 
of the animal must be in your 

“collective memory”. This represents an exploit that the 
hunters recount to the other tribe members with so 
much enthusiasm that it’s worth painting in a fresco. This 
“collective memory” is represented by 2 spaces on your 
‘Tribe board. You can only paint Animal meeples that your 
tribe still remembers. 

To program painting of the fresco, take a tribe member 
from your Tribe board and place it on one of the 
unoccupied animal spaces on a Fresco tile in the cave. 
‘Then pay 1F , and if it's %9, 1 Jif as well. 

‘This action is limited: You can only paint the fresco 
once per round (except for the chief’s advantage”)! 

You can program the Paint the Fresco action even if 
you do not yet have the chosen Animal meeple in your 
“collective memory”. You will need to have it there in 
Phase 3: Resolve Actions, which will require hunting large 
game (see pages 20 and 23). 

Chief’s advantage: * If you have placed your chief, you can 
still place a second tribe member on another Fresco space; 
OR if you have already placed a hunter-gatherer, you can 
still place your chief on another Fresco space. These two 
placements must be made in two different programming 
turns; you cannot place them both at once. It must be two 
turns. In Phase 3, each (the chief and the hunter-gatherer) 

must paint a different Animal meeple, so you will need to 
have hunted 2 Animal meeples if you don’t want to skip 
resolving any actions.



EXAMPLE: Red has already successfully hunted a bison in 

the previous round, and the Bison meeple is in the tribe’s 

“collective memory” on Red's Tribe board. Red dex 

program Painting the Fresco, and places a hun 
on the available depicti 1 of a bison on the fresco, and pays 

+ there is no need for 

P ey 

lecause il is § 

Because Red has decided to hunt a reindeer this round, the 

and will become painta 
cer meeple will also enter the “collective memory”, 

le. On a later turn, Red places 
able depiction of u reindeer on the the chief on an 

co (Red must use the chief in order to paint 2 in the 
ame round), paying 1 ¢ once again 

with the option to make 
(Programming cost: None) 

Your Tribe board has three Ability tracks. 

Transport 
capacity 

Toolmaking 

To improve an ability, you must program a tribe member 
on the space of your Tribe board dedicated to this 
purpose. When you resolve the action, you must pay the 
required resources to increase the ability to the improved 
level. The resolution cost is indicated between each pair of 
levels. 

+ MOVEMENT RANGE 

This ability represents the 
maximum number of tiles 
tribe members can move 
orthogonally from the A 

on an expedition. Your 

movement range starts at 2. 

‘Thus, each tribe member can 
go on an expedition as far 

away as 2 tiles orthogonally 
from the g 

To improve it, place a 
tribe member on the space 
provided above the ability.



» TRANSPORT CAPACITY 

When you hunt or gather, 
each tribe member has limited 
carrying capacity. This 
capacity represents the bags 
or other means developed by 
the tribe to transport resources 
or food. At the beginning of 
the game, each tribe member 
can carry 2 transportable 
resources. 

‘When resolving a hunting or 
gathering action, the expedition 
will only be able to bring back 

2 what it can transport, even if the 
yield is greater. For example, if 

you send 2 hunter-gatherers + 1 ¢ toa tile that 
pmvidu!‘“.‘lhixy‘ields9‘ 69 x3@) 
However, if your tribé’s transport capacity is 2, you 
could only take 4 ‘ (2 per hunter-gatherer)! The excess 
resources remain in the general supply. So it can be very 
beneficial to improve this ability to avoid waste. 

‘To improve it, place a tribe member on the space provided 
above the ability. 

+ TOOLMAKING 

‘This ability is a little different. By assigning a tribe 
member to this space, you could either im| your 

ability, or make ¥, or do both. 

‘The more you improve this 
ability, the more “{ you can 
make. These f are necessary 
for certain actions (Construct 
a Habitat, Create a Handicraft, 
Paint the Fresco, increased 
Mastery when hunting or 
gathering, etc.). You must plan 
ahead: You use this ability during 
Phase 1: Program Actions, but 
its effects won't be produced 

which means its effects won't 
help you until the next Phase 1. 

However, remember that you can almost always replace a 
f with 2 Scarcity when programming actions. 

To improve this ability and/or make f. place a tribe 
member on the space provided above the ability. 

Chief’s advantage: The chicf provides no advantages in 
ability-improving actions. 

H-USE THE SHAMAN 
(Programming cost: None) 

Your shaman is very important. The shaman 
can use magic to provide you with exceptional 
actions, and also directs the erection of 

megaliths TT (places of worship: menbhirs, standing 
stones, dolmens). 

However, the shaman’s magic is limited, and all of the 
shaman's actions are unique. Use these powers wisely! 

You can only perform shaman actions with your Shaman 
meeple! Thus, you can only perform one such action per 
round. But the shaman can be used for the mundane 
actions any other tribe member can perform... except for 
v hunting large game. 

y To program a shaman action, place 
your Shaman meeple on one of the 
8 locations around the shaman's hut on 
the main board. Note that each space is 
unique. There can never be 2 shamans 
on the same space. Furthermore, if you 

have already performed a particular shaman action in 
a previous round, you cannot perform it a second time 
later in the game (when you resolve the action in Phase 3: 
Resolve Actions, you will place one of your cubes beside 
the space to remind you of this). 
‘There is no programming cost (no | , and no Jf in §9). 
"The spending will occur in Phase 3: Resolve Actions to 
thank the shaman for providing magical services.



THE SHAMAN'S ACTIONS 
Each action takes effect in Phase 3: Resolve Actions (see pages 24-27) 

‘ Olhlnlpafectlyondwfram:'lhisncfinn:llmmwpaimtlwumzaninuluplolfimuunasinflzFrcsm 
space in Phase 3. When you program this, place one of your Shaman tokens on an unoccupied Fresco space. 
‘There is no cost for placing the token. 

EXAMPLE: Blue already has a Horse meeple 

in the tribe’s “collective memory”, and plans to 

hunt a second one. This means there will be 2 

Horse meeples in the tribe’s “collective memory™ 
in Phase 3. Blue then places the shaman on 

Paint Pesfectly. and immediately places a 
Shaman token on a Horse space in the fresco. 

This has no immediate cost, and will allow 

Blue to place 2 cubes on this Fresco space in 

ranting double the points (2x1)! Of 

course, this will required 2 Horse mecples being 

in the “collective memory”; if there ends up 

being only 1, Blue will only place a single cube 
when resolving this action (see Phase 3 details, 

page 26). 

Phase 

Invoke twin birth: For 

this shaman action, 
you must place 
another tribe member 
(hunter-gatherer or chief) 
with the shaman. 

EXAMPLE: Yellow wants twins, so the shaman and a hunter-gatherer go to 
the Invoke Twin Birth spaces. Resolving this action will provide 2 newhorns. 



During Phase 1, each player programs 1 action each For each tile-free space that is orthogonally adjacent to a 
turn, or drops out. Once you drop out, you can no tile with at least one tribe member (a Shaman token 

longer program actions this round. After everyone doesn't count), or a T ora A\ . the 1 player draws a 
has dropped out, advance the 1* Player hut to the next new Terrain tile and places it on the space. 
space of the Phase track and begin the next phase. 

You can fill these spaces in any order you wish (without 
peeking at the tile first); however, we suggest that you start 
from a point on the map, and then proceed clockwise 
around the tiles already on the map. If the new tile depicts 
an animal, do not place the Animal meeple yet! 

Expeditions outside your village allow you to discover 
new territories, which you can explore in later rounds. 

EXAMPLE: The tribes have 
gone exploring and Phase 1 is 
complete. Now the 1 player 
fills the newly “visible™ spaces 
one by one with newly drawn 
Terrain files. Note that a 
megalith is all by itself in the 
lower-right corner, but it still 
allows the tribes to discover 
the adjacent terrain! 

Here is the map after 

placing all of the new 
Terrain files in empty spaces 

orthogonally adjacent to 

A (nonein 
nd/or TT. 

tribe memby 

this exampl 



I VE ACTIONS 
Now that programming actions has been completed in 
Phase 1, and the new Terrain tiles have been placed in 
Phase 2, you can resolve the actions you programmed. 
Resolve all of your actions in whatever order you like; 
however, you must fully resolve each action before 
moving on to another. Make sure you resolve them in 
an order that gets you the resources you need for the 
actions you planned (if possible). 

Everyone can play this phase simultaneously; however, 
if you prefer, you can go in turn order, resolving all your 
actions before the next player goes. Turn order can really 
affect building a megalith (see page 26). 

Certain actions (Construct a Habitat, Create a Handicraft, 

Improve Your Abilities, Use the Shaman) have a resolution 

cost indicated by this symbol: {B N 

After you resolve an action, return the tribe member(s) 
you assigned to that action to a habitat (1 per prestigious 
habitat, 3 per simple habitat). Return all " and resources 
you pay to the general supply. 

i 

For each tribe member placed on this action, pay the 
resources required for a Habitat tile: 

14 +1 g for a simple 3-person habitat (@i 

OR 

1R+ +14m 
for a prestigious 1-person habitat 

1f you cannot or do not wish to pay 
the resources, the programmed action 
goes to waste. 

Place the tile on your Tribe board, on one of the 6 Habitat 
spaces. In addition to earning you points at the end of the 
game, habitats will be used to house new tribe members 
from births. Be sure your housing keeps up with your 
tribe’s growth! Once you have built a habitat, you cannot 
remove or replace it. 

Remember: Your Tribe board already has two makeshift 
habitats that you can cover with a Habital tile when the 
other spaces are full. 

Remember: The chief pays 1 ¥ fewer when building a 
habitat 

B-C TE AHANDICRA 

For each tribe member placed on a Handicraft tile, pay 
the resources indicated on the tile. Then place it below 
your Tribe board. If you cannot or do not wish to pay 
the resources, the programmed action goes to waste. 



C-REPRODUCE 
Add a new hunter-gatherer from your supply to 
the Newborn space. The two tribe members who 
reproduced return to habitats. 

IMPORTANT! You do not need to feed the newborn this 
round. It will move into a habitat at the end of the round, 
if there is space for it; otherwise, it will die immediately 
and be discarded. 

NOTE: The more tribe members you have, the more 
actions you can take; but you will need to feed them, 

D-GATHER RESOURCES 
(wood, stone, fruit, shells, small game) 

If you have sent an expedition to a Terrain tile depicting 
85035 % ?. @.or J . that does not 
contain an Animal meeple, you will generate the 

resources, and then transport as many of them as you 
can. 

First, calculate the total ' of your expedition. 

Each hunter-gatherer, shaman, or f provides 

1+ ; the chief provides 2 . 

‘Then multiply this | total by the resources indicated at 
the top of the Terrain tile. 

Remember, 1 @ generates | ‘ and1 « ; 

1 bgcnm\ul‘ andl‘. 

EXAMPLES: 
3 5 ona @ tile generates 6 B 

2 ona @) tile generates 2Q and 2 

‘Then, from the supply, take only the quantity 
transportable by your expedition. This quantity depends 
on your transport capacity (see pages 15 and 24). Each 
member of the expedition can only carry a quantity up 
to this maximum (2-4, depending on your ability level). 
All leftover resources your expedition can't carry remain 
in the supply. 

NOTE: The chief cannot carry any more than the other ' 
tribe members. 

EXAMPLE I: 

An expedition of I chief and 1 hunter-gatherer is on a 
tile; the tribe’s transport capacity is 2. 

3 ) (chief: 2 + hunter-gatherer: 1) x @=6 @ But they 
can only carry 4 (transport capacity per member is only 2). 

The other 2 & that they couldn't carry stay in the supply. | 

! 

'Y A 
e0)) 
Lo 

EXAMPLE 2: 
An expedition of 2 hunter-gatherers and 1 € isona @ 
tile. The total 'y} is again 3 (2 hunter-gatherers = 2 and 
l‘:l).Thi;Mss(s.lnmnm-pb,lfie 
tribe’s transport capacity is 3, so all the resources can be 
trunsported (3 per hunter-gatherer). 

EXAMPLE 3: 

Anexpdifi«mdlhmvlcrflhflmlm.mdlf 
isona Q) tile. The total ' is yet again 3 (hunter- 
gatherez. shaman, and * are 1 each). This generates 3 4 
uvd;’i. In this example, the tribe’s transport capacity 
is 2, so the expedition can only transport 4 of those 6 
resources. With lhrf.lfi(ypmdmedmn than they ~



Place all transported gg. g . J-and  resources 
in their respective slots above your Tribe board. 
‘They are immediately available for use. 

a® 

Place all transported food (@ and 9 ) in the bowls 
depicted at the bottom of your Tribe board. @ go in the 
14 (leftmost) bowl; 9 goes in the 2+ (middle) bowl. 
These also are immediately available, most notably to 
feed your tribe. 

(XXX 
NOTE: At the end of the round, uneaten food will spoil a 
bit, and move ane bowl to the right (see page 28). 

Return the expedition members to the habitats on your 
Tribe board (remember: 1 per prestigious habitat; 3 per 
simple habitat). Finally, discard all { you took on the 
expedition, returning them to the general supply. 

( VERY IMPORTANT: Then exhaust the Terrain tile! ) 

Gathering eventually depletes resources. You track this 
with the Exhaustion token. 

In a 2-player game, the tile is exhausted completely, and 
no one will be able to harvest there again. 

Place an Exhaustion token directly on the resource 
illustration. 

You can never gather from this tile again, regardless of 
how many resources are in the supply. 

In a 3- or 4-player game, the tile will be depleted after 
gathering twice. The first time an expedition gathers 
from this tile, place an Exhaustion token in the lower-left 
corner of the tile. 

In a later round, when a second expedition gathers from 
this tile, move the Exhaustion token to be directly on the 

You can never gather from this tile again, regardless of 
how many resources are in the supply. 

E-HUNT LARGE GAME 

1f you sent any expeditions to Terrain tiles with large game 
(an animal Meeple), it is time to hunt it and return with 
9. ®.and ! But will there be enough tribe members 
to carry it all? This action works almost the same way as 
gathering. First, total the ' of your expedition. 

Attention: The Animal meeple requires not only a 
minimum | , but also 2 minimum number of tribe 
members. 

NOTE: If, due to a programming error, you don't have 
enough of one or the other, the hunt is a failure, and your 
tribe members return (o the habitats empty handed; 
A they took with them go to waste. 

Remember: Each hunter-gatherer provides 1 . ; 
each ¢, 100 ;the chief,2 | 
A table on your player aid indicates the minimum 
required * and tribe members for each species.



EXAMPLE: In Phase 1, Yellow sent an expedition to Junt 

a bison. As you can see on the player aid, this species 

requires 6 ). 2 hunter-gatherers provide 2\, . the chief 
adds 2 ' and 2% provide 2 3, bringing the total to 
6, reaching the quota. Additionally, Yellow sent 3 tribe 
members on the expedition, also meeting that quota. They 

can hunt the Animal meeple successfully. 

Note that the bison is on a tile with y because it has 
roamed during migration (see page 27). Because there 

was an Animal meeple here, deu-mwl;nilmtll(‘ 

« TABLE OF HUNTING / MULTIPLE RESOURCES 

5 o . A 
P e 2 3 

‘u\...l | 2 3 ¢ ! 
! P 4 3 
‘g 2 3 3 5 
12 1 1 2 3 4 

11t 
/8/8 | 

e 
The bison provides 494, 38K and 2 " but Yellow only 
has a transport capacity of 2. The 3 tribe members on 

the expedition can only transport 6 of the 9 resources. 

Because Yellow’s tribe already has plenty of meat, Yellow 

lmm‘;:mdbcmnllznul;muhfl. Yellow 
abundons 2 1 

Place the hunted Animal meeple on one of the two 
spaces of the “collective memory” on your Tribe board 
(see example below). If both spaces are already occupied 
by Animal meeples, you must replace one or discard the 
one you just hunted. 

Collect the resources indicated on your player aid 
(limited by your transport capacity and number of 
expedition members), and place each in its respective 
location on or above your Tribe board. The tribe 
members return Lo the habitats. Discard the f from the 
expedition. 

Yellow places the 3K and the 2 above the Tribe board, 
and the 39 in the 2~ bow! (fresh meat). The expedition 
members return to the habitats, and Yellow places 

the bisors v the triics collective:memorys completing 
resolution of this hunt. 

IMPORTANT: Hunting large game does not exhaust 
the tile where it is located, because the resources cannot 
be gathered until a later round after the Animal meeple 
has been hunted. 





F INT THE FRESC( 
(Cost: Remove the Animal meeple from the “collective 

memory”) 

If you placed a tribe member on a Fresco space in Phase 1 
(and possibly a second one with your chief), you can paint 
the animal there, provided you have the corresponding 
species of Animal meeple in your tribe’s “collective 
memory”. 

If so, replace your tribe member with a cube of your color 

on the Fresco space, and return the tribe member to your 
habitats. Inmediately discard the Animal meeple you 
painted from your “collective memory”, returning it to the 
supply (a corner of the main board). 

1f you do not have the appropriate Animal meeple in 
your tribe’s “collective memory”, the action goes to waste; 
retrieve your tribe member without placing a cube. Each 
cube you place on the fresco will be worth the tribe points 
indicated beside its space. 

EXAMPLE: During Phase 1, Red planned to paint a bison, 
and placed a hunter-gatherer on the Bison space of the 
Jresco. Red successfully hunted one (this round or in a prior 
round), so there’s one in the tribe’s “collective memory”. 

So. Red replaces the tribe member on the fresco with a cube. 

The tribe member returns to a habitat on Red's Tribe board. 

Red discards the Bison meeple from the tribe’s “collective 

memory", returning it to the supply of Bison meeples on the 

main board. Red will gain 3 tribe points at the end of the 

gume for this painting 

NOTE: Placing cubes in the same row of the 
fresco can grant you additional points (see Final 
Scoring, page 30). 

G-IMPROVE YO 

(and make tools) 

« MOVEMENT RANGE 

(Cost: Indicated between the current and next level) 

1f you placed a tribe member on the Movement 
Range space in Phase 1, pay the resources required 
to increase your orthogonal movement range to the 
next level (first to 3 Terrain tiles, then to 4). 
Move your cube to the next level. 
You cannot increase this ability more than once per 
round. 

EXAMPLE: Yellow programmed improving this ability for 
the first time, in order to have @ maximum movement of 

3 tiles. Yellow pays 1 8 and returns the hunter-gatherer 
1o a habitat. From now on, Yellow’s expeditions can move 

up to 3 tiles away from the 

/ A \ 
3>



« TRANSPORT CAPACITY 

(Cost: Indicated between the current and next level) 

1f you placed a tribe member on the Transport 
Capacity space in Phase 1, pay the resources required 
Lo increase your transport capacity to the next level 
(first to 3 resources per expedition member, then 
to 4). Move your cube to the next level. You cannot 

increase this ability more than once per round. 

‘This ability is effective immediately. That is to say that 
your tribe members still on the Terrain tiles can now 
transport more things if they resolve hunting or 
gathering resources. 

EXAMPLE: In Phase 1, Yellow 

had a transport capacity of 2, 

and sent 2 hunter-gatherers to 

a tile that produces Yellow 
also planned to increase the tribe’s 
transport capacity by placing 

a tribe member on the space to 
do so. In Phase 3, Yellow pays 
10K and 1 7 to increase the 
tribe’s transport capacity to 3 per 

expedition member. Now Yellow’s 
expedition is capable of carrying 

all 6 @) they will gather. Because 
this effect applies immediately, 
Yellow’s expedition will waste 
nothing. 

« TOOLMAKING 

(Cost: For next level and/or fabrication cost) 

If you placed a tribe member on the Toolmaking space 
in Phase 1, you have 3 options: 

Pay the @ required to improve your toolmaking to 
‘the next level (cost indicated between the current and 

next level). Move your cube to the next level. You cannot 

increase this ability more than once per round. 

Pay the resources required to fabricate the number 
of ¢ indicated to the right of your cube (or of an 

earlier level). Place the 4" above your Tribe board. 
You cannot fabricate more than once per round. 

@ Improve then fabricate by paying both costs. 

c8) 

{ 197559 

EXAMPLE: Yellow improves toolmaking by paying 1 @8, 
u-.mnhb'm:*o-y,m.xnflgmd:..mm 
3% by paying 2 @ (using an carlier level). Yellow also 
could have improved without fabricating *§ . or could have 
Jabricated * without improving. 

After improving an ability, return the tribe member to 
your habitats. If you cannot or do not wish to pay the 
resources, the action you programmed goes to waste. 

H-USE THE SHAMAN 
(Cost: According to Shaman action) 

1f you placed your shaman on one of the 8 actions around 
the shaman’s hut (see page 16), pay the action’s indicated 
cost, then perform the action and place a cube of your 
color on one of the 4 spaces connected to the action to 
indicate that you have made your one use of this action 
for the game. 

+ BECOME THE NEXT 1" PLAYER 
(Cost: 1 ar 1 or1. ") 

IMMEDIATELY take the 1* Player hut § and place 
it on Phase 3 of YOUR Tribe board. From now until the 
end of this round, you are the 1* player, as well as at the 
beginning of the next round!





+ TAKE A LONG TRIP 
(Cost: 1 or 1 ffor1 ) 

The legend says that the 
shaman would have the 
power to know distant 
lands by using the vision 
of an eagle. Myth or 
reality? Choose a Terrain 
tile with no opponent’s 

or 

Place one of your Shaman 
tokens & onit, no 

matter how far it is from your village. During the next 
round, you can make an expedition to this tile to gather 
or hunt! Moreover, no other tribe can go to that tile while 
your Shaman token is there. 

At the end of the following round, remove the Shaman 
token, even if you did not send an expedition there. 

NOTE: You may place your token on a tile with 
an opponent’s tribe members on it; however, you'll 
want to make sure they're not going to exhaust the tile 
this round. 

« INVOKE TWIN BIRTH 

(Cost: 19 or 1 ffor1 ) 
Place 2 new 
hunter- Ters 
from your supply on 
the space for this on 

your Tribe board. As 
with normal birth, you 
do not need to feed them 
this round, and each must 
have a habitat space at the 
end of the round (or will 
die). 

action in the same round to have a total 
of 3 births! 

« TRADE WITH A DISTANT TRIBE 

(Cost: 19 or 1 for1 ") 
Exchange any 2 resources 
(identical or different) 
for any 1 from the 

general supply ( 58 & 

many times as you wish. 
are not allowed 

them as if youd freshly gathered or hunted them 
(1* bowl for g . 2™ bowl for ). 

« PAINT PERFECTLY ON THE FRESCO 
(Cost: 1] or 1 ffor1 ) 

You can paint the Fresco 
space where you placed your 
Shaman token in Phase 1: 
Program Actions (see page 
16). Retrieve your Shaman 
token # and place 1 or 
2 cubes stacked atop one 
another. You can place 1 for 
each Animal meeple in 
your “collective memory” 
that matches this space. 
Finally, return the Animal 
meeples you painted 
from your tribe’s 
“collective memory” to 
the general supply on the 
main board. 

Ve N 
’ NOTE: You want to have 2 Animal meeples of the same 
species in your tribes “collective memory™ to make the 
mast of this action. 

+ ERECT A MEGALITH 
(Cost: 2/3/4 gy, 2/3/4 g .and 2/3/4 F) 

Pay the construction 
cost in g + B+ 
f according to your 
shaman’s space. 
Placea on a Terrain 
tile within reach of your 

A (according to your 
Movement Range). 
“This tile must not have 
an opponent’s 

Yaur"can go on the 
same tile as your village. 

From now on, opposing 

tribes can no longer 

visit this tile; it is yours. 
However, they can still 
cross it, as usual. 

On the main board, 
the different types of 
megaliths are represented 

by the same T - 
‘The only difference that 

‘matters is the cube you place on the Shaman action you 

used; that will determine its worth in the final scoring. 

(NOIE: You can erect the megaliths in any order. \ 



After resolving a Shaman 
action, return your shaman 
to a habitat (and for the 
Twins action, return the 
other tribe member, too). 
Place a cube of your color 
on one of the 4 spaces 
beside the action. This is to 

remind you that you can never use this action again. 

IMPORTANT: 

« If you cannot pay for a Shaman action, you retrieve your 

u take a penalty of - 
an’s time! wasting the sha 

« If several players want to claim the same location 
(placing a megalith or Shaman token), they claim in turn 

h order. 

If any Animal meeples remain on DOGGERLAND, they 
will migrate. The 1% player should do this alone, to 
avoid mistakes. The faster animals, the Reindeer 
and Horse meeples, move 2 Terrain tiles. 

‘The more massive animals, the Bison and 
Mammoth meeples, move just 1 Terrain tile. 

‘The direction each Animal meeple moves for its entire 
migration is indicated by the arrow in the lower-right 
corner of its tile. Move the Animal meeple in the direction 
indicated (1 or 2 tiles, depending on the species), without 
changing direction, ignoring the arrows on intervening 
tiles. Then lay the meeple down to show that it's moved 
this round. 

OTHER MIGRATION RULES: 

« 'The priority for resolving each Animal meeple’s 

at the edge of the board. The large arrow tells you to 
resolve migration for animals across the board from 
one side to the other. In case there are multiple Animal 
meeples “tied” according to the large arrow, use the small 
arrow the same way to determine which of them migrates 
first (see example below). 

EXAMPLE: The large arrow indic 
resolve migration left to right. Because we have 2 Animal 
meeples in the same column (the lefimost), we look at the 
small arrow to see which one to resolve first (top fo 

bottom). So, we move the mammoth [1], then the horse [2], 
then the reindeer from the 2™ column [3], and finally the 

column [4] 

tes that we should 

bison from the 3 

+ The migrating Animal meeple will ignore Animal 
meeples in tiles it crosses; however, if it would end its 

‘migration on a tile with another Animal meeple, it keeps 
moving (even if the other one hasn't migrated yet) in the 
same direction. 

« If a migrating Animal meeple moves beyond the final 
Terrain tile, it “wraps around” to start from the tile 
furthest directly behind it 

« If a migrating Animal meeple traverses a gap with no 
Terrain tile, skip the gap; it doesn't count toward the 
animal’s move. Just keep counting from the next tile. 



EXAMPLE, CONTINUED: Let’s revisit the sifuation 

described in the previous example. 
The mammoth moves 1 tile rightward. 

The horse moves 2 tiles upwand. 
‘The reindeer moves 2 tiles downward. Because its 2™ step 

takes it out the bottom, it continues from the top; however, 

it lands on the mummoth, so the reindeer must move one 
tile further, ending its migration at the biue village. 

The bison moves 1 tile downward, skipping a gap lo move 
to the next actual tile. 

Once all of the Animal meeples have migrated, stand 
them up again. Now move the Migration Priority arrow 
clockwise to its next space, oriented in the direction 
indicated by the space. This indicates the migration 
priority for the next round. 

NOTES: 

« Most of the lime, migration will be obvious, because few 
Animal meeples will survive the hunts of the round. 

« Sometimes an Animal meeple migrates back to where it 
started. 

« A Terrain tile cannot contain 2 Animal meeples. Ever. 

OF 

Perform the following steps: 

D YOUF 

You must feed your tribe. You do not need to feed 
newborns. Pay 1 food per tribe member. 9 is worth 2 
food (and thus feeds 2 tribe members). @ is worth 1 

food. For each unfed tribe member, take ~2 Scarcity [J- 
Once you've fed your tribe, the remaining food spoils a 
little. Move the g and 9 rightward 1 bowl. Thus, the 
food in the 3 bowl rots; discard it. Then food in the 24 
moves to the 3, and 1* moves to 2*!. Now move your 
newborns into habitats. If you can't, you must discard 
them! 
Remember: 3 tribe members per simple habitat; 1 per 
prestigious habitat. 



Each player checks to see if they completed objectives 1f the new round isa &% season, 
on one or more of the 4 Objective tiles set up at the 
beginning of the game. add 2N and K .-‘- to their respective spawning 

IF you are thefirst o complete an objective, placeone Terrain tiles (fthe i already contains an Animal 
of your cubes on its 5-point space. If several people meeple, skip it). 
completed it this round, stack their cubes on the same 
space. 

If the new round isa & season, 

add A and *_, to their respective spawning 

Terrain tiles (if the tile already contains an Animal 
meeple, skip it). 

1f you complete an objective that someone first completed 
in a prior round, place one of your cubes on its 3-point 
space. If several people completed it this round, stack 
their cubes on the same space. 

.iihyl.)}cro.nl:nI\":‘-n'.pl‘er(h) t" T T ( IMPORTANT 

place the new ones according to the Migration Priority 
armow. 

N\ 5 4 

N— 

If an objective has been completed in two prior rounds, 
you don't place a cube (there is no 3 place). See , — ~0 
Objective Tile Details, page 31. 

Flip the next Fresco tile face up. 

7 N 
[ NOTE: The Fresco tiles should be lockstep with the Round J 

Advance the Round Tracker ring O If it was already Tracker ring. 
on the final round, skip this step and go directly to final 
scoring, page 30. 

Wi r;.‘?fi,_s‘fl'v“’w‘\”fi’?‘ teul & 
T e T



RAFT AREA 

If any Handicraft tiles have been completed, fill the empty 
spaces on the main board by placing new tiles face up in 
them (while respecting the maximum of X+1 tiles, where 
X = the player count). 

In clockwise order, starting with the player who has the 1* 

Player hut ‘, » each player moves their A up to 2 tiles 

orthogonally (regardless of their Movement Range). The 
destination must not be occupied by an opponent ( A ' 
TT or # ).but can have an Animal meeple. You cannot 
traverse spaces without a Terrain tile. You cannot return to 
the Central tile unless it’s unoccupied. 

After the end of the final round, use the scorepad to tally 
each tribe’s ¢ points: 

« Earn 1 point per tribe member. ] 

« Earn 3 points per prestigious habitat; 1 per simple 
habitat. 

« Earn the points depicted on Handicraft tiles you created. 

« Earn the points for megaliths your shaman constructed 
(6/8/10). 

« Earn the points for each Objective tile with your cube on 
it (S or 3). 

« Earn the points for each animal you have painted on 
the fresco (1 per horse, 2 per reindeer, 3 per bison, 4 
per mammoth). If you have 2 cubes stacked on a single 
painting, due to a Shaman action, you earn those points 
for each cube. 

« Count pluralities per row of the fresco. The player with 
the most cubes in a row gets 4 points, second gets 2 (ina 
tie, each tied player gets the full points for their rank). See 
example to the right. 

-DedundnpznalfiaforScardtyfil:si 

NOTE: If someone has taken the Shaman action Become 
1% Player, this is who moves their g first, because they 

| have the 1% Player hut. 

Pass the 1* Player hut "r to the player on your left. 
Attention! If someone took the Shaman action Become 1* 
Player this round, skip this! Not only did they take the 1+ 
Player hut already, they moved lheirA first (see Step 7), 
and get to be 1* next round! 

Begin a new round, starting Phase 1: Program Actions 

with the 1" player, going in clockwise order. 

s 
o . TS S vt 

i [ [ 2 
W 3 

EXAMPLE of just the fresca row pluralities 

Top row: Pink gets 4 points; Yellow 
Middle row: Red g nts; Pink and Yel 

Bottom row: Blue gets 4 points; Red gets 2 Yellow gets 0. 

‘The tribe with the most points leaves a trace of its 
existence for thousands of years to come. 

If there's a tie, the tied player with the most total resources 
and f (i.e. wood, stone, tools, fur, bone, meat, and fruit) 

wins. 
Ifit’s still a tie, the tied player with the least Scarcity wins. 
Ifit’s still a tie, the tied players share the victory.



SHORTER 6-ROUND VARIANT 

‘This variant enables you to play a 6-round game, rather than the full 8-round game. The game plays the same way, but 
the final scoring occurs after the 6" round. There are a few changes to the setup, but that’s it: 

« Set aside the 4 “Shorter « Each player may pay the required 
Game” Terrain tiles. These resources to improve one 
4 tiles are among those their abilities one level (Movement 
used for a 2- or 3-player Range, Transport Capacity, or 
game. “Toolmaking). 

« Set up the game as usual; however, EXAMPLE: Pay | g and 1 
start in Round 3, rather than Round 1. to improve Transport Capacity 

Jrom 210 3. 
« Then add the 4 tiles you set aside, 
placing one on each side around 
the 9 Starting tiles to form a sort of Play the game as usual for 6 rounds, 

cross, as follows: Place the animal then go to final scoring. 

tiles opposite each other, but without = Each player adds 1 g and 19 to 
Anlmalmuplcgnlhem ; place the their respective bowls. 
resource tiles (y or ) opposite s = 3 

Lb start the game in a casier mode. 

OBJECTIVE TILE DETAILS 

Have at least Use at least Have 
10 tribe 5 actions habitats 
members at the worth 
(including shaman hut. at least 

chief and 9 points. 
shaman). 

Max out 
all tribe Create Erect all 

abilities at least 3types 
(Movement 5 Handicraft of megalith. 

Range, tiles. 
Transport 

Capacity, 
Toolmaking). 



SOLDO 

Solo mode setup is almost the same as multiplayer setup. 
« Set up the game like a 4-player game (6 Fresco tiles, 5 Handicraft tiles). 
« Do NOT set up Objective tiles. 
« Cover the Shaman action Become 1# Player with the Shaman Action 
overlay that has the Move Your Village action. 
« Take the yellow components and a Tribe board. 
« Place only your village on the Central tile (you start with 3 ¢, , 
30 .md3 % ). 
« Take the 1% Player hut , (you will use it to keep track of the 
phase). 
« Take a second Tribe board and flip it over. Then set up Solo mode as 

Place the 
Solo board 
nearby (it's on 

the back of a 
Tribe board). 

Shuffle the 11 

tiles and take 6-8, 
depending on 
the difficulty 

Medium; 8 is 

Difficult), and lay 

R C J them out face up 
Place the white p 2 g above the Solo 

board. 
hunter-gatherer, 

v he 
red and blue 
shamans, near 
the Solo board. 

Shuffle the 30 Solo cards. 
Draw 8 without peeking, 
and place them face down 
on this space. 

According to the back of the first Solo card, place a blue, a red, and 
a pink hunter-gatherer on the locations indicated on the starting tiles 
of the main board. Totally exhaust these tiles! If an Animal meeple is 
on one, remove it, and place it in the “collective memory™ on the Solo 
board (see next page).



THE COLLECTIVE MEMORY 

PLAYING 

(red, blue, pink) hunt to the “collective memory” of the Solo 
board. 

Tt has 5 spaces. When you add an Animal meeple to it, 

If all 5 spaces are occupied, you must follow the priorities 
explained on page 35. 

THE GAME 

A Solo game lasts 8 rounds like a normal multiplayer 
game. Each round is divided into phases. The goal is to 

above the Solo board) defined by the difficulty level 
(4 of the 6 in Easy; 5 of the 7 in Medinm; 6 of the 8 in 
Difficult). See the details on page 36. 

PROGRAM ACTIONS 

first card of the Solo deck face up on the space reserved 

the opponents’ Shaman meeples (upper part of the card; 
see detail below). 

= RESOLVING THE SOLO CARD 

First of all, read the event that applies to this round. 
'This could lead to modifications to a phase, or 

‘white ones), efc. 

1fthe card has this symbol ) . the event is mandatory, 
even if you can only do part of it. For example, if you 
must discard resources, but you don't have the number 
indicated, you must discard as many as you can. If this 
symbol is absent, the event is optional. 
‘There may be additional text at the bottom of the card 
to end the event. 

mandatory. 

Discard the face-up Handicraft tiles with a 
statuette from the Handicraft area: 

B o 4 

necklace from the Handicraft area: 

ol - 

meeples in the “collective memory™ on the 

meeples to their supplies on the main board. 
1f an Animal meeple cannot be painted due to a lack of 
Fresco spaces, leave it in the “collective memory” on the 
Solo board, unless all 6 of the Fresco tiles have already 
been revealed. 

‘Then, place the red and blue shamans on the 
spaces indicated around the shaman hut on the 

main board. 
‘They block those Shaman actions this round. 



= THEN PROGRAM ALL OF YOUR ACTIONS when you resolve this action (up to 2 tiles, as usual). You 

As usual, you cannot occupy a Terrain tile with an still get to move your village at the end of the round (thus 
oppanent’s hunter-gatherer, but you can pass through this action enables you to move it a total of 4 tiles in one 

them when moving. round). 

lnsdomodc.ym-edlondhuh-z |n 

m.:fl“_flnfln‘m’fihm‘;‘m ANIMALS AND OPPONENTS 

board. 
You are allowed 3 tiles at Easy difficulty; 2 in Medium; just MIGRATE 

i you must take more than you are allowed, you Jose! 

1.OPPONENTS’ TRIBES MIGRATE 

On the lower part of the card, each opposing hunter- 
gatherer migrates the distance and the direction indicated 
by the arrow on the card. As usual, an opposing hunter- 
gatherer cannot end its migration on a tile with your A, 
ymr“ ymro.wahnm'#bfludadfim 

mmflembefiudafldum 
1f that is not the case, keep moving until if’s true. Skip 

beyond the Terrain tiles, it “wraps around” to the other 

REVEAL TERRA!N TILES 

Place new Terrain tiles just as in multiplayer mode. 

territories as usual. 

RESOLVE ACTIONS 

Resolve all of your actions (only yours). 
All actions resolve as usual, except for the following 

‘The Shaman action Become 1% 

Your Village. This permits you 

bmmAnmdfidy 



If an opposing hunter-gatherer crosses or lands on a tile 
with large game, immediately add it to the “collective 

memory™ on the Solo board. A maximum of 5 Animal 
meeples can be stored there. On the other hand, if the 
Anilmlmxlieumlnlewlhym » » or one of 

9 when the opposing hunter-gatherer crosses the 
hhlheAnnmlmnqiemy:lh::ymwn:H:dm 
toit! 

IMPORTANT: If an opponent’s hunter-gatherer kills an 
Animal meeple, and there are alread n the “collective 

memory” of the Solo board, k the following priorities: 

« If all 6 Fresco liles are already face up on the board, and 
there are no more available Fresco spaces to paint this 

animal, discard it immediately. 

« Otherwise, if all 6 Fresco tiles are already face up on the 

board, and one of the Animal meeples in the “collective 

memory™ on the Solo board can no longer be painted, 
because there are no mors 

discard it, shifi the others rightward, and add the new 

Animal meeple to the left end. 

« Othe: 

the “collective memary™ 

remove the rightmast Animal meeple from 

of the Sola board, shift the others 

rightward, and add the new Animal meeple to the left end. 

After an opponent’s hunter-gatherer moves, if it lands on 

this hunter-gatherer just hunted large game on it! 

2. ANIMALS MIGRATE 

]ulnmthem\fltqiqupmqm'hehmnlnnq)h 
ammdmgml.hmnpeun( (-‘d amigl move 2 

s ) end {200, e 
If an Animal meeple crosses or stops on an opponent’s 

hunter-gatherer, it gets ambushed and immediately added 

1o the “collective memory” of the Solo board, respecting 

According to your difficulty level: 

PHASE S (5)'}3__ 

In the End of Round phase, perform the steps as usual, 

= When the Animal meeples spawn, if one spawns on 
an opponent’s hunter-gatherer, it gets ambushed and 
immediately added to the “collective memory” of the Solo 

« Remember to refill the Handicraft area to 5 tiles as if 
it were a 4-player game. If the deck runs out, shuffle the 

discards to form a new deck. 

« Each tribe member you fail to feed penalizes you 
with a —2 Scarcity tile that must go on the Solo board. 
Remember: If you exceed your quota (3 for Easy; 2 for 
Medium; 1 for Difficult), you lose! 

« Check the Solo Objective tiles at the end of the round. 
Place a cube on each tile you complete (use the red cubes 

if you run out)! 

event, remove the cube: You must complete it again. 

plete this obj 
me, you still ne 

the 9-animal one still isn to complete 4 more (becau: 

omplete) to win. 

» Easy: If you have completed 4 of the 6 objectives, with no maore than 3 Scarcity tiles, you win! 

« Medium: If you have completed 5 of the 7 objectives, with no more than 2 Scarcity tiles, you win! 
« Difficult: If you have completed 6 of the 8 objectives, with no more than 1 Scarcity tile, you win!



round, finish all 8 rounds of the game, because events 
can steal your victory, such as needing to feed your tribe. 

SOLO OBJECTIVE TILE DETAILS 

i Build at least T Maxoutall [, Erect at least [ 999 Build 6 habitats = s g L@ | Ras Ot meplihs L3 
H""‘ y T‘"“'?“‘ A X6 

10 tribe 

(indudi 

chief and 
shaman). 
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