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Introduction and How to Play 
Monster is a game about surviving in the darkness. 

You lose if your settlement's population reaches zero. 

You win when your settlement defeats the Watcher. 

Monster is played by 1-4 players*. Together, players will 
hunt and fight monsters, using what they scavenge to grow 
a small settlement. Each player typically plays as one 
survivor and the players take turns controlling the monsters. 

This game is cooperative. Players are encouraged to make 

long-term and split-second decisions as a group, pooling 
their efforts to protect their future. 

Monster is designed to be played as a campaign. Groups of 
players will return to the same settlement, and even the 
same survivors, over the course of several play sessions. 
Simply pick up where you left off the last time you played. 
You can play with the same group of people each time or 
swap in new friends. 

Monster is a miniatures hobby game. An important 
component of this game is assembling, customizing, and 
painting your miniatures. 

To begin playing, you only need to assemble the four 
starting survivors and the first monster, a White Lion. 

* 5-6 player variant appears later in this book. We do not
recommend starting there.

Starting Survivors 

White Lion 



A game session is a complete cyde of 3 phases. 
We encourage taking hobby breaks with friends 

when you complete a game session. 

This game includes more monsters and many options for 
customizing your survivors. You can build new versions of survivors 
to represent them as they obtain new gear or build entirely new 
survivors as some are lost and new ones start out on the hunt. 

This game includes dice, 10-sided dice (known as d1 Os) and hit 
location dice (a 6-sided die representing parts of the body). 

••••• •• 
d10 • 10 sided dice Hit Location Dice 

At its core, Monster is a game about the fragility of human life, the 
ferocity of the human spirit, and the wonder of exploration. 

Your story will be shaped by the decisions you make, the strengths and 
weaknesses of your settlement, and the growth of your survivors. The 
game begins with a story that will introduce you to the basic concepts of 
the game. 

[l] Prologue 

Begin your campaign. Gather some friends. Turn the page, read the First 
Story, and start playing the prologue! 

Kingdom Death: Monster Core Game 3 





nee upon a time, there was a place of carved stone faces. A man with a 

lantern lay sleeping a dreamless sleep. The man knew nothing. 
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One day. the man woke up. He rubbed the dried ink caked over his eyes and opened them. 

Around him, he saw other people stirring, and beyond. a horizon of unbroken darkness. 

. 

\_. 
. 
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A woman approached the man with the lantern. Her soft hand reached out to him. 

They had no words. They were a mystery to each other. 
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Suddenly, a monster emerged from the darkness. its eyes wild with hunger. It attacked. 
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The people were no match for the monster. It tore their flesh and crushed their bones 

between it s teeth. Some, it devoured whole. 
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Overcome with terror and grief, the man with the lantern collapsed to the ground. 

Cold stone noses pushed into his side. There was no escape. 
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But the man did not want to die. Desperately grasping at the cold stone faces, he felt a 

crack, and tore at it with all his might. A piece of stone came free. It was sharp and deadly. 
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The man with the lantern scrambled to his feet. his weapon clenched in his fist. He took a 

deep breath and roared into the darkness. 
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Somewhere in the place of stone faces. nameless men stand together. They have nothing 

but a need to survive and a lantern to light their strug gle. 
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The First Story 
The First Story is a prologue to Monster. It will 
teach you the fundamentals of the game. Always 
start the game with the First Story. 

This story picks up after the awakening of the 
survivors. Before they can take stock of their 
surroundings, the survivors must fight for their lives 
against a vicious White Lion. 

The game is designed around 4 survivors. To begin 
playing, if you have fewer than 4 players, some or 
all players should create more than one survivor so 
4 survivors are represented. 

You will need to assemble the 4 starting survivor 
miniatures and the White Lion miniature. 

Although this is a prologue, Kingdom Death is a 
dangerous place. Even the starting survivors can 
perish before their story truly begins. 

What is in the prologue? 
The First Story is designed to guide the 4 survivors 
through their first encounter with a monster. If they 
prevail, they will create a brand new settlement. Play­
ers are meant to play as they read and learn the 
game. 

By the end of this prologue, you should understand 
the core rules of gameplay, complete your first show­
down, create your settlement, and be ready for cam­
paign play. 

During the prologue, questions may arise that are not 
completely addressed in this section. The aim of the 
prologue is to get you playing, so feel free to make 
decisions and mistakes. Full game rules that follow 
the prologue address the deeper nuances of game­
play once you've got the hang of the basics. 



Assemble Starting Miniatures 

4 Starting Survivors 
White Lion 

You can find detailed instructions online at: 

build.kingdomdeath.com 
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Create a Survivor 

Gear Grid and Starting Gear 
Each player uses a gear grid to arrange the gear their 
survivor currently has. Starting survivors begin with 1 
Cloth armor gear card and 1 Founding Stone 
weapon gear card. Place these two cards right-side 
up in any two boxes on your gear grid. 

The left side of the gear grid has a reference area de­
scribing the survivors' turn, spending survival, and 
fighting bare-handed with Fist & Tooth. 

Survivor Record Sheets 
Use a survivor record sheet for each survivor. The 
record sheet maintains vital information about a sur­
vivor's life. 
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Pencils and erasers are recommended for record 
sheets, as you will change them often. Fortune is 
fleeting, after all. 

Only the survivor characteristics vital for a starting 
survivor's first showdown are discussed below. Com­
plete rules can be found in the Survivors section of 
this rulebook. 

Name Your Survivor 
Name your survivor in the space provided. Your sur­
vivor gains 1 survival for having a name. Add "1" to 
the record sheet in the box labeled Survival. 

Learn about Survival 
Survival represents the desperate desire to cling to life. 
In the First Story, survival can only be spent to dodge. 

9 

DC 
. .

91? 

99 

DC 
. .

WeaponProflc:iency aaoaaaao 
�t ·-- ··-

---

- -

aaoaaaaao aaoaaaaao 
•CO-••llJ-"•- •a>-.- ••W-
O=-'-==- 0 ===:.� 

0 ::---=:::..... 0 �...:;:.:=..•

0 =--=-=· 0 ==--* 

P,gt,lir4!Ans-, 

Dimers -·

Abili<les & lmparn,en<s O••-......_ 

As you play, you will gain up to three more life-saving 
survival actions: dash, encourage, and surge. 

When survival is spent, decrease the number in the­
Survival box by 1. Survival does not automatically re­
plenish and must be earned through gameplay. 

Learn About Attributes 
Survivors' attributes describe their advantages or 
disadvantages. Except for movement, attributes start 
at zero. While most won't be used during the First 
Story, all attributes are listed below. 

Movement (5): the number of spaces a survivor can 
move each turn. 
Speed (0): attack rate. 
Accuracy (0): attack precision. 
Strength (0): attack power. 



Evasion (0): the ability to avoid attacks. 
Luck (0): the likelihood of lucky attacks. 
Survival (1 for your name): self-preseNation. 
Insanity (0): mental guard against terror. 
Courage (0): bravery. 
Understanding (0): wisdom. 
Hunt Experience (0): accrued experience. 
Weapon Proficiency (0): experience with a weapon. 

How Movement Works 
A starting suNivor's movement is 5, meaning they 
may move up to 5 adjacent unoccupied spaces each 
turn, counted cardinally not diagonally. 

Survivor Hit Locations 
SuNivors have 5 hit locations vulnerable to damage 
and capable of wearing protective armor: 
Head, Arms, Body, Waist, and Legs. 
Hit locations have light and heavy injury levels (light 
and heavy-lined boxes). 

Armor Points 
The Cloth starting g,ear card provides 1 armor point 
at the waist location (indicated by a 1 in the shield ac­
companied by the waist symbol at the top left of the 
card). Record "1" in the shield-shaped space next to 
Waist on your suNiv,or record sheet to represent the 
armor points gained from the Cloth. 

Brain and Insanity 
The Brain location is a suNivor's mental fitness. The 
fragile Brain has only one injury level. Instead of 
armor, suNivors use insanity to shield their brains. 

Only brain damag,e harms the Brain location. Ac­
tions that cause brain damage are clearly marked. 
When suffering brain damage, insanity protects the 
Brain the same way armor protects hit locations. 

Insanity keeps survivors steadfast in the face of a 
roaring, toothy maw tlhat would bring a sane person to 
their knees. lnsanit}1 is persistent, and is gained 
and lost through gameplay. 
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Check Your Weapons 
A starting suNivor has two available weapons - the 
Founding Stone and Fist & Tooth. The rules for the 
Founding Stone can be found on the Founding 
Stone gear card and the rules for Fist & Tooth can 
be found on the left side of the gear grid, along with 
useful reference information for suNivors. 

Each weapon has attack attributes that determine 
the outcome of a suNivor's attack. Details about 
making attacks follow later in this section. 

The suNivors' Founding Stones have a special abil· 
ity (on the bottom of the gear card). Instead of attack­
ing the monster with the Founding Stone in hand, 
suNivors may throw it at a monster from anywhere 
on the showdown board, causing an automatic criti­
cal wound. Afterwards, the Founding Stone is lost 
forever and archived (returned to the game box). 
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First Story: White Lion 

O Create the White Lion Al Deck 
The White Lion Al deck controls the monster's ac­
tions. The First Story White Lion has a predeter­
mined deck. In future showdowns, you will use the 
expanded rules to randomize Al decks. 

Al cards have ranks, denoted by a symbol in the 
top right corner: Basic, Advanced, and Legendary. 
Additional types of cards will be used later. 

Select the following from the White Lion Al cards: 

(9Basic 
1x Claw 
1x Chomp 
1x Size Up 
1 x Power Swat 
1x Grasp 

f)Advanced 
1x Maul 
1x Terrifying Roar 
1x Enraged 

G l.egenditry 
none 

Set Claw aside and shuffle the remaining cards. 
Place them in a stack face down on the monster 
control panel in the area for the Al deck. Place 
Claw face down on the top of the Al deck. 

Each type of monster card has a unique card back 
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e Set Up White Lion Hit Location Deck 
Hit location cards are used to track where the White 
Lion is hit when it is attacked. Take the White Lion's 
hit location cards and set aside Strange Hand. 
Shuffle all the remaining cards and place them in a 
stack face down on the monster control panel in the 
area for the Hit Location deck. Place Strange 
Hand face down on top of the Hit Location deck. 

e Set Up White Lion's Basic Action 
Place the double-sided Basic Action I Monster 
Reference card on the monster control panel. The 
First Story White Lion's attributes are listed on one 
side and its Basic Action on the other. 

O Set Up the Showdown Table 
Place the showdown board in the play area. Ar­
range the survivors' record sheets and gear grids 
so they are accessible to the players. 

e Place the Miniatures on the Board 
Place the White Lion miniature at the center of the 
showdown board. Each player places their survivor 
miniature anywhere 6 spaces away from the White 
Lion miniature (counted cardinally, not diagonally). 
See blue squares in diagram above. 



· closest survivor, in field of view

· sniff

Move & Attack Target 
--- ,,.. 
2 2+ 1 

Showdown 

• a.
• ••••
•••••• 

The showdown proceeds in rounds. The White Lion 
takes its turn, then the survivors take a turn consisting 
of 1 act per survivor. This is considered one full round. 

0 Select the Monster Controller 
Choose a player to take the monster controller tile. After 
every round, pass the monster controller tile clockwise 
to the next player. 

For that round, the monster controller will take the 
monster's turn, handle any reactions if the monster is at­
tacked on the survivors' turn, as well as contolling their 
own survivor. 

O Draw the Claw Attack 
The White Lion attacks! The monster controller 
draws the top Al card of the Al deck and reads it. 

O Determine Monster's Target 
Consult the Pick Target list on the Al card. This action 
tells the monster conltroller which survivor to target. 

Starting at the top, check each item to see if any 
survivors satisfy the target rule. STOP when the first 
target is found. If more than one survivor can be tar­
geted, it's up to thei monster controller to choose. 
Common target list teirms include: 

Closest threat: Clos,�st standing survivor. A knocked 
down survivor is not a threat. 

Facing: All spaces ini front of the monster miniature. 

In range: If the monster's movement can end 
adjacent to a survivor, they are in range (6 spaces in 
any direction for the White Lion). 

In field of view: Not in the blind spot (above diagram). 

Claw 

Pick Target 
closest threat. facing. in range 

closest threat, in field of view 

no target: sniff 

Move & Attack Target 
---

2 2+ 1 

In the case of Claw, the first item in the Pick Target list 
is closest threat, facing, in range. If the monster can 
move 6 or fewer spaces to reach a threat, in the direc­
tion the White Lion is facing, one of those survivors is 
the target (see above diagram). 

If not, check the next item: closest threat, in field of 
view. The monster controller should find any threat 
not in the White Lion's blind spot. Note, even if the 
closest survivor is out of the White Lion's move­
ment, they still become the target. 

If no other targeting directives can be met, the final 
item on the list is no target: sniff. The White Lion will 
fall back on an instinct behavior, sniff, if a target is not 
found. The rules for sniff are described above. If the 
White Lion sniffs, its turn will end. 

Once a target is selected, move to the next section 
of the Al card. 
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Monster Movement 

Move & Attack 
The next action on the Al card is Move & Attack. 
Move the White Lion toward its target any number of 
spaces up to its current movement (6). Unless 
otherwise noted, a monster always turns to face its 
target. 

The White Lion should move by the most direct 
route possible, one adjacent (non-diagonal) space 
at a time. The White Lion must be adjacent to a 
survivor to attack. 

If the White Lion cannot reach its target, it will 
move the maximum available spaces towards the 
target, turn to face them, and end its turn. 

Moving the maximum number of spaces allowed 
by a movement attribute is known as a full move. 

White Lion Attacks! 
Once the White Lion is adjacent, follow the attack 
profile on the Al card and make an attack based on 
the speed, accuracy, and damage listed there. 

0 

Damage Survivor Steps 

• 
Reduce 1 armor point and expend the 
damage dealt by 1. Repeat until no armor 
points remain. If damage remains, continue. 

RII one injury level box and expend damage dealt 
by 1 ( 0 light, then a heavy). Repeat until all injury 
levelS are filled. If damage remains, continue. 

If any damage remains, turn to the Severe 
Injury story event and roll once on the 
section for the hit location. This expends 
any remaining damage. 

When all damage dealt from a hit is reduced to zero, 
rT1011e on to the next hit and repeat this process. When no 

hits remain, the attack is complete. 

Speed determines the number of attack rolls. Claw's 
attack profile has 2 speed, so roll 2d1 O to attack. 

Accuracy is the number an attack roll must meet or 
exceed to hit the target. Claw has 2 accuracy, so de­
termine hits by checking how many roll results are 2 
or over. If there are no hits, the monster misses, and 
it proceeds to the next action on the card. If there are 
none, the card is discarded. 

Damage the Survivor 
If there are any hits in the attack, the target suffers 
damage equal to the damage listed on the attack 
profile. This damage injures survivors, reducing their 
armor, then causing injuries. 

Roll the hit location dice once for every hit to deter­
mine what hit locations are damaged. All hit location 
dice must be rolled before continuing. 

The target chooses what order to apply damage to 
hit locations and if they will use survival to dodge a 
hit. Apply damage from all hits to complete the attack. 

Knocked Down 
When the heavy injury level is filled, a survivor is knocked 
down and is no longer a threat. Lay the miniature on its 
side. If a survivor is knocked down while performing an 
attack, their remaining unresolved hits are canceled. 

Knocked down survivors cannot spend activation or 
movement, or be knocked down again. They can spend 
survival to dodge, but stay knocked down. Knocked down 
survivors get up at the end of the next monster turn. 

The Claw attack profile has 1 damage. The damage 
dealt by each hit is 1 (other attacks may have more 
damage). Resolve this damage according to the 
Damage Survivor Steps described above. Resolve 
any hits from Claw now. 

Reducing armor points at a location to O does not 
cause the armor to be discarded. However, armor 
points do not replenish during the showdown. 

Injury levels can only be filled in once, and cannot 
be used to reduce damage again once they are 
filled. When a heavy injury level with a bolded box is 
filled, the survivor is knocked down (see above). 

End of Monster Turn 
Once Claw is completed, place it face up in the Al 
discard pile on the monster control panel. End the 
monster's turn. The next page contains infomation 
for controlling the monster in future rounds.To start 
the survivor turn, turn the page. 
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1 2+ 2 • After Damage 

Knockback 6: The target is moved 
• 6 spaces in a straight line directly away 

from the monster. 

Triggered Effects 
Some attack profiles have trigger sections that 
indicates when to apply additional attack effects listed 
below the attack profile. 

Before Damage: Apply effects after determining the 
number of hits but before rolling hit location dice. 

After Damage: Resolve damage from all hits in this 
attack then apply additional effects. 

Triggered effects appear directly under the attack 
profile. In the above example, After Damage from 
the attack is applied, trigger knockback 6. 

Brain Traumas 

!Intimidate Actions
Hather than physically harming
Burvivors, intimidate actions
cripple the mind by causing
brain damage (damage to the
Brain location). Each Al card
E�xplains how to perform a
specific intimidation.
·rhe White Lion does not
need to be adjacent to its
target to intimidate.

Insanity is armor for your Brain. If the survivor's 
Brain has no remaining insanity and the Brain injury 
level is filled, further olamage to the Brain causes a 
roll on the Brain Trau1ma table in this book. Like 
damage to other hit lo,cations, rolling on the Brain 
Trauma table expends any remaining brain damage. 

Survivors may gain disorders as a result of brain 
trauma. These are found in the Disorder Deck. Draw 
one at random and apply the rules to the survivor. 

Severe Injuries & Death 
When a survivor's hit location has no remaining armor 
points and all injury levels are filled, they are in danger. 
Any further damage to this hit location will cause a 
severe injury (roll for that hit location on the Severe 
Injury story event table in this book). 

Remember, survivors may spend survival to dodge 1 
hit in these dire circumstances. 

Roll once on the table each time the hit location is 
damaged even If the amount of damage is over 1. 

Record effects of severe injuries in the Impairments 
section of the survivor record sheet. 

Most often, survivors gain bleeding tokens when they 
suffer severe injuries. When a survivor has 5 bleeding 
tokens, they die. Survivors can also die from results on 
the Severe lnjurytable. When they die, remove the 
survivor's miniature from the board. 

Enraged 
·.--������� !!:-������ ..... 

When this comes into play, draw I. 

Whilo..�rir::iiooti i<..in nbv Whita I ll'\n o:.i.nc; 

Moods 
Moods are Al cards that remain in play after the 
monster turn ends instead of being discarded. They 
have rules that persistently modify the behavior of 
the White Lion once they come into play. When 
moods are discarded place them face up in the Al 
discard pile. 

Enraged gives the White Lion a + 1 damage 
token, which increases all damage dealt from attack 
profiles by 1. This does not include brain damage. 

Kingdom Death: Monster Core Game 29 



30 

Survivors' Turn! 
Each turn, every survivor has an act. Each survivor 
takes their acts one at a time. There is no set order. 
Players should decide their order strategically. After 
all players' acts are finished, the round is over and it 
becomes the monster's turn again. 

Survivor Act 
When a survivor takes their act, they gain 1 
movement (0) and 1 activation (0). These can be 
spent in any order and are not cumulative from act 
to act. Each movement and activation must be 
completed before another can begin. When a 
survivor finishes their act, they lose any unspentOO 
before another survivor may begin their act. 

Survivor Movement 
When a survivor spends their movement (0), they 
can move up to their movement attribute (5), one 
board-space at a time to any unoccupied, adjacent, 
non-diagonal space. 

A survivor cannot divide their movement into 
multiple parts. They cannot move 2 spaces, spend 
an activation, then resume their movement and 
move another 3 spaces. 

Move a survivor adjacent to the White Lion to 
attack. 

Survivor Activation 
Survivors can spend their activation to attack with 
the Founding Stone or sling it by following the 
special rule at the bottom of the card. When an 
activation is required, it will be denoted by (J. 

Attack with the Founding Stone 
Starting survivors have two weapons: Founding 
Stone and Fist & Tooth. Each weapon has 3 attack 
attributes: speed, accuracy, and strength. Once 
adjacent to the monster, spend your Oto attack 
with the Founding Stone! 

Founding Stone 
weapon, melee, stone 

s�nd O to sling the stone from anywhere on 
the board! Archive this card for I automatic hit 

that inflicts a critical wound. 

Archive: Return the card to the game box. 

Make Attack Rolls 
Speed determines the number of attack rolls. This 
represents how quickly you strike. The Founding 
Stone's speed is 2. Roll 2d1 O to attack. 

Count the Number of Hits 
Accuracy is the number each attack roll must meet or 
exceed to hit. The Founding Stone's accuracy is 7. 
Every attack roll result of 7 or greater is a hit. If there 
were no hits, the attacker misses and their attack ends. 

Survivors attacking from a monster's blind spot are 
at an advantage, and gain + 1 to the results of their 
attack rolls. In the blind spot, an attack roll of 6 with a 
Founding Stone becomes 7, making this result a hit. 

Draw Hit Locations 
Draw 1 hit location card for each hit. Select what 
order to try to wound them in. Attempt to wound 
each hit location one at a time. 



•Failure
Instinctively striking back, the White Lion's 
oddly human hand darts forward. 

Perform Basic Action. target the attacker . 

• 
Critical Wound 

You hack off the monster's hand. Spend 
1 survival to treasure this moment and 

gain + 1 permanent strength. 

� Persistent Injury - Lost Hand 
Affects some Al cards. 

Attempt to Wound a Location 
Strength determines if a hit can penetrate the 
monster's toughness to wound it. Make a wound roll 
by rolling 1d10. Then add the strength of your 
weapon to the result. If this total is equal to or greater 
than the White Lion's toughness (6), the monster is 
wounded. The Founding Stone's strength is 1, a 
wound roll of 5 or greater will wound. 

Wound the Monster 
When a hit location is wounded, remove the top card 
of the Al deck without looking at it. Place it in the 
wound stack space on the monster control panel. 

If the Al deck is empty but there are Al cards in the 
discard pile, shuffle the discard to create a fresh Al 
deck and remove the top card. 

Cards in the wound stack are not part of the Al 
deck, and represent the number of wounds the mon­
ster has suffered. When the monster is wounded 
and no Al cards can be moved to the wound 
stack, the monster is dead. 

Moye & AIMd: Ta, tt 

Resolve any reactions on the wounded hit loca­
tion that apply (Wound, Reflex, or Failure). Check 
for critical wounds, then discard the hit location card 
face up in the hit loca1tion discard pile on the monster 
control panel. 

�Critical Wounds 
If a hit location has :a critical wound effect and the 
attacker's wound roll result is a lantern 10 (the 
lantern face is showiing), a critical wound occurs. 

Remove the top Al card from the Al deck and place 
it onto the wound stack as normal. Perform any criti­
cal wound effects and cancel any reactions listed 
on that hit location. 

Some critical woundl effects award survivors extra 
spoils. Resources gained during a showdown should 
be placed face up next to the gear grid of the survivor 
who earned them. If that survivor perishes, another 
survivor may take these resources. If all survivors 
perish, these resources are lost. 

Example: If the survivor critically wounds the 
Strange Hand location, they may spend 1 survival (if 
they have any) to gain + 1 permanent strength. Add 
"1" to the survivor record sheet in the space for the 
Strength attribute and add this strength attribute to 
future wound rolls along with weapon strength. 

In addition, Strange Hand has a persistent injury, 
Lost Hand that affects some Al cards. When Stange 
Hand is critically wounded, the card stays in play on 
the showdown board. Some Al cards will have per­
sistent injury actions also called Lost Hand, this per­
sistent injury action replaces the attack on the Al card 
if the persistent injury occured. 

Fighting with Fist & Tooth 
Survivors may use their Fist and Tooth to attack (this 
weapon's attributes are listed on the left side of the 
gear grid). Fist & Tooth has+ 1 Luck in addition to its 
attack attributes. This means Fist & Tooth wound roll 
results cause critical wounds on a 9 or lantern 1 o.
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Monsters React to Attacks 
Some White Lion hit location cards have reactions 
to survivor attacks. Reactions (+) occur after a 
wound attempt and any succesful wounds are re­
moved. Make sure to apply the reactions for each hit 
location as it is attacked. 

Wound reactions are triggered after a successful 
wound attempt. 

Failure reactions are triggered after a failed wound 
attempt. 

Reflex reactions are always triggered after a wound 
attempt regardless of the outcome. 

If a location suffers a critical wound, all reactions 
(Wound, Failure, and Reflex) on that location are 
canceled. 

A hit location is completed after rolling to wound 
and performing any monster reactions or critical 
injury effects. Discard the card in the Hit Location 
discard on the monster control panel. 
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Trap 

The attacker is caught in the White Lion's 
ruse and is savagely mauled. 

Attacker is doomed. 
Perform Basic Action, target the attacker. 

Doomed: You may not spend survival until 
this card is resolved. 

Trap Reminder Rules! 
A Trap cancels all the attacker's hits and ends 
their attack. When a Trap is drawn. a knocked 

down monster will stand. 

After a Trap is performed. reshuffle all 
hit location cards, including the Trap card. 

When its Trap is drawn, The White Lion lures the at­
tacker and attacks instead. If any drawn hit location 
cards are Trap!, order them first. Cancel any subse­
quent hits, discard all hit locations drawn, and end 
your attack. The monster controller then performs the 
White Lion's Trap. Trap cards doom at least the at­
tacker. A survivor who is doomed cannot spend sur­
vival until the card is completed. After a Trap is per­
formed, reshuffle the monster's Hit Location deck. 

Dodge - Survival Actions 
In the First Story, survival can be spent to perform a 
dodge action. The Survival Limit is 1, which is the 
maximum amount of survival a survivor may have at 
any time. Any additional survival gained beyond the 
Survival Limit is lost. 

Dodge: Once per round, spend 1 survival to cancel 
a monster hit from an attack profile. After hit 
locations are rolled but before any severe injury 
rolls, the survivor can dodge a hit of their choice. 

The hit becomes a miss and does not cause 
damage. Brain damage, and damage outside of 
attack profiles (like Grab) cannot be dodged. 

Knockback X 
When a survivor suffers knockback X, they are 
pushed X spaces in a straight line away from the mon­
ster. If the survivor passes over or ends up in a space 
with another survivor, they are both knocked down. 
Survivors may not share spaces, move the knocked 
back survivor to an adjacent free space. If the survivor 
encounters a board edge, stop and end knockback. 

Movement Collision 
Survivors may not voluntarily pass through spaces 
occupied by monsters or other survivors. However, 
monsters may pass through survivor-occupied 
spaces. If they do, that survivor suffers collision and 
is knocked down. If a monster ends its movement in 
a survivor-occupied space, the survivor is knocked 
down and suffers knockback 5. 



Finish the Showdown 
It is time to finish the battle between the survivors 
and the White Lion. 

Each round, continue to pass the monster controller 
tile to the next player, draw a fresh Al card, and see 
what happens. 

If the White Lion has no Al cards in its deck, but 
there are cards in the discard pile, shuffle the 
discard to create a fresh Al deck. 

If no Al cards remain in the Al deck or discard, the 
monster will desperately cling to life by performing its 
Basic Action (on the Basic Action I monster refer­
ence double-sided card} instead of drawing an Al 
card. The next wound it suffers will kill the monster. 

How Do We Kill It? 
The White Lion is killed when it is wounded and there 
are no Al cards in th1& Al deck or discard pile to move 
to the wound stack. If a monster has no Al cards in 
its deck or discard pile, survivors must still inflict 
one more wound to, kill the monster. 

Survivors Perish 
If the survivors die, try again until you emerge 
victorious! 

Survivors Prevail and Aftermath 
If the White Lion is killed, the remaining survivors 
are victorious. 

In the aftermath, p,layers should fill the first unfilled 
box in the Hunt XP section of the survivor record 
sheet to reflect their first successful showdown. 
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After they defeat the White 
Lion, the survivors wander the 
darkness, drawn to a soft glow 
blooming on the horizon. 

In the First Story Settlement 
Phase, players create the settle­
ment they will return to in every 
subsequent Settlement Phase. 

The steps of the settlement 
phase are outlined on the settle­
ment board as a useful reminder. 

t\11. Setup 
Place the settlement board in the 
play area, along with the gear 
grids and survivor record sheets of the survivors that 
persevered through the First Story. These are now the 
returning survivors. 

n- =-- - . . Use a new double-sided settle-
ment record sheet to record in­
formation about your settlement. 
Start by naming your settlement. 

rm 2. Survivors Return 
Notice, below the settlement 
name, that returning survivors 
gain + 1 survival when the settle-

ment is named. Award it to any returning survivors 

(survivors cannot have more survival than the Surviv­
al Limit on their settlement record sheet). 

Returning survivors heal any existing light and 
heavy injuries by erasing any filled boxes on their re­
cord sheets. Permanent injuries are not healed. 

Add the names of the returning survivors to the popu­
lation list on the settlement record sheet. 

0 3. Gain Endeavors 
Endeavors are the creative energy accumulated from 
experience. Each returning survivor generates 1 en­
deavor (0). Endeavors are not recorded since any 
unspent endeavors are lost at the end of each settle­
ment phase. 

I 4. Settlement Event - The First Day 
Find The First Day settlement event card and place 
it on the settlement board in the current settlement 
event area. The First Day determines the population 
of your settlement, and is always played when a new 
settlement is created. Follow the rules and record the 
results on your settlement record sheet. 

Each subsequent settlement phase, play a random 
Settlement Event card by drawing from the deck. 

� 5. Update the Death Count 
If any survivors perished in the First Story, update the 
Death count on the settlement record sheet by filling 
one unfilled box for each lost survivor. 

X 6. Update the Timeline 
The extinguishing of a single lantern in the lantern 
hoard happens regularly. This is how the survivors 
track time, and is called a lantern year. Update the 
lantern year on the settlement record sheet now by 
checking off the first lantern year on the timeline. 

Trigger Story Events 

After the timeline is updated, trigger any story events 
listed for that year. In this case, [I] Returning Survi­

vors ([I] means "trigger this story event now"). 
Returning Survivors gives the survivors the 

Language innovation, builds your settlement's Inno­
vation Deck, and adds the Lantern Hoard settlement 
location. Turn to it and follow its rules, then return here 
to complete the settlement phase. 

The first time the death count is updated on the 
settlement record sheet it triggers a Milestone Story 
Event [I] Principle: Death. The group will pick a 
principle and face the outcomes. Once you complete 
the story event get the corresponding principle card 
and place it on the settlement board. 



.,, 7. Develop 
During this step, the survivors spend their endeavors 
wherever O is indicated to build, innovate, craft gear, 
and join activities. 

When the settlement starts out, they can spend their 
endeavors at the Lantern Hoard to build new Settle­
ment Locations. When an endeavor is spent, reduce 
the total number of endeavors by 1. 

If you can, spend 3 endeavors to build the Bonesmith, 
Organ Grinder, and Skinnery settlement locations. If 
there were fewer than 3 endeavors to start, choose 
which locations to build. Get these large location 
cards from the box and place them below the settle­
ment board where indicated. 

If the settlement has a remaining endeavor, the 
players choose how to spend it. If they built an Or­
gan Grinder, a survivor may participate in Augury by 
spending 1 endeavor and following the rules. If this 
causes a new birth [IJ Principle: New Life. 

They may also spend their remaining endeavor and 3 
resources (1 each of bone, organ, and hide) to inno­
vate at the Lantern Hoard. If they do, draw the top 2 
cards of the innovati,on deck and choose 1 innovation 
to add to the settlement permanently. 

Craft Gear 
New settlement locations allow survivors to spend 
their resources to craft gear. Gear is listed on each lo­
cation, along with its cost. When resources are spent 
to craft gear, archive the resources cards (return them 
to the box) and get the gear you crafted from the box. 

• 8. Prepare Departing Survivors
If you plan to continue, choose a monster from the
Quarry List on the seUlement record sheet and decide
which survivors will set off to hunt it. After the First
Story, only the White Lion is available. More monsters
will be added to the Cluarry List through story events.

Any eligible returning survivors may become de­
parting survivors, cir players may pull a new survivor 

from the settlement's population. To do this, get a new 
survivor record sheet and create a survivor, adding 
their name to the settlement's population list. 

Place any gear your settlement has acquired in 
departing survivors' gear grids and update each sur­
vivor's armor points at each location to reflect their 
gear. Award any bonuses from gear and innovations 
that affect departing survivors. 

� 9. Record & Archive Resources 
Record any unspent resources and unworn gear in 
the settlement storage on the settlement record sheet, 
then archive those cards. These items may be re­
trieved from storage later . 

6 10. The End of the Beginning 
Clean up the play area. If the play session is over, be 
sure to record the settlement's gear in the settlement 
storage before putting the game away. 

The players have completed the First Story and 
are now ready to begin the campaign. Next, read 
about campaign play and core game concepts. 
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Campaign-Based Game 

Monster is played as a campaign, a continuous game 

that lasts over several play sessions. It starts with the 

First Story and ends with a final showdown against 

the Watcher. 

This is not meant to happen in one sitting. Each 

time you play, you will hunt monsters, gather resourc­

es, and develop your settlement while fending off new 

threats. 

A typical session includes one cycle of game 

phases: Hunt, Showdown, and Settlement. Survivors 

depart to hunt a quarry, battle their foe, and finally re­

turn to the settlement to use their spoils developing 

their civilization. 

The Survivors mark time in lantern years. You will 

track the passage of time along the timeline on the 

settlement record sheet. With each new lantern year, 

you will face new events and challenges on the time­

line that will shape the future of your settlement. 

-Rules-

--- -----

Cooperation & Group Decisions 

The survivors' world is punishing and the odds are 

stacked against them. The game will challenge the 

teamwork of every group of players. 

Monster is a fully cooperative game. The group 

plays against the game. Players control survivors 

individually and take turns controlling monsters. In 

each phase of the game, players will rely on each 

other to make critical decisions about everything 

from battle tactics to civilization expansion. 

The game will prompt players to make decisions as 

monster controllers, event revealers, or resource 

spenders. Players can approach these decisions in­

dividually, as a group, or even elect leadership. 

Your settlement's resources are a crucial ex­

ample of group decision-making. It is up the players 

to decide whether or not they pool their resources, 

spending them as a group or split them and spend 

them individually.There is no right way to make a 

group decision. 

Miniature Generations 

Over the course of your campaign, survivors will die, 

new ones will be born, and others will profoundly 

change over time. 

Survivors that endure multiple hunts will be re­

warded with increases to their attributes, new abili­

ties, and bonuses. Others will suffer attribute losses, 

permanent disfigurements, and crippling physical 

and mental afflictions. 

Players will take the roles of multiple survivors 

throughout the campaign. The survivors' settlement 

is the enduring element that must persevere. 

Players will create new survivors as old survi­

vors perish. They may also create multiple living sur­

vivors to use depending on circumstances and the 

challenges presented to them. 

The same players need not control the same 

survivors between play sessions. The survivors in a 

settlement can be treated as a common pool that dif­

ferent groups of players can use. 

Just as survivors come and go, so can the play­

ers within the campaign. 



Settlement Phase 

Survivors establish their settlement at a strange 

source of light and safety. During the Settlement 

Phase, they will use their gathered resources to de­

velop this small haven. Players must work together 

to ready their settlement for the final confrontation 

with the Watcher. 

As you fight new monsters and make new dis­

coveries, you will build new settlement locations, 

craft gear, add innovations to your society, and de­

termine its guiding principles. 

Players are encouraged to experiment, imple­

ment votes, assign roles, and find new ways to gov­

ern your settlement. 

The Settlement Phase is a great place to start and 

end your game sessions. After survivors return from 

battle, players develop their settlement and spend 

resources before a new group sets off. Update the 

record of what you've earned so that you are ready 

to hunt when you return to the game. 

• Rules· 

Hunt Phase 

During the Hunt Pha1se a group of survivors departs 

from the settlement Ito track their quarry through the 

bizarre landscapes of Monster. The price of their 

failure is grim: if the survivors perish or return emp­

ty-handed, the settle!ment will starve. 

Hunting takes p,lace on the hunt board, which 

acts as a stage for the chaotic events that befall the 

survivors while in pursuit of a monster. 

Lethal risks ancl strange rewards await the 

survivors on the hunit. Even the journey to the battle 

can be potentially fatal. 

When hunting the monster, players take turns guid­

ing the group through each event. Use this as an 

opportunity to create suspense and surprise. 

Read hunt events scenarios aloud without 

revealing the possible outcomes. Decide how to 

approach each situaition, then make any rolls and 

face any outcomes together. 

Showdown Phase 

Defeating monsters in the Showdown Phase is the 

primary way of gathering resources, evolving survi­

vors, and passing lantern years. 

The Showdown Phase is the longest phase of 

the game, and requires the most in-depth coopera­

tive strategy. 

The showdown consists of a battle between the en­

tire group of survivors against a single monstrous 

intelligence. Each showdown in Monster is unique. 

Players take turns controlling the monster using a 

pair of randomized decks that govern its behavior. 

Monsters are also tough. Your group will utilize 

all of its weapons, gear, innovations, and survivor 

characteristics to their full potential to defeat each 

new foe. 
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Persistent Innovation Deck 

Innovations are social and technological discoveries 

that profoundly affect the future of your settlement. 

They can grant new combat abilities, access to new 

resources, settlement activities, and expand the pos­

sibilities of the settlement's future. 

Each new innovation is permanently added to 

the settlement. Settlement innovations are recorded 

on the settlement record sheet and stored apart from 

the innovation deck. 

The innovation deck contains the settlement's poten­

tial. When survivors innovate, gaining cards from the 

deck to add to their settlement, the innovation deck 

grows. Innovations direct you to add new innovations 

to the innovation deck as they are discovered. 

As a result, the innovation deck is persistent, 

and grows uniquely based on your settlement's de­

cisions. There is a special place in the box to store 

your settlement's unique innovation deck to keep 

track of it between game sessions. 

- Rules-

Story Events 

A story event is a moment in time shared by all the 

players. When a story event is triggered, everything 

that is currently happening in the game freezes. 

Pass the game book to a player, turn to the in­

dicated story event, and read out loud what happens 

next. Share the full-page artwork with everyone. 

Once the story event is resolved, and all outcomes 

have been recorded, the game unfreezes and any­

thing that was happening resumes. 

Story events arise as survivors confront import­

ant philosophical decisions, explore and gather re­

sources during the hunt, discover new monsters, and 

gain new power. 

Each monster has a showdown story event that 

has all the information you will need to hunt and fight 

it. 

When you see the W icon, trigger the indi­

cated story event right now! Story Events are listed 

on the settlement's timeline, on some monster cards, 

on innovations, and even on the survivor record 

sheet. 

Milestones 

Milestones, indicated by heavy-lined unfilled boxes 

on the survivor and settlement record sheets, have 

special rules that occur when they are filled in. Mile­

stones can be reached by individual survivors and by 

the settlement. 

As survivors gain hunt experience, they will reach 

milestones. These milestones trigger the Age story 

event, which will increase the survivor's power. Sur­

vivors also encounter milestones as they gain cour­

age, understanding, and weapon proficiency. 

The Settlement Milestone Story Event section on the 

settlement record sheet includes many milestones. 

like the settlement's first birth, its first death and a 

game over when the population reaches 0. When 

these milestones are reached, fill their box and im­

mediately trigger their corresponding story events. 



Dice & Tables 

Throughout the game, you will roll dice to determine 

the outcomes of everything from attacks to choosing 

random players. 

When the game instructs you to roll d1 Os, it re­

fers to the 10-sided dice included with the game. The 

values on the dice are 1 to 10 (the 10 face is repre­

sented by a lantern). 

The number of dice you need to roll is specified 

by the number before "d10", so 2d10 is 2 dice. 

If the game instructs you to roll a d5, roll a d10 

and divide the result in half (rounded up). 

Rolling on tables is an important component 

of the game, introducing an element of chance to 

events. Many moments in the game are accompa­

nied by a table, everything from determining the out­

comes of severe injuries to the results of story events 

contains an element of chance. 

Some tables are even affected by existing inno­

vations and principles the group has already chosen. 

· Rules-

Lantern 10 

Lantern 10 refers to a die roll result where the lantern 

face is showing. Natural 1 refers to a roll result where 

the number "1" face showing. 

During the showdown, it is possible to encounter 

situations where it is impossible to succeed or fail at 

hitting or wounding. In such cases, Lantern 10's al­

ways succeed and 1 's always fail. This way, the pos­

sibility of success or failure exists, even in the most 

one-sided circumstances. 

For instance, players may find themselves fac­

ing monsters with toiughness so high that the maxi­

mum die result (10) combined with their strength is 

not enough to penetrate the monster's toughness. 

In this case, when a lantern 1 O is rolled, it will still 

wound (and cause critical wounds, if luck allows). 

Conversely, monsters may face situations 

where an attack roll will always hit. For example, at­

tacking a survivor wiith negative evasion mght mean 

it would hit on a 1 or higher. In these cases a natural 

1 will still misses. 

Conflicts and the Rule of Death 

As in any game with many moving parts and rules, 

conflict may occasionally arise regarding rules inter­

pretations, group decisions, or exceptions. 

First and foremost, this game is designed to 

provide time well spent with friends. Use this as the 

guiding principle for solving any problems that arise. 

In addition, here are some technical guidelines for 

resolving conflict. 

When conflict arises over contradictions in rules, 

apply specific rules found on cards (Al, gear etc) and 

story events, before any rules found in the rulebook 

core rules sections. 

If conflicts arise that slow or halt a play ses­

sions completely, use the Rule of Death: always rule 

against the survivors. Kingdom Death is a dangerous 

place, and the survivors' future is bleak. Make sure 

that any ambiguities resolve against the survivors' 

favor. 

At its core, Monster is a cooperative experience. 

Be respectful of others as you navigate the game's 

decisions together. 
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SURVIVORS 

Life is grim. 

Each survivor has a record sheet that keeps track of 

essential information players will need to hunt, fight, 

and interact with the settlement. Make sure to use a 

pencil. 

Survivor Miniatures 

Players use miniatures to represent their survivors on 

the hunt and showdown boards. Monster includes 4 

starting survivor miniatures that represent the survi­

vors in their most primitive state. 

Survivors change as they progress over lantern 

years, gaining gear and losing limbs. Players are en­

couraged to build new miniatures of their survivors by 

combining pieces from different armor sets to create a 

miniature that represents their survivor's favorite gear 

and personal story. 

Survivor miniatures don't need to accurately re­

flect the gear a player uses in the game. However, if 

your group decides to play this way, it is usually pos­

sible to do so. Survivor miniatures use 30 mm bases. 

· Rules· 

Survivor Basics 

1 I Name

Naming your survivor gives them substance and a 

connection to the player. 

21 Survival 

Survival is the desperate desire to cling to life. 

Survival are gained and lost throughout the cam­

paign, and may be spent to perform extraordinary 

feats and change y,our fate. When you name your 

survivor, they gain + 1 survival. For a brand-new sur­

vivor, add a "1" in tt,e survival box when you name 

them. 

As the amount of survival increases and de­

creases, update th(� survival box on your record 

sheet. 

Survival Limit 

Survival Limit is the maximum amount of survival any 

survivor may have. Survival Limit is recorded on the 

settlement record sheet and applies to all survivors. 

Innovations and ev,ents will raise the settlement's 

survival limit. 

At the start of the campaign, the Survival Limit 

is 1 . When the settlement innovates Language, the 

Survival Limit is increased by 1 to 2. Any additional 

survival gained over the Survival Limit is lost. 

Survival 

Survival may be spe,nt to dash, dodge, encourage, 

and surge. In the First Story, starting survivors can 

only dodge. 

Other survival actions are added as a result of adding 

innovations to the settlement. When the settlement 

innovates Languag1e, Paint, and Inner Lantern, 

survivors gain the ability to encourage, dash, and 

surge, respectively. As these become available in 

your settlement, fill in the appropriate box on current 

and new survivor record sheets. 

3 I Survivor Attributes

Survivor attributes are used in the course of fight­

ing monsters. They include: movement, accuracy, 

strength, evasion, luck, and speed. 

A survivor may gain permanent increases or de­

creases to their attributes. Update the values in the 

appropriate box on the record sheet to reflect these 

changes. 

If a survivor gains temporary modifiers to their 

attributes, place tokens on the record sheet instead 

of changing the sheet. Remove these tokens at the 

end of the showdown. 
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Movement 
A starting survivor's movement 

is 5. Movement is the maximum 

number of spaces a survivor can 

move in a single action. A survivor 

with less than 1 movement may 

still move 1 space every turn. 

Accuracy 
A starting survivor's accuracy 

is 0. Accuracy is added to a hit 

roll result to determine if it is 

successful. Accuracy can be a 

negative number, in which case it 

is subtracted from the roll result. 

Strength 
A starting survivor's strength is 0. 

Strength is added to the result of a 

wound roll to determine the force 

of the attack. Strength can be a 

negative number, in which case it 

is subtracted from the roll result. 

Evasion 
A starting survivor's evasion is 0. 

Evasion is added to a monster's 

attack profile accuracy to deter­

mine the difficulty of the attack. 

Evasion can be a negative number, 

in which case it is subtracted from 

the attack profile's accuracy. 

Luck 
Luck is a survivor's chance to 

cause a critical wound from a 

wound roll. A starting survivor's 

luck is O, which means they only 

cause critical wounds on a result 

of 1 O (lantern face on 1d10). 

-Rules-

Luck increases the range of wound roll results 

considered critical. + 1 luck causes a critical wound 

on an unmodified result of 9 or 10, +2 luck on 8, 9, 

or 10, and so on. A luck modifier can be a negative 

number, making it impossible to roll a critical wound. 

Speed 
A starting survivor's speed is 

0. Speed is added to a survi­

vor's weapon speed to deter­

mine the number of rolls to hit

in an attack. Speed can be

a negative number, in which

case it is subtracted from the

number of dice rolled for an attack. 

4 I Survivor Locations 

Hit Locations 
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Hit locations are areas of the survivor's body that can 

wear armor and suffer damage. The hit locations are: 

head, arms, body, waist, and legs. 

Hit locations have a space for armor points (in­

dicated by a shield icon). Without armor, hit locations 

have O armor points. 

Hit locations have a light injury level (indicated 

by an light-lined unfilled box) and a heavy injury level 

(indicated by a heavier-lined unfilled box). 

The head is an exception. Since the head is 

more fragile and can withstand less injury, it only has 

a heavy injury level. 

7 

·y' ---...... 

-

Whenever players fill heavy injury levels on the sur­

vivor record sheet, their survivor is knocked down, 

as noted below each hit location name. 

Brain 0 

insanity If your insanity is 3•, you are insane. 



Brain 
The Brain is a survivor location different from hit loca­

tions, and represents a survivor's mental fitness. The 

Brain can only be damaged by brain damage. 

Since the human mind is fragile, there is only 

one injury level for the Brain (indicated by the light­

lined unfilled box). 

Insanity 
Insanity protects the Brain location the same way 

that armor protects hit locations. The more insane 

a survivor is, the less likely they are to be shaken by 

the horrors that befall them. 

Insanity points are gained and lost throughout 

the campaign. Having 3+ insanity makes a survivor 

insane, which can stand in the way of making ratio­

nal decisions during some events. 

As the amount of insanity increases and de­

creases, update the insanity box on your record 

sheet. 

51 Hunt Experience ( Hunt XP) 

HuntXP oao o oa oooaoo o oa a 

• co ""' •• co Age • •• co NJ• • ••• co Age a 11e,;red 

Survivors gain Hunt Experience during the aftermath 

of a victorious showdown. 

When a survivor gains Hunt XP, update their 

record sheet by filling in the next unfilled Hunt XP 

box. 

Some hunt experience levels have milestones 

(indicated by a heavy-lined box) that trigger the Age 

story event. The number of milestones filled indicates 

which Age rules to apply. 

When the final hunt experience box is filled, the 

survivor is too old to hunt, and must retire. 

-Rules-

6 I Weapon P1roficiency 

Weapon Proficiiency ooaooooa 

Type: ___ _ 

set«:t Defore Hunt 

When a survivor reaches the first Hunt XP milestone, 

the Age Story event grants them weapon proficiency. 

They may select a weapon type and start gaining 

weapon proficiency levels with this weapon. 

A weapon's type is a keyword on the gear card 

below the name. The following weapons may be 

selected as a weapon proficiency: axe, bow, club, 

dagger, fist & toott1, grand weapon, katar, shield, 

spear, sword, and whip. 

Earning Weapon Proficiency Levels 

During a showdown, a survivor must wound a mon­

ster at least once with their chosen weapon type to 

become eligible to g:ain 1 level of weapon proficiency. 

During the Aftermath, if they are victorious, eligi­

ble survivors gain 1 weapon proficiency level. Fill in 

the next unfilled box on the survivors record sheet to 

indicate this. 

A survivor cannot gain weapon proficiency if they 

do not have a weapon type selected (unless stated 

otherwise). They have not yet dedicated themselves 

to training and thus, cannot learn. 

Changing your WE!apon Type 

A survivor may change their selected weapon type 

when they depart for a hunt. If they do, lose all ac­

crued levels of weapon proficiency, including weapon 

specializations. Erase any filled boxes and start over 

with the new weapoin type. 

Weapon Specialis·t I Mastery 

When a survivor reaches the specialization 

milestone, they gain the benefits of the specialization 

card for their selected weapon type. Specializations 

are advanced abilities that can be used with that 

weapon. They keep these benefits while their mile­

stone remains filled. 

When a survivor reaches a weapon mastery, 

it is permanently added to your settlement as an 

innovation. The survivor's command of the weapon 

is so extensive that all current and future survivors 

of that settlement gain that weapon's specialization 

ability in addition to their own weapon proficiencies. 

The master will keep the full benefits of the mastery, 

so long as the innovation remains in the settlement. 

If a new survivor wants to gain the benefits of 

a mastery that is already an innovation in the settle­

ment, they must gain all 8 weapon proficiency levels. 

7 I Courage and Understanding 

courage Understanding 

ooaoooooa ooaoooooa 
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Courage and understanding will aid survivors 

throughout the hunt and showdown. Some events 

require levels of courage or understanding to partic­

ipate in them. 

Courage is a survivor's potentially ill-advised 

bravery, and understanding is a survivor's insight. 

Courage and understanding have milestones (indi­

cated by heavy-lined boxes on the record sheet) that 

trigger story events the first time a survivor reaches 

that milestone. They can only be triggered once in a 

lifetime for each survivor. 
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8 I Fighting Arts 

Fighting Arts Maximum 3. D a cannot use Fighting Arts 

Fighting arts can be learned from innovations and 
events. Some fighting arts are maneuvers that can 
be activated in place of weapon gear to make at­
tacks. Fighting arts can have additional costs or pre­
requisites to use, but usually have exciting effects. 

Each fighting art has a corresponding card in the 
Fighting Art deck that describes the rules for using it. 
When a survivor gains a fighting art, record it on the 
survivor record sheet. 

Survivors can have up to 3 fighting arts. Any 
further fighting arts gained must replace an existing 
fighting art of your choice. If a survivor would gain a 
fighting art they already have, nothing happens. 

Secret fighting arts are unique maneuvers that 
cannot be gained randomly. Each secret fighting 
art has a corresponding card in the Secret Fighting 
Art deck that describes the rules for using it. These 
count toward your fighting art maximum of 3. 

9 I Disorders 

Disorders Maximum 3. 

The horrors of their existence can cause survivors 
to develop mental disorders. Survivors can gain a 
specific or random disorders. 

Disorder cards describe the effects of each dis­
order. If a survivor gains a random disorder, shuffle 
all disorder cards and draw one. When a survivor 
gains a particular disorder, draw the corresponding 

- Rules·

disorder card. 
When a survivor gains a disorder, record its rules 

on the survivor record sheet. 
Survivors can have up to 3 disorders. Any further 

disorders gained must replace an existing disorder of 
your choice. If a survivor would gain a disorder they 
already have, nothing happens. 

Disorders can be cured on their own, at upgraded 
settlement locations, as a result of some innovations, 
and even during some events. 

1 O Abilities and Impairments 

Abilities & Impairments O iii Skip Next Hunt 

In their lifetime, survivors may gain abilities, severe 
injuries, ailments and other painful reminders of their 
journey. Record these in the Abilities & Impairments 
section of the survivor record sheet. A survivor may 
have any number of abilities and impairments. 

Abilities are unique rules acquired by survivors 
that can aid them during the hunt and showdown. 

Severe Injuries 
When survivors' armor and injury levels are exhaust­
ed, they accumulate severe injuries from the severe 
injury table. Severe injuries can be temporary or 
permanent. 

When you suffer permanent injuries, note the 
name and rules on your record sheet and adjust the 
survivor's attributes as necessary. If a permanent 
injury is healed, erase it from your record sheet. 

Some injuries require you to skip hunts (fill the 
Skip Next Hunt box on the survivor record sheet). 

Otherwise, severe injuries last until the end of the 
showdown. Use attribute tokens to mark such injuries. 

Bleeding Tokens 
Bleeding tokens can be gained from 
most severe injuries, as well as some 
events and monster attacks. If a sur­
vivor has 5 or more bleeding tokens, 
they are dead. All tokens are removed 
at the end of each showdown. 

Attribute Modifier Tokens 
Attribute modifier tokens are used to indicate tempo­
rary changes to attributes. Attribute modifier tokens 
are double-sided to represent gains and losses for 
that attribute. 

+ I STRENGTH

As survivors gain or suffer non-permanent changes 
to their attributes, place the appropriate token on 
their record sheet to mark these changes. All tokens 
are removed at the end of each showdown. 

Retirement 
In rare instances, survivors retire, rather than perish. 
When the last Hunt XP box is filled, the survivor re­
tires. A survivor may also be forced into early retire­
ment by some severe injuries 

Retired survivors cannot hunt or participate in 
showdowns. 

When a survivor retires, they still contribute to 
the total population of the settlement, and may par­
ticipate in settlement events and endeavors. 



Gear Grid 

The gear currently in a survivor's gear grid is what 

the survivor is wearing and carrying. 
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The gear grid has space for 9 gear cards, which can 

be arranged in any configuration as long as they are 

faced right-side up. They cannot be rotated. 

Gear in gear grids can only be rearranged during the 

settlement phase. 

Fist & Tooth 
Fist & Tooth describes a survivor fighting with their 

bare hands, and is a weapon available to all survi­

vors. Rules for Fist & Tooth are listed on the side of 

the survivor gear grid and also below. 

f15r & Tooth 

DMdly: +I luck -- atlad< 
wnhtlusweapon. 

-Rules· 

Duplicate Gear 
Except for weapom,, a survivor may not have mul­

tiple copies of the same gear in their gear grid. A 

survivor gains the benefits of a weapon's special 

rules only once, no matter how many copies they 

have. Additional copies of weapons still contribute 

affinities. 

Gear Keywords 
Keywords are used to describe gear's important tea·

tures. Gear keywords may be referenced by events, 

monster cards, or other rules. 

For example, the Bone Earrings item requires 

survivors to only have bone gear in their gear grid 

to gain its bonus. This refers to gear with the bone 

keyword. 

Gear Special nules 
Special rules are listed at the bottom of some gear 

cards. These rules include special abilities and lim­

itations (e.g., weapo,ns can be Savage or Frail). 

The rules of lower-level gear are explained on 

their cards. However, rules on some higher-level 

gear are referred to by name only. Full explanations 

of all gear special rules can be found in the Glossary. 

Armor Sets 
A completed armor set will bestow the survivor with 

a bonus listed on an armor set card. Usually, armor 

that is part of a set all have names that begin with the 

same word(s). 

-····'*-- ............. 
_,... ........__ ..._ .......... � ....... 
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While a survivor is wearing all armor from a single 

settlement location with the set keyword, they have 

completed the set and gain the benefits on the corre­

sponding armor set card. 

A survivor wearing the White Lion Helm, White Lion 

Gauntlets, White Lion Coat, White Lion Skirt, and 

White Lion Boots has completed the White Lion armor 

set and gains the completed set bonus listed on the 

White Lion armor set card. 

Activation Costs 
Some gear require an additional cost from the survi· 

vor in order to use them. The most common cost as­

sociated with using a gear is spending an activation, 

but other costs-such as spending survival, or suffering 

damage-also appear on gear cards. 

The Cat Gut Bow is Cumbersome, which re­

quires survivors to spend their movement action in 

addition to an activation in order to be fired. 

Some gear functions differently if survivors are 

insane, have a certain amount of survival, or meet at­

tribute requirements. These will be noted in the rules 

descriptions or explained in the Glossary. 
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0 

Armor Gear 

0 

armor.rawhide .. , ------f)• 
L Rawhide Boots 

C, when you depart, gain + 1 survival. 

Armor protects survivors by increasing armor points at 

hit locations. Armor is worn by placing it in a survivor's 

gear grid. Only one piece of armor may be worn on 

each hit location. 

1 I The name of the gear.

2 I The gear's keywords. (The armor keyword

indicates that this gear is armor.) 

3 I Number of armor points gained when worn.

4 I Hit location icon indicates the hit location that

gains the armor points. 

5 I Special rules for this armor. This includes extra

abilities, affinity bonuses and restrictions from 

wearing the armor. 

When you depart, update your current armor points 

from armor in your gear grid. If armor gear is lost 

during the hunt or showdown, update your armor 

points to reflect this loss immediately. 

• Rules· 

Weapon Gear 

0 
King Spear

weapon, melee, spear. _____ _.A
heavy. two·handed V 

/ 

O Reach 2: May attack from 2 squares away. 

Weapons are primarily used to attack monsters. 

1 I The name of the gear. 

2 I The gear's keywords. (The weapon keyword

indicates that this gear is a weapon.) 

3 I Indicates spending 1 activation is required to

attack with this weapon. 

4 I The weapon's speed attribute.

5 I The weapon's accuracy attribute.

6 I The weapon's strength attribute.

7 I The weapon's affinity.

8 I Special rules and abilities of this weapon. Unless

otherwise noted, these rules only apply when that 

weapon is activated. 

Item Gear 

0 
Fecal Salve

item, balm, stinky------f) 

e I 

O When you depart, gain +l survival. 
C)--0: Remove priority target token. You are not 

a threat until you attack. 

Items have effects that can aid survivors in the hunt 

and showdown. Each has unique rules described in 

detail on the gear card. 

1 I The name of the gear. 

2 I The gear's keywords. (The item keyword

indicates that this gear is an item.) 

3 I The item's affinity. 

4 I Special rules for the item. Unless otherwise noted,

item rules are always in effect (their benefits are 

gained just by having the item in the gear grid). 

5 I Some item special rules require the survivor to

spend activation to trigger special rules (indicated 

by an activation symbol beside the rule). 



Affinities 

Some gear cards have red, blue, or green half­

squares on the card edge. If a half-square is adjacent 

to another half-square of the same color, the complete 

square they form is 1 affinity. 

Some gear cards have affinity bonuses that im­

part special effects on the survivor if the affinity re­

quirements are met. 

Affinity requirements are indicated by a number 

of small colored squares in the gear's special rules. 

Each colored square represents one affinity that 

must be in a survivor's gear grid. You must have the 

affinities the rule specifies to gain the bonus of the 

gear. 

For instance, the + 1 luck bonus on the Lucky 

Charm gear card has a requirement of 2 blue affini­

ties. 

· Rules· 

The Survivor gains the + 1 luck affinity bonus from 

their Lucky Charm when they have two or more com­

plete blue squares anywhere on their gear grid. 

Puzzle Affinities 

In addition, some affinity bonuses can only be gained 

if the affinities are completed on that specific card (in­

dicated by puzzle pieces instead of boxes). Instead of 

completing affinities anywhere on the grid, they must 

complete the specific affinities attached to the edges 

of that gear card. 

Affinity Bonus Limit 
An affinity bonus from a piece of gear is only gained 

once. A survivor with a total of 5 blue affinities will only 

gain + 1 luck from Lucky Charm. 

I .......---
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In addition, you cannot gain a second affinity bonus 

from a second identical gear. 

Lost Gear and Affinity Bonus 
If gear forming part of an affinity is lost during the hunt 

or showdown and no longer completes affinities in a 

survivor's gear grid, any affinity bonuses relying on 

these affinities are also lost. 
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MONSTERS 

Monsters have unique anatomies and behaviors. The 
bizarre, inscrutable intelligence of monsters is repre­
sented in the game by these unique components: 

- Miniatures that physically represent the monster.
- Story events that define a monster's attributes.
- Unique Al decks that control the monster's actions.
- Hit location decks that describe the parts of mon-
sters that survivors can attack.

- Monster resources gained from defeating monsters. 
- Hunt events that occur while hunting the monster.

Monster Miniatures 

Miniatures are included to represent all 7 monsters 
that players will face. Some monsters have many 
parts and can be very large (like the Phoenix). 

Only the White Lion miniature is needed to 
begin the game. Players don't need to assemble a 
monster's miniature until they are ready to fight it. 

As you progress through the campaign, take the 
time to build new monsters as a part of the hobby 
aspect of Monster. 

Monster miniatures are attached to 50 mm bases 
(White Lion, Screaming Antelope, Butcher, King's Man, 
The Hand, Watcher) or 100 mm bases (Phoenix). 

Showdown Story Events 

Monster showdown story events describe essential 
information about encounters with a monster. 

1 I Monster Name 

- Rules-
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2 I Instinct 
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Instincts describe what a monster does if it cannot 
find a target to attack. Each monster has a different 
instinct. A Screaming Antelope will graze around 
the board, but a White Lion will sniff to track its prey 
relentlessly. 

4 I Monster Characteristics & Attributes 

Monster's characteristics and attributes are orga­
nized by level. Monster attributes include move­
ment, toughness, speed, and damage. Monster 
characteristics include level, Al deck, special Al 
cards, and bonus tokens. 

3 I Blind spot 
This is a diagram of what spaces on the showdown 
board are the monster's blind spot. 

Higher-level monsters are more difficult foes. 
They have more Al and Special Al cards, as well 
as higher toughness, movement, and speed than 
lower-level monsters. 
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0Cunning 
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e 
0 Cunning, 0 Merciless. 

Tokens: +2 accuracy, + 1 luck. 

O Monster Level 
Monster level determines the difficulty of the encoun­

ter and the monster's placement on the hunt board. 

Higher-level monsters have longer hunts. 

O Al Deck 
This lists the number of basic, advanced, and leg­

endary Al cards that comprise a monster's Al deck. 

Details on building an Al deck are contained in the 

Showdown Phase section of this book. 

G Movement 
Movement is the number of spaces a monster can 

move. 

G) Toughness
Toughness is the monster's resilience. Toughness is

the number a wound roll result must meet or exceed

to wound a monster.

- Rules-

G 0 
Spd Dmg 

Spd Dmg 

+1 +1
+ I DAMAGE

Dmg 

+2 +2

+ I T OUC,HNESS

G Speed 
Speed is added to the speed listed on an attack pro­

file to calculate the total speed of a monster's attack. 

If a monster has no speed listed in this section, 

nothing is added to the speed of its attack profiles. 

O Damage 
The monster's damage attribute is only added to the 

damage listed on an attack profile to calculate the 

total damage caused by a monster's attack. 

Monster damage does not affect damage listed 

outside of attack profiles (e.g., damage from Grab or 

brain damage). 

G) 0 Al Cards and Additional Rules
This section describes any 0 (special) Al cards that

start in play at the beginning of the showdown.

0 Al cards can change the monster's behavior, 

attributes, or setup rules. 

Any other modifications specific to a monster's 

level (such as extra attribute tokens or Al cards) are 

also included in this section. The showdown begins 

with these additions in play. 

O Monster Tokens 
Monsters have two unique attributes tokens (tough­

ness, damage) corresponding to these unique mon­

ster attributes. Negative attribute tokens cannot re­

duce a monster's damage, toughness, movement, or 

speed attributes below 1 . 

During the showdown, use attribute tokens to 

indicate positive or negative changes to a monster's 

movement, toughness, speed, damage, accuracy, 

evasion, and luck. Attribute modifier tokens are dou­

ble-sided to show gains and losses for that attribute. 

As the monster gains or suffers changes to its 

attributes, place the appropriate token on the mon­

ster control panel to mark these changes. 

Monsters and survivors share the following attri­

butes and tokens: movement, speed, accuracy, eva­

sion, and luck. With the exception of luck, they affect 

monsters in the same way as survivors. 

Luck Tokens 
Every positive monster luck token reduces the range 

of wound roll results considered critical. Normal­

ly, the range of critical wounds is only lantern 1 Os. 

Unless the attackers have positive luck modifiers to 

counteract it, a critical wound against a monster with 

1 or more luck tokens is impossible. Every negative 

monster luck token increases the attackers' critical 

wound range by 1 . 

The rule of lantern 10 always applies. Even if 

a monster's high luck makes critically wounding im­

possible, a wound roll of a lantern 1 O will still cause a 

wound. 



5 I Hunt Board Diagram 

Some monsters, like the White Lion, Screaming An­

telope, and Phoenix, can be hunted. 

These monster's story events have hunt board 

diagrams that illustrate how to set up a hunt for that 

monster. Hunting a monster is fully-detailed in the 

Hunt Phase section. 

6 I Showdown Setup 

Showdown Setup 
Legend 

• Survivors 
• Monster 

Terrain & Deployment 

- 1 Tall Grass Terrain Card (2 Tall Grass Tiles).
- 2 random terrain cards, set up normally. 
- Place the White Lion in the center of the board.
- Place survivors in the blue zone.

Terrain and Deployment 
This section describes what terrain to set up on the 

showdown board, and where to place the survivors 

and monster. Terrain and setting up the showdown 

board are fully-detailed in the Showdown Phase and 

Terrain sections, respectively. 

- Rules-

7 I Aftermath 
The Aftermath section of a showdown event de­

scribes what follows the end of the showdown, in­

cluding victory and defeat rules. 

Victory Rules 
Victory rules describe what happens when the sur­

vivors kill a monster, including what resources and 

bonuses are gained if the survivors prevail. These 

rules are broken down for each level of a monster. 

Defeat rules 
Defeat rules describe what happens when the sur­

vivors are defeated by the monster. Follow these 

rules if all survivors are killed in the showdown or 

run away. 

Rewards 
This section describes any specific rewards gained 

from defeating the monster for each monster level. 

Basic Action I Reference Cards 

Double-sided Basic Action I Reference cards are 

included in the game as a small, portable overview 

of monster characteristics that are fully described on 

the monster's showdown story event. They serve as 

a compact reminder of frequently-used monster in­

formation to be used for each showdown. 

A Monster's basic action is detailed on its Basic Ac­

tion card. A basic action consists of a target action 

and an attack action with an attack profile. 

Monsters will perform a basic action on some Al 

cards, in some reactions, or if there are no Al cards 

left to be drawn from the Al deck. Performing a basic 

action does not count as an Al card being drawn. 

A monster may perform its basic action with a specif­

ic target listed. For example, the White Lion's Trap! 

hit location card directs the monster to perform a ba­

sic action targeting the attacker. In this case, instead 

of choosing a target, target the attacker and use the 

attack profile on the basic action to attack. 

Side B 

Basic Action 

Pick Target 
closest survivor. in field of view 

no target, sniff 

Move & Attack Target 
- """""' "'"'- ,._ 

2 2+ 1 

White Lion 

...... custom T ... I °"'II 

Lvl.1 Deck List 6 6 

.__ GOG T"' °""' 

7 3 6 8 

.__ GOG Tllh °""' 

2 10 5 7 10 +1 +1 

ecunnlng 

.__ GOG Tllh .... °""' 

3 10 9 2 8 14 +2 

ecunnin&9Merclless. 
Tokens: •2 accuracy, •I fudC. 

The White Lion sniffs and ends its tum. 
until the end of the next round. all 
survivors are now threats. despite any 
effects that say otherwise. 
When a Level 3• White Lion performs 
sniff. it gains +1 accuracy token. 

+2 

Side A 
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Monster AI 

While a monster's showdown story event describes 
common traits of a monster, the Al system is used to 
create unique monster encounters. 

The recipes for Al decks for each monster level 
are listed on the monster's story event and make ev­
ery showdown different from the last. 

Most Al cards are unique, and describe a myriad 
of strange and terrifying behaviors. However, every Al 
card has some, if not all, of the following characteristics: 

0 

• 

o....--

Chomp 

C, Pick Target 

G-

closest threat. facing. in range 

closest threat, in field of view 

no target: sniff 

G Move & Attack Target 
Soeed N:OJI.Jl:V D.1fT'la8!' Trw, 

C) 2+ 1 •After Hit 

• Head Hunten Always hits the target's 
head location. 

� No Jaw: The White Lion vomits 
blood all over itself. Any adjacent 

survivors gain+ l insanity. 

- Rules-

Al Anatomy 
Al cards are made up of actions, flows, and alerts. 
Some cards have persistent injuries and definitions. 

O Crest 
The icon-sized version of a monster's crest desig­
nates which Al deck the card belongs to. 

O Name 
The name of the Al card. 

8 Card Level 
The most common card levels are Basic, Advanced, 
Legendary, and Special (marked on the top right of 
the card as C), 0, G, C,).

O Al Type 

Vanish 
ourat1on 

Ground Fighting 

The mooster flc 
for attackers to, 8 

Figlltingisln 

When a survivor 
Death. before , 

monster perloo 
speed and• I 

Zo, 

,eAI 

Cunning 
Trait 

There are 4 types of Al cards: Moods, Traits, Dura­
tions, and Normal. A card is Normal unless another 
type is listed. Chomp is a Normal Al card. Al card 
types are described in the Showdown Phase section. 

C, Pick Target 
An action that determines a monster's target. Some 
Pick;farget lists are followed or replaced by diagrams 
that specify a zone of the board to check within for 
targets. 

No Target 
A no target list item indicates what action to perform 
if no target is found. This is most often a monster's 
instinct action. When a monster cannot find a target, 
subsequent actions on the card are not performed. 

G Flows 
A flow is represented by a bar with an arrow. An action 
following a flow is performed after the action above it. 

Flows represent a subtle hesitation or opening 
in combat that survivors may take advantage of by 
spending survival. 

Alerts 

Alerts are represented by a bar with an alert symbol. 
Actions following an alert contain important condition­
al information that must be considered to determine if 
the action is performed. Continue to perform any fur­
ther actions on the Al card unless stated otherwise. 
Survival may not be spent during an alert. 

G Move & Attack Target Action 
A Move & Attack Target attack action includes any 
monster movement followed by an attack profile. This 
most often directly follows a flow after a Pick Target 
action, granting a survivor a chance to act before it is 
performed. 



O Attack Profile 
The attack profile is the part of an attack action that 

lists the speed, accuracy, and damage of an attack, 

as well a Trigger. 

A Trigger describes when to apply any addition­

al effects listed after the attack profile. Attack effects 

change how damage is applied, or add follow-up con­

sequences to a successful attack. 

O Attack Effects 
Rules for attack effects are contained in a box below 

the attack profile, and applied when the trigger occurs. 

G) Persistent Injury Actions
Persistent injuries are conditional actions that replace

the normal rules of an Al card. Persistent injury ac­

tions on Al cards are only performed when the mon­

ster is suffering from its corresponding persistent inju­

ry. When a persistent injury action is performed, any 

other actions on the card are ignored.

Intimidate Actions 
Intimidate actions hurt a survivor's mental well-being. 

Intimidate actions most often cause brain damage but 

can have further detrimental effects. 

Definitions 

Grab: Place target knocked down in 
front of the monster. Target suffers 1 

damage per monster level. 

Definitions are included on Al cards in gray corners, 

they explain terms in bold referenced elsewhere on 

the Al card. Definitions are not actions and are not 

performed. 

• Rules-

Hit Locations 

Combat is chaos. Flailing, thrashing blows rain down 

from both sides. A monster's complex anatomy, its 

reactions to being attacked, and the unpredictable na­

ture of battle are represented by the hit location deck. 

Each monster has a unique hit location deck 

composed of hit location cards. Hit location cards 

share the following characteristics: 
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0 -2 toughness to wound this location. 

0 •wound
Blood and spittle erupt from the 
Screaming Antelope's wounded 
under-maw. If the wound roll result is 
even. suffer 1 brain damage. If the would 
roll result is odd, gain 1 insanity. 

0 • 
Critical Wound 

Gain 1 Screaming Antelope resource. 

O Name 
The name of the hit location on the monster. 

O Card Art 
The card art designates which hit location deck the 

card belongs to. 

8 Hit Location Types 
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Hit location cards can be: First Strike, Impervious, 

Super-Dense, Trap, and Normal cards. A card is Nor­

mal unless another type is listed. Giant Tongue is a 

normal hit location card. Hit location type effects are 

detailed in the Showdown Phase section. 

O Hit Location Special Rules 
Some hit locations have special rules. For example, 

the Screaming Antelope's Giant Tongue is easier to 

wound because it has -2 toughness. 

O Reactions 
Sometimes monsters react to being hit. Reactions on 

hit location cards are represented by a black diamond 

with an R. A reaction occurs after rolling to wound the 

hit location it is found on. The three types of reactions 

are wound, failure, and reflex. 

O Critical Wounds 
Critical wounds are represented by a black diamond 

with a lantern symbol, followed by rules that specify 

what happens when a monster is critically wounded 

at that location. A hit location can only be critically 

wounded if it has this symbol. Critical wounds are not 

reactions. When a critical wound occurs, all reactions 

on that hit location card are canceled. 
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Persistent Injuries 

•Failure
The monster roars triumphantly. Roll ldlO. 
On a 4+, attacker suffers 1 brain damage 
per monster level and is knocked down. 

• 
Critical Wound 

The blow destroys the White Lion's jaw. 

� Persistent Injury· No Jaw 
Affects some Al cards. 

Roll ldlO. On a result of S+ the White 
Lion's jaw flies off its face! The attacker 

gains +l courage and +1 survival. 

Persistent Injury I Keep in Play 

When a monster suffers a critical wound on a hit loca­

tion with a persistent injury, the hit location card is put 

in play instead of being discarded. Some persistent 

injuries modify a monster's overall behavior, while 

others only affect specific Al cards. 

For example, if the monster has the No Jaw per­

sistent injury when it draws Chomp, it performs the 

No Jaw persistent injury action instead of any other 

actions on the card. 

· Rules-

Monster Hunt Events 

• white lion hunt event • 

The hungry lion sniffs the survivors' 
musk on the wind. 

Move the White Lion 1 space toward the 
survivors on the hunt board. If it moves 
into the survivors' space, the White Lion 

ambushes the survivors. 

If the White Lion ambushes survivors, 
they skip their first turn. 

Q)�
Roll random hunt event 

Monster hunt event cards are events that are only en­

countered when hunting a particular type of monster. 

They describe specific pitfalls and wonders that occur 

while tracking this monster. 

Each hunt-able monster has their own set of hunt 

event cards. They are used with the hunt board to 

hunt a quarry. 

Monster Resources 

White Fur 
-

!!.,eof Cat 
� 

Monster resource cards are resources that are only 

gained from fighting that type of monster. There are 

separate decks of monster resource cards for all 

hunt-able monsters (White Lion, Screaming Antelope, 

Phoenix). 

Each monster resource has a resource type. For 

instance, Lion Claw is a bone type resource. 

Monster resources can be used and spent as 

their resource type or as their specific resource name. 

Some monster resources will have additional rules on 

the bottom of their cards. 



Life Trait 

Life 

Trait 

Use d!O's to indicate the monster's current life. 

The Life card is a unique trait card that is used for en­

counters with some monsters and gameplay variants. 

It represents a monster's life in place of its Al deck. A 

pair of d1 O's should be placed in the marked spaces 

using the dice faces to represent a numerical value. 

Monsters with Life 

When a monster has the E) Life listed in its monster 

characteristics it will be followed by a number. This 

is the number of wounds the Life trait starts with. In­

stead of removing wounds by removing Al cards to 

the wound stack, wound the monster by reducing the 

number on the Life trait. When the number on Life is 

-Rules-

reduced to O the monster is dead. One consequence 

of Life is that a monster does not lose Al cards and is 

always fighting with its full deck! 

Rules that trigger "when the monster is wounded" still 

function normally. For instance, if the Hand had the 

Life trait, wounding the monster would still add tokens 

to Impossible Eyes. 

When a monster with Life heals, if the monster's Life 

number is less than its starting life, increase the num­

ber on Life for each wound healed by 1. 

If any rules would give the monster the Life trait multi­

ple times, combine the listed amounts to find the Life 

trait's starting number. 

The Great Golden Cat from the Legendary Monsters 

Story Event, has E) Life 15 listed under its Char­

acteristics. This means the monster starts with 15 

wounds. Place 1d10 on Life with the 1 face showing 

to represent the 10's place and 1d10 with the 5 face 

showing to represent the ones place. The resulting 

number showing should be 15. 

The Great Golden Cat has 6 Al cards and it will 

not lose any of them when its wounded. Instead, re­

duce the number showing on Life by 1 each time the 

Great Golden Cat is wounded. 

Gameplay Variants 

In this rulebook, the 5-6 Player variant uses the Life 

trait. 

In order to balance the encounter with additional sur­

vivors, monsters will gain the Life trait in addition to 

normal wounds tracked by their Al decks. To begin 

moving Al cards to the wound stack, the survivors 

must first reduce a monster's Life trait to 0. 

Proxy Cards 

There are 8 proxy cards included with the game, two 

of each number. These cards can be used to replace 

cards you've lost or when a gaming group decides to 

customize their experience. 

For some ideas on customizing your game expe­

rience refer to the Gameplay Variants section. 

Kingdom Death: Monster Core Game 55 



56 

Resources 

Survivors collect resources to develop their settle­

ments and craft gear. There are 4 kinds of resources: 

Basic, Monster, Strange, and Vermin. 

All resources have shared types. Resource types 

include: bone, hide, organ, scrap, herb, vermin, and 

consumable. Some costs are listed by type (e.g., 3 

bone and 2 organ) and any resource of that type may 

be spent. For instance, a Lion Claw resource may be 

spent as bone. 

However, some costs list specific resources by 

name. No substitutions may occur in these cases. 

If a recipe has "resource" listed as a cost, then 

any resource card can be used. 

When a resource is spent, archive the corresponding 

card or remove its entry from the settlement's storage. 

Basic Resources 
There are 21 basic resources. Survivors earn them 

from events and defeating monsters. 

- Rules-

Monster Resources 
Monster resource cards are only gained from fight­

ing that type of monster. There are separate decks 

for all huntable monsters (White Lion, Screaming 

Antelope, and Phoenix). 

Strange Resources 
Strange resource cards are resources that are 

only gained in specific circumstances. These are 

unique and difficult to come by. 

Strange resources can be extremely rare 

monster parts, refined metals, and useful herbs. 

Gain strange resources as directed by events in 

the game. 

Strange monster resources are not consid­

ered part of a monster's pool of resource cards. 

Vermin Resources 
The fauna of Kingdom Death has a variety of small, 

bizarre species. These are represented by vermin 

resource cards. 

They can be found in Bug Patches during 

showdowns and sometimes found as a result of 

events. 

Vermin cards have rules that describe how 

each vermin can be used. Vermin can also be 

cooked using the Cooking Innovation to produce 

excellent results! 



Survivors Gaining Resources 
When a survivor gains a resource, draw a card from 
the appropriate resource deck and place it next to 

their gear grid in their play area. The survivor is now 
carrying this resource. This has no effect on the survi­

vor's ability to fight or hunt. 

Any resources a survivor gains during the hunt and 
showdown are placed beside the survivor's gear grid. 

Survivors may spend these resources or activate a 

resource's rules at any time during the hunt. 

If resources are gained during the Settlement Phase, 

place them in the play area. 

Groups Gaining Resources 
When a monster is defeated, the players collect the 

rewards listed on that monster's story event. All living 
survivors need to decide how to divide them. 

Sharing and spending resources will greatly af­
fect the outcomes of your campaign. Some groups 

may divide resources fairly, then trade them. Others 

may pool resources together and spend them as a 

group. 

Resource Limit 
When you are directed to gain a resource and that 

specific card is not currently in the resource deck, you 
do not gain it, nor do you add it to the settlement stor­

age. You gain nothing. 

This situation can occur when an event or effect of a 

card lists a specifc resource to gain, and that resource 

is currently being carried by a survivor. 

-Rules-

Resources and Death 
When a survivor dies or is lost during the hunt phase, 
another survivor simply takes the resources they were 

carrying. 

When a survivor dies during the showdown, any re­
sources they were carrying are regained by the group 

at the end of the showdown if the survivors are victo­

rious. 

When all the survivors die, all of the resources they 

were carrying are lost. 

Resources with Special Rules 
Some resources have special rules. They can be per­

formed at any time and during any phase by the survi­
vor holding the resource. Some resources have rules 
that are triggered when they are gained and should be 

performed then. 

A resource must be removed from settlement storage 

to use its special rules. A survivor may only do this 

during the Develop step of the settlement phase. 

Trading Resources 
Sometimes a survivor will gain a resource with special 

rules that may greatly benefit another survivor. 

During the Hunt Phase, survivors may give each 
other resoyrces at the start of any hunt turn before an 

event is revealed. 

During the Showdown Phase, survivors may give 

each other resources anytime during their act if they 

are adjacent. A survivor can pass a resource as they 
are moving by without ending their movement. 

Survivors may freely trade resources during the 

Settlement Phase. 

When a survivor receives a resource from anoth­
er survivor, it is not considered gained. 

Resources Stay in the Settlement 
Once resources are brought to the settlement, they 
may not be taken on future hunts and showdowns. 

Any resources taken from the settlement's storage 

must be returned during the Record & Archive Re­

sources step of the Settlement Phase. 
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Terrain 

The landscape of Kingdom Death is strewn with odd 
features and relics that may prove advantageous to 
survivors fighting for their lives. 

Terrain Tiles 

Terrain tiles are placed on spaces on the showdown 
board before the battle begins. Unless otherwise stat­
ed, survivors may move through spaces with terrain 
tiles on them as if they were unoccupied spaces. Ter­
rain tiles may not be placed on top of one another. 
Ignore any rules or effects that instruct you to place 
more terrain tiles than are available in the core game. 

The Terrain & Deployment section of each mon­
ster's showdown story event specifies what terrain to 
use for that showdown. The Showdown Phase sec­
tion details showdown terrain setup. 

Terrain Cards 

Terrain cards correspond with their matching tiles, 
and contain rules for placing and interacting with 
them. They are placed on the side of the showdown 
board so they can be easily referenced. 

0 O An image of the terrain tile.

0 2 Acanthus Plants 0Terrain Name and the 
number of tiles the card 
generates for setup. If no 
number is indicated, then 
only 1 tile should be set up . 
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C, Terrain setup rules are used if there are no spe­
cific setup rules listed in the Terrain & Deploy­
ment section of the monster's showdown story 
event. 

• Rules-

Survivors and Terrain 

Terrain cards with O indicate the corresponding terrain 
can be activated. Survivors adjacent to or on spaces 
occupied by this kind of terrain may spend activation 
to use the rules listed on the terrain card. 

0: If you are standing on a space 
occupied by Tall Grass, you disappear 
into it. If you have the priority target 
token, remove it. You are not a threat 
until you attack or move out of a space 
occupied by Tall Grass. 

Terrain cards can have persistent rules that affect sur­
vivors during the showdown. Including: 

Obstacle: This blocks survivor and monster field of 
view. It interrupts ranged weapon attacks and mon­
ster targeting. 

To check if the field of view is blocked, draw an 
imaginary line from the center of the miniature's base 
to the center of the intended target's base. If the line 
comes in contact with a space occupied by an obsta­
cle, then the field of view is blocked, and the target is 
not in the field of view. 

The monster's field of view is blocked by the Toppled Pillar. 
The red spaces and the blind spot are not in field of view. 

The survivor's field of view is blocked by the Toppled Pillar. 
They cannot attack with ranged weapons. 

Impassable: Impassable terrain occupies all spaces 
that it covers. Survivors cannot move through spaces 
occupied by impassable terrain. If a survivor would 
move (voluntarily or involuntarily) into a space occu­
pied by impassable terrain, they instead collide with 
the terrain and end their movement. 

If a monster rule (like Grab) would place a survi­
vor onto impassable terrain, they instead collide with 
the terrain and are to the nearest free space adjacent 
to the terrain. A complete explanation of collision is 
found in the Showdown Section. 

Destructible: When a survivor collides with destruc­
tible terrain, archive the terrain tile. The survivor suf­
fers 1 damage to a random hit location as a result of 
collision. 

Monsters and Terrain 

Unless stated otherwise on the terrain card, monsters 
ignore terrain tiles on the showdown board. For exam­
ple, terrain with the Obstacle rule block a monster's 
line of sight, and when a monster passes over De­
structible terrain, it is archived. 
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The Hunt Phase 

During the Hunt Phase, players will: 

- Choose a quarry

- Set up the hunt board

- Hunt the quarry along the hunt board until a show-

down begins or the hunt fails.

Table Setup 
Place the hunt board (the opposite side of the settle­

ment board) on the table. Place the gear grids, and 

record sheets of the survivors that compose the hunt 

team on the table. 

Choose Your Quarry 
Before departing on a hunt, choose a quarry from the 

list of available monsters on the Quarry List of your 

settlement record sheet. 

Some monsters cannot be hunted, and only ap­

pear as a result of story events or nemesis encoun­

ters on the timeline (i.e., the Butcher, King's Man, or 

The Hand). 

If this is a nemesis encounter, skip the hunt 

phase and move directly to the showdown. 

Choose the Monster Level 
Decide the level of the monster (usually 1, 2, or 3). 

The higher the level, the more difficult the monster 

will be to hunt and defeat. 

Set Up the Hunt 

The hunt is the survivors' journey to find their quarry. 

Survivors travel along the hunt board, facing perils 

along the way. 

-Rules-

Hunt Board 
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The hunt board has 13 spaces, including a Start 

space, an Overwhelming Darkness space, and a 

Starvation space. 

Hunt Event Cards 

There are two types of 

hunt event cards, basic 

hunt event cards and 

monster hunt event 

cards. 

Basic hunt event cards 

describe events survivors may encounter out in the 

darkness. 

Monster hunt event cards describe events that 

occur while tracking a specific monster. 

Hunt Board Setup 
Each monster's story event has a diagram of the hunt 

board showing where to place monster hunt events 

and the monster miniature. 
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1. Shuffle the monster's hunt event cards. Place one

monster hunt event card from the deck facedown

on all the spaces indicated with an "E" on the hunt

board diagram.

2. Place one basic hunt event card in every open

space on the hunt board except those occupied

by a monster hunt event card, the Start space,

Overwhelming Darkness, and Starvation.

3. Place any hunt event cards triggered by gear in

your gear grid (i.e., sickles and pickaxes).

4. Place the monster's miniature on the hunt board,

according to its level, in the space indicated on

the hunt board diagram.

5. Place the departing survivor miniatures on the

Start space of the hunt board.
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Mineral Gathering and Herb Gathering 
Mineral Gathering and Herb Gathering are story 

events that may be triggered during the hunt by add­

ing their unique hunt event cards to the hunt board. 

Herb Gathering 
............. 

Mineral Gathering 
•te»dllM,..., 

If survivors have the appropriate tools in their gear 

grid, they can add the Mineral Gathering and/or 

Herb Gathering hunt event cards to any space (ex­

cept Start, Overwhelming Darkness, and Starvation) 

on the hunt board before traversing it. 

Each event may only be added to the hunt board 

once per hunt phase, on top of any existing event 

cards. 

Hunt Your Quarry 

Survivors take turns as the event revealer. The 

event revealer draws the top event card in the survi­

vors' current space, reads it aloud to the other play­

ers, and follows the rules on the card. 

When an event is complete, the card is archived and 

the next survivor becomes the event revealer. 

- Rules-

If no cards remain in the survivors' space, the sur­

vivors move one space toward the monster and the 

event revealer draws the top event card in the new 

space and follows the rules on the card. 

Hunt event cards are resolved one at a time, from top 

to bottom. Unless compelled to move by an event, 

the survivors must resolve all hunt events in their cur­

rently-occupied space before moving. 

The monster does not move unless an event 

specifies otherwise. 

If there are no hunt event cards on a hunt board 

space when the survivors move into the space, the 

event revealer makes 1 roll on the hunt event table 

before the survivors can move to the next hunt board 

space unless specifically directed to skip spaces. 

During each hunt, the first time the survivors land on 

the Overwhelming Darkness space, trigger the Over­

whelming Darkness story event instead of rolling on 

the hunt event table. 

Find the Quarry 
If the survivors move into the same space as the 

monster on their hunt turn, the hunt phase is over, 

and the showdown phase begins immediately. Do 

not resolve any hunt events on the hunt board space 

occupied by the monster. 

Hunt Event Cards 
Basic hunt event cards are identical and direct the 

event revealer to roll on the hunt event table to deter­

mine what happens next. 

The hunt event table lists 100 possible events 

the survivors may encounter. The event revealer 

rolls "1d100" to randomly determine the event. 

To roll 1d100, take 2d10 and nominate one die to 

be tens and one to be ones. Roll them together for a 

Random Event 
·ba!lct-.J.-.-,..

result between 1 and 100. 

For example, if the tens die result is "3" and the 

ones die result is "5," the event number is "35." Turn 

to hunt event 35 in the hunt event table, read it aloud, 

and resolve it. 

Hunt Events 
Often, hunt events will require players to roll on a ta­

ble to determine the outcome of an event. Each event 

will specify who should roll (event revealer, random 

survivor, or survivors meeting a certain criteria). If no 

survivor is specified, the event revealer rolls. 

The event revealer is also responsible for making 

any randomized choices (picking random survivors, 

gear, etc). The event revealer can use dice, names 

in a hat, or whatever they prefer. 

Some events will have requirements for survivors to 

participate. For instance, some events require survi­

vors to have high levels of courage or understanding 

to participate in the event. 



Reaching Overwhelming Darkness 
The first time in a hunt the survivors 

move into the Overwhelming Dark­

ness space, they trigger the Over­

whelming Darkness story event. 

The survivors cannot skip Over­

whelming Darkness. If they move 

through the space for any reason, 

instead, stop hunt board move­

ment and resolve Overwhelming 

Darkness (before any other events 

or effects on this space). Resolve 

any other events on this space then 

continue to the next space on the hunt board. 

If for some reason, the survivors move into or through 

Overwhelming Darkness more than once in a single 

hunt phase, treat it as a blank space. 

Gaining Gear on the Hunt 
If a survivor gains gear during the hunt phase, they 

may add it to their grid immediately. If their gear grid 

is full, they must either archive the acquired gear (un­

less it is cursed) or another piece of gear from the 

gear grid to make room for the new gear. A gear grid 

may not be rearranged when this occurs, and the 

item cannot be added to another survivor's gear grid. 

Event Damage 
Survivors may suffer damage during the hunt. This is 

event damage and is non-lethal. Event damage will 

still reduce armor points and insanity, cause light and 

heavy injuries, but will not cause severe injuries or 

brain trauma. Any damage accrued on the hunt per­

sists into the showdown phase. 

Any tokens gained on the hunt remain through the af­

termath of the following showdown or the beginning 

-Rules-

of the next settlement phase, whichever comes first. 

Severe Injuries and Brain Trauma 
In special cases, survivors may suffer severe injuries 

or brain traumas during the hunt. These cases will be 

clearly indicated on an event. 

Apply any attribute modifiers, impairments, and re­

strictions from injuries and brain traumas suffered on 

the hunt to the showdown that follows it (including 

bleeding tokens). If you must skip the next hunt as a 

result of an injury, this refers to the next hunt, not the 

remainder of the current one. 

Retire on the Hunt 
If a survivor retires during the hunt, they participate 

in the coming showdown and return to the settlement 

with any victorious survivors. When they return, they 

retire, never to hunt again. 

Death on the Hunt 
If survivors perish during the hunt phase, all of their 

gear (except any gear with the irreplaceable rule) 

returns to the settlement storage unless the event 

states otherwise. It may not be used by the remain­

ing survivors on the hunt. 

Ambush 
If the monster moves into the survivors' hunt board 

space, the survivors are ambushed. End any current 

hunt events and start the showdown immediately, 

If the survivors are ambushed by the monster, they 

must skip their first turn. In most cases, this means 

that the monster will take two turns. 

Some hunt events allow the survivors to ambush the 

monster. When the monster is ambushed, survivors 

may choose to go first in the showdown. Do not fol-

low the setup rules for terrain on the monster's story 

event. Instead, place the listed showdown terrain, 

the monster, and survivors on the showdown board 

as the players decide (setup rules on terrain cards 

must still be followed). 

Compulsory Movement 
Some hunt events or effects may move the survi­

vors. When this happens, move the group the indi­

cated number spaces forwards or backwards. The 

survivors cannot move past the Start or Starvation 

spaces. 

The Hunt Fails 
If the survivors perish on the hunt, reach the end of 

the hunt board without a showdown, or the monster 

moves off of the hunt board, the Hunt Phase ends 

and the quarry is lost. 

Apply the rules on the Starvation space of the hunt 

board. The lantern year is over, and a new settle­

ment phase begins. 

Run Away 
If the survivors' settlement has innovated Picto­

graphs, they may trigger the Run Away story event 

at any time during the hunt. Running frantically for 

home rarely has good outcomes, but may be an im­

provement on looming death. 

In this case, each escaping survivor must trigger the 

story event individually. Turn to the Run Away story 

event and follow the rules for attempting escape. 
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Showdown Phase 

The showdown is the battle between a monster and 
the survivors. The showdown ends only when the 
monster or the survivors are defeated. 

During the showdown phase, you will: 
- Create a monster
- Set up the showdown board
- Place terrain, monster, and survivors
- Battle the monster
- Confront the aftermath of the battle, collecting
your rewards or facing your destruction.

Keep the monster showdown story event page open 
on the table for reference during the showdown. This 
page contains information about: 

- Monster attributes
- Showdown board terrain setup
- Setting up monster and survivor miniatures
- Monster instinct rules

Table Setup 
Place the showdown board, monster control panel, 
and the gear grids and record sheets of the survivors 
participating in the showdown on the table. 

-Rules· 

Create a Monster 

To create a monster, you will need: 
- Monster Al deck
- Monster (S) cards and any attributes tokens
- Monster hit location deck
- Basic resource deck
- Monster resource deck
- Double-sided Basic Action I Reference Card

Creating the Al Deck 
A monster's Al deck is assembled from its pool of 
unique Al cards. Al deck construction is different for 
each monster and also varies by the monster level. 
Consult the monster attribute section on the mon­
ster's showdown story event in the row correspond­
ing to the monster's level. This will indicate the num­
ber of basic («:)), advanced (0), and legendary (C,) 
cards to include. 

To build the deck, set aside the monster's (C,) Al 
cards. Separate the monster's Basic, Advanced, 
and Legendary Al cards into stacks and shuffle each 
stack. 

Draw the indicated number of each card type from 
each stack without looking at them. 

Combine the resulting cards and shuffle them to cre­
ate the Al deck. Place the Al deck face down on the 
monster control panel. 

To build a Level 3 Screaming Antelope, shuffle its 

Basic, Advanced, and Legendary Al cards into three 

separate stacks. Draw 13 Basic, 7 Advanced, and 2 

Legendary cards. Combine them and shuffle to cre­

ate the Al deck. 

Monster (S) Cards and Attributes 
Each monster showdown story event lists any (C,) 
cards and further modifiers that start in play. These 
are not added to the Al deck. Place these face up on 
the monster control panel and apply their rules for 
the duration of the showdown. 

Basic Action I Reference Card 
Place the double-sided Basic Action I Reference 
card on the monster control panel. 

Creating the Hit Location Deck 
Take all hit location cards for the monster. Shuffle the 
cards to form the monster hit location deck and place 
them face down on the monster control panel. 

Resource Decks 
Take the basic resource deck and shuffle it. Place it 
face down next to the monster control panel. 

If the monster has its own monster' resource cards, 
shuffle those and place them face down next to the 
monster control panel. 

Showdown Board Setup 

This section details the rules for placing terrain, mon­
ster miniatures, and survivor miniatures on the show­
down board. 

Terrain 
Terrain changes the makeup of the showdown board. 
Survivors and monsters can interact with terrain tiles, 
and use them to avoid harm. The complete rules for 
interacting with terrain are found in the Terrain Sec­
tion. 

Kingdom Death: Monster Core Game 65 



66 

Terrain & Deployment 

Each monster's showdown story event has a Terrain 

and Deployment section. It lists specific and random 

terrain to place on the showdown board. 

Note the quantity of terrain tiles each terrain card in­

structs you to place, as many terrain cards add more 

than one terrain tile to the showdown board. 

First, use any specifically-listed terrain cards to set 

up their corresponding terrain tiles according to the 

Showdown Setup diagram found on the story event. 

If the terrain tiles are not on the diagram, follow the 

setup rules on the bottom of each card. Set aside 

these terrain cards. 

Next, add random terrain by shuffling the terrain deck 

and drawing the number of cards specified by the 

story event. Set up their corresponding terrain tiles, 

one card at a time;according to the rules on the bot­

tom of each card. 

Place the monster and survivors on the showdown 

board according to the Showdown Setup diagram. 

Once the terrain, the monster, and the survivors are 

on the showdown board, the showdown begins. 

Additional Terrain 

Some effects add extra terrain to the showdown 

board. Unless directed otherwise, always follow the 

setup rules on the bottom of the card. 

• Rules· 

The Showdown Round 

The showdown proceeds in rounds, consisting of the 

monster turn followed by the survivors' turn. Rounds 

will continue until the monster is dead or all the sur­

vivors are dead. 

Unless otherwise stated, monsters always go first. 

Each round, a new player takes the monster control­

ler tile and is responsible for controlling the monster 

that turn. The monster controller tile moves clock­

wise at the start of every round. 

Monster Controller Bonus 
When a monster controller's survivor is selected as 

the monster's target, this foolhardy action earns that 

player's survivor+ 1 insanity. 

I
If you control more than one survivor, make 

sure to nominate a different survivor each 

time you take the monster controller tile, 

cycling through all possible survivors. 

Monster Turn 

A monster's turn proceeds in the following order: 

1. Start Turn

2. Draw Al 

3. End Turn

Start Turn 

Some Al cards and persistent injuries have rules that 

are performed at the start of the monster's turn. Make 

sure to perform them before drawing an Al card. If 

there are multiple instances, the Monster Controller 

decides the order to perform them. 

Draw Al 

The Monster Controller draws the top Al card on the 

monster's Al deck and plays it. If there are no cards 

in the Al deck, shuffle the discard pile, create a new 

Al deck, and draw the top card. 

If the monster does not have any cards in its Al deck 

or its Al discard pile, it will perform its Basic Action 

(listed on the monster's Basic Action I Reference 

Card) instead of drawing Al cards until it is defeated. 

End Turn 

Some Al cards and persistent injuries have rules that 

are performed at the end of the monster's turn. If 

there are multiple instances, the Monster Controller 

decides the order to perform them. Once these are 

resolved, the monster's turn comes to an end and the 

round continues. 

Playing Al Cards 
After drawing an Al card, the monster controller 

should read the card in its entirety, then perform all 

the actions on the card. Al cards consist of actions 

that are divided by flows and alerts. 

• 
Combo Claw 

Pick Target 
do5esl lhreal. �in ralll" 
dosest thre.Jt in field ol view 
no targei, sniff 

Move & Attack Target 
---
2 4+ 1 

-

If this attad< deals damage more than 
once.drawl-

•LOst Hand, The White Lion stares 
sadly at its bloody stump. Any adjacent 

survivors gain+ 1 understanding.. 



Perform each action before moving to the next. Some 

cards may only have 1 action. 

Some Al actions are conditional. If the condi­

tions are met, perform the action, otherwise continue 

to the next action. 

If there are no further actions on a card, the card 

is resolved. Discard the Al card by placing it face 

up on the monster control panel in the discard pile. 

Then, continue the round. 

The White Lion's Combo Claw has 3 actions and 1 

Persistent Injury (Lost Hand). 

After drawing Combo Claw, the monster controller per­

forms the first action on the card, Pick Target. The mon­

ster controller picks a target according to the target list. 

Whenever a flow is reached on an Al card, survivors 

have a window of time where they may spend sur­

vival and perform survival actions (dash, encourage, 

surge) before advancing to the next monster action. 

Complete any survival actions before moving to the 

next monster action. 

Move & Attack Target 

The monster controller moves the monster towards 

the target and makes its attack. After the attack is re­

solved, advance to the next action on Combo Claw. 

After a second flow, perform the next action. 

If this attack deals damage more than 

once, draw I . 

- Rules-

This is a conditional action. If the target suffered 

damage more than once, the condition of the action 

is met. Since there are no actions left on the card, 

Combo Claw is resolved. The monster controller 

discards Combo Claw, then draws and plays a new 

Al card. 

If the monster's attack missed, or the target avoided 

being hit more than once, the condition is not met 

and the monster controller does not draw another Al 

card. Since there are no further actions on Combo 

Claw, the card is resolved. Discard Combo Claw 

and continue the round. 

� Persistent Injuries 
Persistent injuries are conditional actions that re­

place the normal rules of an Al card. If a persistent 

injury action is performed, ignore any other actions 

on the card. 

*Lost Hand: The White Lion stares 
sadly at its bloody stump. Any adjacent 

survivors gain + 1 understanding. 

Persistent injury actions are only performed when 

the monster draws an Al card with a persistent in­

jury action that matches a persistent injury on a hit 

location in play. 

When the White Lion draws Combo Claw, the 

monster controller checks the monster control panel 

for hit locations currently in play as a result of critical 

wounds suffered earlier in the showdown. 

If the Strange Hand hit location is in play with 

the Lost Hand Persistent Injury, the White Lion ig­

nores all other actions on Combo Claw and per­

forms Lost Hand. The monster controller awards all 

adjacent survivors + 1 understanding, then discards 

Combo Claw card and continues the round. 

Playing Moods & Traits 
Moods & Traits have persistent effects over multiple 

rounds. These cards may change a monster's be­

havior and/or actions as play continues. 

• 
Ground Fighting 

The monster flops onto its side. wolong 
for anackers 10 draw ne..v. While Ground 

F1gh<ingis in play.do not draw I. 

when a survl\'Or� O In the zone of 
......_belo<em<>lvircmeaaJon.t11e 

monster perlorms a Bask Action-th •2 
speed and • l d.arnage. targetin3 the 

survivor. 
zoneotooth 

When Che White Uon is wounded. 
--Rgl\6� 

0 

Apply any persistent rules as long as the card re­

mains in play (any time after it is drawn and before 

it is discarded). Perform any conditional actions as 

their conditions are met. 

If an Al card contains an action to "draw I", com­

plete any applicable actions on the current Al card 

before drawing and playing a new Al card. 

The White Lion's Ground Fighting mood states that 

the monster does not draw Al cards while this card 

is in play. 

Instead, each round the monster controller will 

monitor the Zone of Death specified on the card and 

perform a Basic Action targeting any survivor that 

spends activation in the specified spaces. 

When the monster is wounded, discard Ground 

Fighting. When the card is discarded, the White Li­

on's behavior returns to normal. 
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Pick Target 
Monsters choose their target based on a Pick Target 

list or diagram at the top of each Al card. 

Pick Target 

closest threat. facing. in range 

closest threat. in field of view 

no target: sniff 

A pick target list is made of a series of conditions. 

Each may include several terms that create a single 

condition. Start with the first condition. The monster 

controller should check if the conditions for targeting 

can be met. If not, move to the next condition and so 

on. Stop when a target condition is met. 

In some cases, the target is determined by an area 

or zone, such as adjacent survivors or all survivors in 

a zone described by a diagram. These Al cards will 

illustrate or clearly state the area of the board that 

determines the target. The dark gray box represents 

the monster and its current facing. 

Zone of Death 

•••• • •••
•••• •••••••••• ••••••••••••••••••••••••••
• ••••••••••••••••••••
•••••••••••••••••••••• 
. ········a·········· 
•••••••••• •••••••••• 
•••••••••••••••••••••• 
••••••••••••••••••••••••••••••••••••••••••••
•••••••••••••••••• ••• 

In some cases, more than one target may be picked. 

Each Al card will specify if multiple survivors can be 

targeted by that Al card. 

The last condition on the targeting list is no target. 

When this is reached, instead of performing any oth· 

er action on the card, discard it and perform the indi· 

cated no target action or rule. This is most often the 

monster's instinct. 

- Rules-

The target may not be changed once the target is 

chosen (including effects of gear like Fecal Salve). 

Often, multiple survivors will satisfy a targeting rule. 

For instance, multiple survivors might be considered 

closest. In these cases, the monster controller de· 

cides which survivor becomes the target. 

Monster controllers can use their decisions to 

give the advantage to the monster or to the group, or 

approach each decision randomly. 

Some attacks have collateral damage that effect sur­

vivors in a zone. In these cases, these survivors are 

not targets unless stated otherwise. 

Common Targeting Terms 
Facing: A monster is facing all spaces on the board 

that are in front of the miniature. 

In field of view: A survivor is always in a monster's 

field of view, unless they are in the monster's blind 

spot or the monster's line of sight is blocked. Only 

terrain with the Obstacle rule blocks field of view. 

These rules are described in the Terrain section. 

In range: A survivor is in range of a monster if the 

number of spaces between them is less than or 

equal to its current movement (including modifiers) . 

If in range is followed by a number, such as 

range (8), that number replaces the monster's move­

ment when calculating to see if a survivor is in range. 

Zachary is in range, Erza is out of range. 

Random survivor: The monster controller should 

randomly pick a survivor. Use dice, names in a hat, 

or any other preferred method. 

Threat: A threat is any survivor that is not knocked 

down or using special gear/terrain to prevent being 

considered a threat. 

Closest survivor/threat: The survivor/threat fewest 

spaces from the monster. 

Last to wound: The last survivor to wound the monster. 

Non-deaf survivors: Survivors not suffering from 

the deaf severe head injury. 

Most I Least: Zero can count as most or least unless 

otherwise stated. 

When the monster controller draws and plays Vi­

cious Claw, the first action on the card is Pick Tar· 

get. Starting at the top, check each item on the Pick 

Target list to see if any survivors satisfy the target 

rule. Stop when the first target is found. If more than 

one survivor satisfies a target rule, the monster con· 

troller chooses one . 

Priority Target Token 
If a survivor gains the priority target token, that survivor 

captures the monster's attention. Only one survivor 

may have the priority target token at a time. A survivor 

keeps the priority target token until another survivor 

gains it or the end of the next monster turn unless it is 

removed by a card or effect. 

When a monster performs a Pick Target action 

on an Al or E) card, ignore all other

targeting conditions and target the 

survivor with the priority target token. 



The priority target token does not affect Al cards 

that pick multiple targets or all survivors, nor any tar­

geting on monster Al cards outside of a Pick Target 

action (e.g. the White Lion's Cunning S card). 

The priority target token does not affect targeting 

in a monster's hit location deck. If a monster's reaction 

on a hit location card targets the attacker, the priority 

target token has no effect. 

Move & Attack Target Actions 
Move & Attack Target actions are the- most common 

way a monster will attack survivors. Move & Attack 

Target, unless specifically stated otherwise, is an in­

struction to move the monster towards its target up 

to its current movement or until adjacent, turn to face 

them, and attack using the action's attack profile. If a 

monster is already adjacent to its target, it will turn to 

face its target and attack without moving. 

Variants of Move & Attack Target 
Other actions, such as Materialize & Attack Target, 

or Move & Intimidate Target, are performed similarly 

to Move & Attack Target, but with the rules of another 

behavior substituting for a portion of the action. 

The Materialize & Attack Target action on the 

Phoenix's Wing Punch Al is performed the same way 

as a Move & Attack Target action, but the Phoenix 

materializes facing and adjacent to the target instead 

of moving. Likewise, the Move & Intimidate Target ac­

tion on Butcher's Gaze of Truth Al card full moves the 

Butcher the same way as a Move & Attack Target ac­

tion, but intimidates the survivor instead of attacking. 

Some attack profiles will only be preceded by 

an instruction to attack target. On these profiles, the 

monster does not move before attacking. 

Some actions will simply state to full move to­

wards target, then attack target. This is effectively the 

same as a Move & Attack Target action. 

-Rules-

Monster Movement 
Actions will dictate when to move the monster. Most 

commonly, this will be in the form of a Move & Attack 

Target action after a monster has picked a target. 

When an action instructs a monster to move to­

ward a target, the monster controller must identify 

the shortest path between the monster and the tar­

get, then move the monster miniature along that path 

until it is adjacent to the target or has no movement 

remaining. If there are multiple paths tied for the short­

est, the monster controller chooses one. 

Regardless of their size, monsters move 1 space 

at a time in cardinal directions (not diagonal). 

After the White Lion plays Vicious Claw and picks a 

target, it will proceed to the next action on the card, 

Move & Attack Target. 

To move towards the target, the monster control­

ler first chooses the shortest path between the mon­

ster and the survivor, then moves 1 cardinal space at 

a time along that path. Since the White Lion's move­

ment is 6 and the survivor is 7 spaces away, the mon­

ster controller is able to move the monster to a space 

adjacent to the target. 

The monster has turned to face Zachary. 

It is now facing all of the indicated spaces. 

After moving the monster, turn to face the survivor, re­

solve any instances of collision, then attack the target 

using the card's attack profile. 

Some attacks have reach (the long halberd of the 

King's Man) or range. In these cases, move the mon­

ster the minimum number of spaces it must move to 

attack its target. 

Full Move 
Full move is a term that describes a monster or sur­

vivor's maximum available movement, taking into 

account any positive or negative movement modifier 

tokens. 

For example, a Level 1 White Lion (movement 6) 

with a -1 movement token would have a full move of 5. 

Forward, Back, Away, and Toward 
Some actions and rules will specify a direction for the 

monster to move. 

Forward: This is the direction the monster is currently 

facing. 

Back: This is the opposite direction the monster is 

currently facing. 

Away: This is usually in conjunction with something 

on the board (e.g., all survivors, the attacker, a board 
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edge, a terrain tile).The monster controller should 

move as directly as possible, in any direction that puts 

the most spaces between the monster and the spec­

ified location. 

Toward: This is usually in conjunction with something 

on the board (all survivors, the attacker, a board edge, 

or a terrain tile).The monster controller should move 

as directly as possible, in the direction that moves the 

monster closest to the specified location. 

Place the Monster 
Although they usually change a monster's location on 

the showdown board, rules specifying to place a mon­

ster are not considered movement. 

How Monsters Attack 

Attack actions direct a monster to attack. The second 

portion of a Move & Attack Target action tells a mon­

ster to attack its target. Attack actions are followed 

by attack profiles. Attack profiles on Al cards list the 

3 basic components of an attack: speed (how many 

dice in an attack), accuracy (the likelihood of hitting), 

and damage (how much damage a hit causes). 

The monster controller makes attack rolls equal 

to the monsters speed, determines a hit location for 

each successful hit and deals damage. 

--- ,..,.. 

2 2+ 1 e After Damage 

Speed: The number of attack rolls. Speed is deter­

mined by the speed listed on the attack profile and 

modified by the monster's speed (listed on the mon­

ster's story event) and any speed modifier tokens. 

The monster controller rolls a number of d1 Os equal 

to the speed of an attack. 

- Rules-

When the level 1 White Lion attacks Zachary with Vi­

cious Claw, the attack speed is listed as 2. The level 

1 White Lion has no additional speed, so the monster 

controller rolls 2d10. 

Accuracy: The number to meet or exceed on an at­

tack roll result for an attack to hit the target. Accuracy 

is determined by the accuracy listed on the attack pro­

file, any accuracy modifier tokens the monster has, 

and the evasion of the target. 

Attack Roll Result + Monster Accuracy Modifier 

must meet or exceed 

Attack Profile's Accuracy+ Survivor's Evasion Modifier 

The monster controller rolls 2d10 to attack Zachary 

with Vicious Claw. If the roll results are 1 and 4, one 

attack roll hits (4) and one misses (1 ). 

Damage: An attack's target suffers the amount of dam­

age listed on an attack profile, modified by the monster's 

damage attribute and any damage tokens. Damage 

from a single hit is applied to a single hit location. 

The Level 1 White Lion's Vicious Claw hit Zachary 

once. Since the damage listed on the Attack Profile is 

1 and the Level 1 White Lion has no additional dam­

age modifiers, the damage dealt from this hit is 1. 

Determine Hit Locations
After the number of hits in an attack have 

been determined, the monster controller • 
rolls the hit location die once for every hit. Once all the 

rolls are made, resolve damage from each hit one at a 

time in the order the target chooses. 

If there is more than one hit, it is possible that 

the location dice will roll the same location more than 

once. Each hit to this location is resolved separately. 

The monster controller rolls the hit location die to de­

termine where the Vicious Claw attack lands. The 

result is waist. Zachary, like all starting survivors, has 

a Cloth gear card that gives his waist 1 armor point. 1 

damage to this location reduces the armor by 1 to 0. 

Deal Damage to Hit Locations 
After the monster controller rolls the hit location die for 

each hit, damage is dealt to each hit location one at a 

time in the order of the target's choosing. 

Damage Armor 
Light & Heavy 

Injuries 
Severe 
Injuries 

Damage from a hit is spent 1 point at a time at a loca­

tion to reduce armor points, cause injuries (light, then 

heavy), and cause severe injuries. A hit is resolved 

when all damage from it has been expended. 

All damage is spent in the following order: 

1 I Armor: Spend 1 damage to reduce the armor 

points at a location by 1 until either no damage 

remains or the armor at that location is reduced to 

0. If damage remains at a hit location with O armor

points, continue to light and heavy injuries.

2 I Light and Heavy Injuries: Spend 1 damage to fill 

in 1 injury box (first light, then heavy). When the 

heavy injury box is filled, the survivor is knocked 

down. If damage remains at a hit location with O 

armor points and both injury boxes are filled, con­

tinue to severe injuries. 

3 I Severe Injuries: All remaining damage from a hit 

is expended by rolling once on the severe injury 

table for that hit location and suffering its effects. 

If a location is hit multiple times in a single 

attack, each hit is considered separately. This 

means that it is possible to suffer multiple severe­

injuries to one hit location within a single attack. 



Trigger & Attack Effects 
Some attack profiles cause additional effects. These 

are listed directly under the attack profile. 

• Bleed 1: Target gains I bleeding token. 

The Trigger section of the attack profile indicates 

when to resolve these effects. Attack effects are tig­

gered once per attack. 

After Hit: if there are any successful hits in the attack, 

before rolling hit location dice, apply this trigger's at­

tack effects. (Do not apply if there are no hits.) 

Before Damage: apply this trigger's attack effect after 

hits and hit location dice are rolled, but before damage 

is dealt to hit locations. 

After Damage: if there are any successful hits in the 

attack, resolve all damage from all hits in this attack 

(roll hit location dice, apply damage to hit location), 

then apply this trigger's attack effects. If there is no 

damage dealt from the attack, do not apply this effect. 

The Level 1 White Lion's Vicious Claw attacks Zach­

ary. He is hit twice in the waist location. Since he 

suffered damage from this attack, the After Damage 

trigger applies once for this attack. Zachary gains 1 

bleeding token. 

Common Triggered Rules 
Knockback X: The target of knockback is pushed X 

number of spaces. Move the miniature the number of 

spaces indicated by knockback, in a straight line, di­

rectly away from the source of the knockback. 

Bash: The survivor is knocked down. 

Bleed X: The survivor gains X bleeding tokens. If no 

number is specified, gain 1 bleeding token. 

Intimidate 
Intimidate actions are not attacks, and survivors can 

-Rules-

not spend survival to dodge Intimidate actions. 

Intimidate actions cause brain damage instead of 

damage to physical hit locations. 

Monsters don't need to be adjacent to their tar­

gets to intimidate. Follow the specific rules on the Al 

card to perform each unique Intimidate action. 

Brain Damage 
Brain damage affects the brain location. Treat insan­

ity as armor points for the brain location and assign 

damage as listed above. Reduce insanity the way you 

would armor, then fill the 1 brain injury box, and finally 

make rolls on the Brain Trauma table. 

Playing Duration Al Cards 
In order to be resolved and discarded, duration 

cards must be drawn twice. 

The first time a duration card is drawn, perform 

any "when drawn face down" actions. Then, instead 

of discarding it, place the duration card in play face 

up on top of the Al deck. 

The next time a monster would draw an Al 

card, it will draw the duration card for a second time. 

Perform any "when drawn face up" actions. Then, 

discard the card. 

Some duration cards will have effects that are 

persistent while they are face up on top of the Al 

deck, waiting to be drawn again. 

Any effects that manipulate the Al deck besides 

wounding (rawhide headband, whistling mace) are 

ignored while a duration is face up. 

Draw 

DURATION 

Place Face Up 

On Deck 
orawAgaln 

If a monster is wounded while a duration Al is face 

up, the duration is moved into the wound stack. 

Survivor Status Al Cards 

Gobbled Up 
--

When a survivor gains a sur­

vivor status card, place it in 

a convenient location next to 

their gear grid. The effects on 

the card apply only to them. 

Some status cards will 

have conditions that will need 

to be monitored and tracked. 

Others grant survivors actions 

that are unique to a show-

down. 

If a monster's story event has a Survivor Status 

card in its setup, all survivors gain the card at the 

start of the showdown. 

Damage Outside of Attack Actions 
Some Al cards cause damage without choosing a tar­

get or without explicitly attacking. 

For instance, resolving damage from the White 

Lion's Grasp triggers grab. Grab deals 1 additional 

damage per monster level to the attacked survivor. 

Damage dealt outside of an attack profile is re­

solved normally, but is not modified by the monster's 

attributes or tokens, If no hit location is specified, roll 

the hit location die. 

Damage dealt outside of an attack profile cannot 

be dodged, since it does not result from a hit. 

Healing 
When a monster performs heal X, they return X 

wounds from the Wound Stack to the Al deck. Without 

looking at them, take the number of wounds healed 

from the top of the Wound Stack and place them on 

the bottom of the Al deck. 
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Collision 

Survivors, monsters, and impassable terrain tiles may 

collide with each other. This causes survivors to suffer 

collision. When a survivor suffers collision, they are 

knocked down. 

Colliding occurs when: 

- A monster moves through or ends its movement on

a space occupied by a survivor.

- A survivor moves through or ends their movement

on a space occupied by a survivor (due to knockback).

- A survivor is knocked back into an impassable ter­

rain tile.

Monsters Colliding with Survivors 

Monsters may move through spaces occupied by sur­

vivors. When they do, they collide. At the end of the 

monster's movement, the survivor suffers collision. 

When a monster ends their movement on a 

Lucy is the closest threat, in field of view. 

The Monster picks her as its target. 

- Rules-

The monster moves directly towards its target, Lucy. 

Zachary suffers collision. 

space currently occupied by a survivor, they collide. 

The survivor suffers collision and knockback 5 directly 

away from the monster. 

Survivors Colliding with Survivors 

Survivors may not normally move into spaces occu­

pied by other survivors. However, they may collide 

due to knockback. When this happens, complete the 

knockback movement normally. At the end of the 

knockback movement, both survivors suffer collision. 

When a survivor's knockback movement ends 

on a space occupied by another survivor, they collide. 

Place the knocked back survivor in the closest unoc­

cupied space. Both survivors suffer collision. 

Survivors Colliding with Impassible Terrain 

Monsters move through impassible terrain unimped­

ed. 

Impassable terrain interrupts all survivor move­

ment (including knockback). If knockback would 

cause a survivor to move into an impassable terrain 

tile, instead they collide with it. The survivor suffers 

collision and stops its movement in the last space be­

fore the terrain tile. 

Survivors may not be placed on impassable 

terrain. For example, if the White Lion's Grab would 

place a survivor on an impassable terrain tile, instead 

they collide with it. The survivor suffers collision and is 

placed in an unoccupied space adjacent to the terrain 

tile and as close to the monster as possible. 

Showdown Board Edges 

Survivors and monsters cannot move off the show­

down board or be knocked off the board. 

Zachary has suffered knockback 5. 

Zachary moves 3 spaces to the board edge and stops. 

If movement or knockback would cause a survivor or 

monster to move off the showdown board, instead, 

stop the movement at the board edge. 

If knockback or monster movement starts at a 

showdown board edge and would go off of it, instead 

move along the board edge. 

Zachary has suffered knockback 5. 

Zachary moves s spaces along the board edge. 



Knocked Down & Standing 

Monsters and survivors are standing unless they are 

knocked down. While a survivor or monster is knocked 

down, they cannot be knocked down again. 

Knocked Down Survivors 

A knocked down survivor must spend time standing 

back up. Knocked down survivors stand at the end of 

the next monster turn or another survivor may spend 

survival to encourage a knocked down survivor. 

- A knocked down survivor is not a threat.

- If a survivor is knocked down in the middle of their

attack, their unresolved hits are canceled.

- Knocked down survivors may only spend survival

to dodge (remaining knocked down), and cannot

spend activation or movement.

Tip the survivor miniature on its side to indicate 
that it is knocked down. 

Knocked Down Monsters 

A knocked down monster stands up at the start of the 

next turn (monster or survivors'). 

- While a monster is knocked down, attack rolls hit on

3+ in place of normal accuracy.

- Rules-

- While a monster is knocked down, all reactions

are canceled. This includes reactions that might be

beneficial to survivors. (This does not cancel critical

wounds, since they are not reactions.)

- A knocked down monster stands when a monster

controller draws an Al card and then plays that card

as normal.

- A knocked down monster stands when a trap is

played and plays out its rules.

- If the monster is knocked down during a flow, can­

cel any remaining actions on the card.

- Unless otherwise stated on the Al card, any moods

or traits currently in play will affect survivors even if 

the monster is knocked down. 

Survivors' Turn 

The second part of a round is the Survivors' turn. 

During the survivors' turn, survivors act one at a time, 

completing their entire act before another survivor 

may act. 

Survivors may act in any order, taking advantage 

of different gear, abilities, and fighting arts to make the 

most of their collective turn. 

Act Overview 
At the start of their act, a survivor gains+ 1 0 and + 1 0. 

During their act they may perform the following actions 

in any order. Each action must be completed before 

another can begin. 

- Spend O (move)

- Spend O (activation)

At the end of their act, a survivor loses unspent O 0. 

Movement 
Survivors can spend O to move. Survivors move one 

space at a time, to any adjacent unoccupied space, 

moving only in cardinal directions (not diagonal). 

Survivors cannot move through spaces occupied by 

monsters or other survivors (even if they are knocked 

down). Survivors may move before or after spending 

activation. 

Activation 
Survivors can spend O to activate gear, interact with 

terrain, or activate other special rules (e.g., fighting 

arts, abilities). These special rules will clearly state 

what happens when O is spent. 

How Survivors Attack 
Survivors attack by spending Oto activate a weapon, 

using its attack attributes to make an attack. Survivors 

must be in range to attack. 

Melee Weapons 
To attack with a melee weapon, a survivor must be in 

a space adjacent to the monster unless that weapon 

has reach. 

Reach Weapons 
A reach 2 weapon is a long melee weapon that allows 

a survivor to attack from 2 spaces away. 

Ranged Weapons 
A ranged weapon, like a bow or dart, allows the sur­

vivor to attack from a distance. A survivor can attack 

with a ranged weapon from a number of spaces away, 

less than or equal to the weapon's range. 

A survivor using a ranged weapon cannot attack 

a monster when their field of view is blocked. Only ter­

rain with the Obstacle rule blocks field of view. These 

rules are described in the Terrain section. 
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A Survivor's Attack 

Follow the steps below to perform an attack. 

1. Make Attack Rolls

Attack rolls represent how quickly you strike. Roll a

number of d1 Os equal to the attack speed.

Attack Speed = Weapon Speed + Survivor Speed Modifier 

2. Determine Hits

For each attack roll result add any survivor accuracy 

modifier. A hit occurs if this total meets or exceeds the 

weapon's accuracy, taking into account any monster 

evasion. Any attack roll that does not hit is a miss. 

Attack Roll Result + Survivor Accuracy Modifier 

must meet or exceed 

Weapon's Accuracy + Monster Evasion 

3. Draw Hit Location Cards

The monster controller draws 1 monster Hit Loca­

tion card for each hit and places them face up in 

front of the attacking player.

4. Read Hit Location Cards

Read all of the drawn hit locations cards. If a Trap

was drawn, end the attack(s) and resolve it now.

5. Resolve Drawn Hit Locations

Follow the wound steps for all the hit locations

drawn by this attack. Once all hit locations are re­

solved, the attack ends.

6. End the Attack

Stop applying any effects that last until the end of

this attack. The attack is now resolved.

· Rules-

- The Wound Steps -

1. Select a Hit Location to resolve

Select a face up hit location card to resolve. First

Strike hit locations must be selected before any

other hit locations.

2. Perform Special Rules

Perform any special rules on the hit location card.

3. Wound Attempt

Attempt to wound the selected hit location by 

making a wound roll (roll 1d10) and adding the 

attacking weapon's strength and any survivor

strength modifiers to the result. If this wound

attempt total meets or exceeds the monster's

toughness (including any toughness tokens), it

succeds and the hit location is wounded.

If the total is less than the monster's tough­

ness, the wound attempt fails. 

Wound Roll Result {ldlO) + Weapon Strength 
+ Survivor Strength Modifier 

must meet or exceed 

Monster's Toughness 

+ Monster Toughness Modifiers 

4. Check for Critical Wounds

If a hit location has a critical wound listed, there

is a chance to inflict a critical wound. A criti­

cal wound has effects that occur in addition to

wounding the monster.

survivor Attribute Modifier 

5. Wound the Monster

When you wound a hit location, remove the top

card of the Al deck without looking at it. If the Al

deck is empty, shuffle the discard to create a fresh

deck. Place the removed card in the wound stack 

on the monster control panel. Cards in the wound 

stack are no longer part of the Al deck, and are the

number of wounds the monster has suffered. 

6. Fellow Survivors React 

Survivors that are not the attacker may have an 

opportunity to perform survival actions.

7. Perform Reactions

Hit location cards may have reactions. The

three types of reactions are Wound, Failure,

and Reflex.

- Wound: Perform if wound attempt succeeds.

- Failure: Perform if the wound attempt fails.

- Reflex: Always perform (unless critical wound).

8. Resolve the Hit Location

Discard the hit location card face up on the

monster control panel. If unresolved hit loca­

tions remain in this attack, select the next hit

location to resolve. Return to step 1 and resolve

this location.

If all hit locations are resolved, end the attack. 

Calculate the survivor attribute modifier by adding the survivor's respective attribute. positive or negative tokens. modifiers from gear 

special rules. fightings arts, abilities, impairments. disorders. permanent injuries, and anything else that modifies that attribute. 



Perfect Hits 
An attack roll that is a lantern 1 O is a Perfect Hit. 
When there are multiple Perfect Hits in a single at­
tack, each triggers its own rules separately. 

For example, if Allister attacks with a Scrap Dag­

ger and rolls two perfect hits, his strength is increased 

by +4 for the rest of the attack. 

Monster Evasion 
Evasion makes a monster more difficult to hit. For ev­
ery + 1 evasion token the monster has, the accuracy 
required for an attack roll to hit increases by 1. 

Conversely, for every -1 evasion token the accu­
racy required for an attack roll to hit decreases by 1. 

Monster Toughness 
Every toughness token a monster has increases the 
monster's toughness by 1 . 

Conversely, every -1 toughness token a monster 
has decreases its toughness by 1. 

Traps 
When a Trap is drawn from a hit, resolve it immedi­
ately. If a monster is knocked down when a Trap is 
drawn, it will stand and resolve the Trap. 

To resolve a Trap, end all survivors' attacks and 
discard all unresolved hit locations, then perform the 
actions on the Trap card. This does not end the survi­
vor's act, just the current attack(s). 

Once a Trap is resolved, discard it and shuffle all 
hit location cards in the deck and discard pile. 

First Strike 
First Strike hit locations must be selected and resolved 
first. If multiple First Strike hit locations are drawn, the 
attacker chooses the order in which they are resolved. 

- Rules-

Impervious 
Impervious hit locations are impossible to wound, 
even with a lantern 10. However, a survivor must 
still attempt to wound this location. If an impervious 
hit location is critically wounded, perform any listed 
effects, but do not wound the monster. 

Super-Dense 
Super-Dense hit locations can destroy the weapon 
that struck them. If a survivor attacking with a frail 
weapon attempts to wound a super-dense hit location, 
archive the weapon at the end of the attack. 

Critical Wounds 
A critical wound occurs when a wound roll result is a 
lantern 1 O on a hit location with a critical wound effect. 

Critical wounds are lucky blows that always 
wound a monster, even if the hit strength does not 
exceed the monster's toughness. 

Luck increases the range of wound roll results 
considered critical wounds. + 1 luck causes a critical 
wound on an unmodified wound roll result of 9 or 10, 
+2 luck: 8, 9, or 10, and so on.

A hit location without a critical wound listed can­
not be critically wounded. 

Critical Wound Effects 
Critically wounding a monster has two important ef­
fects: 
1. All reactions (+) on the critically wounded hit location 
are canceled. This includes wound, failure, and reflex, 
including reactions that might be beneficial to survivors. 

2. Perform the rules listed in the critical wound section
of the hit location card. If a monster gains attribute
modifier tokens, place them on the monster control
panel. If there is a persistent injury listed on the hit lo­
cation, do not discard the hit location at the end of the
attack. Instead, place the card in play on the monster

control panel. 

Persistent Injuries 
When a hit location with a persistent injury is on the 
monster control panel, it is no longer part of the mon­
ster hit location deck. Do not shuffle it back in. 

Persistent Injuries can have conditional rules that 
effect various parts of the showdown. It is important to 
reference them often and ensure that these rules are 
not missed. 
For example, Allister has critically wounded the White 

Lion's Beast's Heel hit location. According to the 

rules on the card, the White Lion is knocked down. 

After any attacks are resolved, instead of discarding 

Beast's Heel, the monster controller places it on the 

monster control panel since the persistent injury, Rup­

tured Tendon is marked as "Keep in Play." From now 

on, whenever the White Lion starts movement, the 

monster controller must roll 1d10. If the result is 1, the 

monster is knocked down instead of moving. 

Movement During an Attack 
Monsters may move during the Survivors' turn, often 
as a result of reactions to an attack. When a mon­
ster moves during an attack, all unresolved hits from 
the attacking survivors that are now out of range are 
canceled. 

Place the Survivor 
Although they usually change a survivor's location on 
the showdown board, rules specifying to place a sur­
vivor are not considered movement. 

Survivor Healing 
When survivors heal, they restore previously-filled 
injury levels and lost armor points. Do this by eras­
ing filled injury level boxes or restoring armor as de­
scribed by the specific heal rule. 
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Survival 

Survival is a survivor's desperate desire to cling to 

life. During the showdown, many conditions will arise 

where survival can be gained, lost, or spent. 
Although survival can be spent at any time, the 

powerful, life-saving survival actions can only be per­

formed at certain times during the showdown. 

Survival Actions 
Survival actions cannot be performed until all current 

survival actions are resolved. If a survivor's surge 

causes a disastrous reaction from a monster, survi­

vors cannot dash out of its way. 

The four survival actions are: 

Dodge 

Encourage 

Dash 

Surge 

The campaign begins with the survivors knowing how 

to dodge. The other three survival actions are learned 

from innovations. 

Dodge: When a survivor is hit, they may spend 1 sur­

vival to dodge, canceling a monster hit. After hit loca­

tions are rolled, but before any severe injury rolls, the 

- Rules-

survivor can dodge a hit of their choice. The dodged 

hit becomes a failed attack roll and does not cause 

damage. Any additional un-dodged hits will resolve 

normally. Dodge is the only survival action that can be 

performed by knocked down survivors. 

Encourage: A standing survivor may spend 1 surviv­

al to encourage, calling out to another survivor and 

allowing them to stand if they are knocked down. A 

survivor may encourage at any time. Deaf survivors 

may not be encouraged. 

Dash: When opportunity permits, a survivor may 

spend 1 survival to dash. A survivor who dashes gains 

+ 1 0, which must be spent immediately. This allows

them to move up to their available movement.

Surge: When opportunity permits, a survivor may 

spend 1 survival to surge. A survivor who surges 

gains + 1 0, which must be spent immediately. This 

allows them to attack by activating a weapon, interact 

with terrain, use gear, and anything else spending an 

activation would allow them to do. 

Resolve the results of the surge (including mon­

ster reactions or outcomes) before resuming the turn. 

Survival Opportunities 
There are moments during the frantic chaos of combat 

that survivors may exploit to their advantage. These 

moments are survival opportunities, and are the only 

times that survivors may dash or surge. 

Survival opportunities exist at the following times: 

- Between actions on the survivors' turn 

- During flows on monster Al cards

- At specific points during survivor attacks

- When a monster is knocked down

Survival Action Limitations 
Despite the power, there are limits. 

- A survivor may perform each survival action

once per round.

- Attacking survivors cannot perform survival

actions.

During the Survivors' Turn 
During the survivors' turn, there is an opportunity for 

survival actions before or after any completed survivor 

movement or activation. 

During the survivors' turn, Erza spends 1 0 to move 

adjacent to the monster. Zachary, who is nearby in 

some Taff Grass, surges and spends the O to hide. 

Erza resumes her act and spends O to activate a 

weapon to attack. After her attack, she dashes into 

position beside the hidden Zachary hoping to bait the 

monster over on its turn. 

During Monster Flows 
Every flow on monster Al cards (including a monster's 

basic action) is a survival opportunity. During flows on 

either the monster or survivors' turn, non-attacking 

survivors may perform survival actions. The only time 

a survival action may be performed on the monster 

turn is during a flow unless the monster is knocked 

down. 

The monster controfler draws Claw and picks Alister 

as the target. Aflister is 4 spaces away from the mon­

ster and decides to make use of the opportunity from 

the flow, before the White Lion moves and attacks. 

Aflister dashes, moving 5 spaces backwards and put­

ting a total of 9 spaces between himself and the White 

Lion. Now that the survival action is complete, the 

opportunity remains open for more survival actions. 

None of the other survivors want to perform survival 

actions, so the opportunity closes. The monster re-



sumes its action, and it finally moves and attacks. The 

monster moves 6 spaces and falls short of Allister. It 

cannot attack him and its turn ends. 

During Survivor Attacks 
An attacking survivor cannot perform survival actions 

(including dodge). However, during a fellow survivor's 

attack, there are two specific opportunities for other 

survivors to interrupt and perform survival actions: 

1. After the attacker rolls to wound, but before a mon­

ster resolves its reaction. If a hit location does not

have a reaction, there is no opportunity for survivors

to act.

2. When the attacker causes a critical wound, after

any critical wound effects are applied, but before the

card is discarded.

Once the survival action is fully resolved (including 

monster reactions, effects, and or movement), the in­

terrupted attack resumes. 

For example, Lucy has attacked the White Lion from 

its blind spot. She rolls to wound the Beast's Chest 

hit location and fails. The White Lion will perform its 

Failure reaction and charge forward. Both Zachary 

and Allister are in its path. Allister uses the opportuni­

ty to dash safely away. Zachary's survival is O and the 

monster snatches him up. 

When a Monster is Knocked Down 
The only time survival actions may be performed on 

the monster turn outside of a flow is when the monster 

is knocked down. When a monster is knocked down 

on its turn, there is an opportunity for all survivors to 

perform survival actions. 

• Rules· 

End of the Round 

The round ends when the survivors' turn is complete. 

Stop any effects or rules that persist until the end of 

the round. 

Survivor Death 
A survivor can die during the showdown in a variety 

of ways. Regardless of how they met their end, re­

move their miniature from the showdown board when 

a survivor dies. They can no longer participate in the 

fight. 

When a survivor dies, their gear is returned to 

the settlement storage (except any gear with the ir­

replaceable rule). If all the survivors die during the 

showdown, all of their gear is returned to the settle­

ment. 

Monster Death 
A monster is defeated when it is wounded and there 

are no Al cards in the Al deck or Al discard pile to 

move to the wound stack. 

If a wound leaves a monster without any cards in its 

Al deck or its Al discard pile, it will perform its Basic 

Action instead of drawing Al cards until it is defeated 

by being wounded one more time. 

Gaining Gear During the Showdown 
If a survivor gains gear during the showdown phase, 

they may add it to their grid immediately. If their grid is 

full, they must either archive the new gear (unless it is 

cursed) or a piece of gear they are currently carrying to 

make room. Their -grid may not be rearranged and the 

item cannot be added to another survivor's gear grid. 

Aftermath 
When the survivors have defeated the monster or all 

of them have died, the showdown is over and the Af-

termath occurs. 

Remove all tokens from all survivors. Keep any 

permanent injuries. If the survivor must skip the next 

hunt to recover from their injuries, check the corre­

sponding box on the survivor record sheet. 

Consult the monster's story event to determine 

what happens next. If the survivors perished, follow 

the rules for Defeat. If they prevailed, consult the Vic­

tory rules. 

Defeat 
When the survivors are defeated by a monster, the 

Aftermath of the showdown is completed by following 

the outcome listed on that monster's story event. 

Victory 
When the survivors are victorious against a monster, 

add that monster to the Defeated Monsters section 

of the settlement record sheet. If a Nemesis monster 

was defeated, update the Nemesis monster section of 

the settlement record sheet. 

Each survivor gains and records all the benefits 

listed in the Victory section of the Aftermath in that 

monster's story event, including Hunt XP and any 

earned Weapon Proficiency. 

Victorious survivors also gain bonuses from the 

Rewards section. 

Rewards 
Follow the rules for the Rewards section for the de­

feated monster. Rewards are gained once per victo­

rious showdown, and are shared by the entire group 

(unless stated otherwise). 

End of the Showdown 

Once the Aftermath is complete, the showdown comes 

to an end. The campaign continues to the settlement 

phase even if the survivors do not return home. 
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The Settlement 

During the settlement phase, you will welcome back
any returning survivors, advance your society, and
prepare for upcoming challenges.

'
All campaigns begin with the First Story. If this is
your first settlement phase, refer to the Prologue

• for setting up your starting settlement.

The Settlement Phase

Every Settlement Phase follows these steps:
1. Set up the Settlement
2. Survivors Return
3. Gain Endeavors 
4. Draw a Settlement Event Card
5. Update Death Count
6. Update Timeline
7. Develop 
8. Prepare Departing Survivors 
9. Record & Archive Resources
10. End Settlement Phase

• st • 1 I Set Up the Settlement r:•r1 Place the settlement board on the table. 
• Place the gear grids and record sheets

of any survivors returning from the show­
down on the table. Place the settlement record sheet
on the table.

O Settlement Board 
The Settlement Board is located on the reverse side
of the Hunt Board. The spaces on the board corre­
spond to steps in the Settlement Phase to guide you
along.

• Rules-

front back 

O Returning Survivors 
The survivors returning to the settlement.

8 Settlement Record Sheet 
Each settlement has a doubled-sided Settlement
Record Sheet that contains all information about a
settlement. It will be referred to and updated multiple
times each Settlement Phase, so make sure to use
a pencil.

G) Settlement Event Deck
Shuffle all Settlement Event cards and place them
face down in the play area.

G Settlement Locations 
Place any Settlement Locations the settlement has
built in the play area below the settlement board.

•-

O Settlement Innovations 
Place any innovations the settlement has innovated
in the play area above the settlement board.

G Principles 
Place any principles the settlement has chosen on
the settlement board.

O Innovation Deck 
Shuffle your settlement's unique innovation deck 
and place it face down in its space on the settlement
board. It should contain all innovations that are con­

sequences of existing innovations in your settlement.

Details on building and expanding your innovation
deck are found later in this section.
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I I I I 
2 I Survivors' Return 
All survivors that endured the previous 

showdown are returning survivors. 

When these survivors return to the settlement, their 

injuries are healed. Erase any filled light or heavy in­

jury levels. Remove all tokens from all survivors. 

Survival and insanity do not automatically replenish. 

Their values persist until they are changed by game­

play. 

Permanent injuries do not heal on their own, but 

some later innovations and events will enable you 

to heal them. 

Apply any effects for the returning survivors from 

principles, settlement events, and innovations. This 

may include bonuses and penalties. 

It is possible to have no returning survivors if all sur­

vivors perished during the hunt or showdown. 

3 I Gain Endeavors 
Endeavors are the generative energy 

returning survivors accumulate from 

their experiences. The settlement gains 

1 O for each returning survivor. 

I
4 I Draw a Settlement Event 
Draw the top card of the settlement 

event deck and perform its rules. Place 

the card on the settlement board to re-

mind players of any persistent effects it may have for 

the settlement phase. 

Settlement events may have new ways to spend 

endeavors, unique opportunities to craft and impart 

lasting restrictions or bonuses. 

-Rules-
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O Lingering Effects

Lingering Effects last throughout the Settlement 

Phase and can have positive or negative effects on 

the survivors. 

O Endeavors

A survivor may spend an endeavor and any addi­

tional resources to participate in any activities listed. 

Many of these will require the settlement to have a 

specific innovation before it can be used. 

..-
"-

Strange Brew 
' 6 x resources 

Crafting Recipes 

When crafting on a settlement event, nominate a sur­

vivor to spend the listed resources and gain its effects. 

5 I Update Death Count 
If any survivors perished during the previ­

ous hunt or showdown, update the death 

count on the settlement record sheet. 

If a survivor dies during the Settlement 

Phase, update the death count immediately. 

The first time the Death Count is updated, make sure 

to update the Milestone Story Event list and trigger 

Principle: Death. (See below). 

6 I Update Timeline 
Fill the next unfilled lantern year on the 

timeline to advance the current lantern 

year. 

Trigger any story events listed for the current lantern 

year on the timeline. If there are multiple story events 

for that lantern year, resolve them one at a time in the 

order they are listed. 

If the current lantern year has a Nemesis Encounter 

Story Event on the timeline, follow the rules in the 

Nemesis Monster section of this chapter. 

Settlement Events on the Timeline 

During the campaign, specific settlement events 

might get added to your timeline. When the timeline 

is updated, resolve these by drawing them from the 

settlement event deck and playing them. (In addition 

to your yearly settlement event.) The same settle­

ment event card cannot be played more than once 

per Settlement Phase. 

Milestone Story Events 

Milestone story events are conditional events that 

appear next to the timeline. When these are met, fill 

in the milestone box and trigger the corresponding 

story event immediately. 



Craft Gear 

71 Develop 
During this step players will decide, as 
a group, how to spend the settlement's 
resources, Players can: 

- Craft Gear
- Endeavor
- Innovate
- Build

[] 

1 x leather 
Round Le;ither Shield t x bone 

1 x hide 

Players may spend resources to craft weapons, ar­
mor, and items at locations their settlement has built. 
Each settlement location lists the resource cost for 
each gear that can be built at that location. 

When you spend resources to craft gear, ar­
chive the resources (return the cards to the box), and 
get the gear card you crafted from the box. 

It is up to the players to decide whether or not 
they pool their resources and craft gear as a group or 
split their resources and craft gear as individuals. 

Endeavor 

Survivors can spend endeavors to innovate, build 
new settlement locations, or perform unique endeav­
ors in the settlement. 

Whenever a rule on an Innovation, Settlement Lo­
cation, or Settlement Event is preceded by 0, it indi-

• Rules-

cates that any listed rules or effects cost an endeavor 
to use them. 

To spend an endeavor, select a survivor to perform 
the endeavor, reduce the settlement's total endeav­
ors by 1, and follow the rules for the action the en­
deavor was spent on. Unless stated otherwise, any of 
the rule's effects apply only to the selected survivor. 

Innovate 
To innovate, select a survivor to spend an endeavor 
and the required resources at the Lantern Hoard. 
Follow the rules for innovating on the Lantern Hoard. 

Detailed information about innovating is available lat­
er in this section. 

Build 

OBuild Leather Worker 1, hode 
Settlement Loc..1t1on I x organ 

When a new location is built, place that settlement 
location in the play area and add the new location 
to your settlement record sheet. This is a permanent 
addition to your settlement. 

8 I Choose Departing Survivors 
At this point, players should decide if 
they plan to press on to the next hunt 
or end their play session. If they de­

cide to stop, skip this step and choose departing 
survivors next play session. 

If they decide to continue, players must choose 4 de­
parting survivors. If the populations is less than 4, 
choose as many as possible. If there are fewer than 
4 players, players must control multiple survivors. 

Remove the returning survivors' gear and add gear 

to the departing survivors' gear grids. Record armor 
points and attribute modifiers imparted from gear. 

Be sure to apply any bonuses from innovations, en­
deavors, or events that effect departing survivors. 

,-1 9 I Record & Archive Resources
, I Record unspent resources in the set­

tlement storage, and archive the corre­
sponding cards. This is an important step 

to ensure that the full range of possible resources is 
available in each deck, ready to be drawn again. 

Settlement Storage 
Resources in storage can be spent at anytime during 
the settlement phase. When a resource is spent, 
erase its entry from the storage list. 

6
10 I End Settlement Phase 
- Lose unspent endeavors
- Store settlement innovations
- Store unused gear
- Clean up

Any unspent endeavors are lost, they do not carry 
over to the next settlement phase. 

Store your settlement's innovation deck in the allot­
ted space in the game box. Store your settlement's 
current innovations, principles, and masteries to­
gether, in the space provided. 

Place any unused gear in the allotted space in the 
game box. Retrieve these cards in future settlement 
phases. (Players can keep a written gear list.) 

Finishing cleaning the play area by returning the set­
tlement's locations, event cards, and unused survi­
vor record sheets to the game box. 

Kingdom Death: Monster Core Game 81 



82 

Innovations 

Drums 
music. language consequence 

. Bone Beats · roll id!O 

I· 4 Lone drummer. Gain •I insanity. 

S · 9 Rhythmic trance. Gain •I survival. 

10 • cure one disorder from any survivor. 
Depar1lng survivors gain +I survival. 

Add drums consequences to the 
innovation deck. 

Name: The name of the Innovation. 

Keywords: Innovations have a type (Paint's type is 
art) and an origin (Paint is a language consequence).

Rules: Some innovations, like Language, have per­
sistent benefits. Others will allow you to endeavor at 
these innovations for potential gain. 

If an endeavor cost is listed, one or more players 
may nominate a survivor, spend their endeavors at 
this innovation, and apply any resulting rules. 

Consequences: Some innovations direct you to add 
further innovations to the innovation deck. 

· Rules·

The Innovation Oeck 
A settlement's innovation deck is a persistent deck 
that grows during the campaign. It represents the po­
tential cultural and technological growth of your set­
tlement, and will grow as a consequence of gained 
innovation cards. 

Whenever your settlement gains a new innovation, 
search the innovation cards for any innovations that 
are a consequence of the new innovation. Shuffle 
them into the innovation deck. 

The innovation deck is persistent. Make sure to pre­
serve the unique combination of cards in your deck 
between play sessions. 

The starting innovation deck of a new settlement 
arises from the first innovation, Language which is 
gained from the First Day settlement event. It con­
sists of the 6 innovations marked language conse­

quence: Paint, Inner Lantern, Drums, Ammonia, 
Symposium, and Hovel. 

Adding Innovations 
When a new innovation is added to your settlement, 
place it in the play area with all other innovations and 
update your settlement record sheet Innovation list. 

Survival Limit 
Some innovations change your settlement's Survival 
Limit. When these are innovated, increase the Sur­
vival Limit on the settlement record sheet. If these 
innovations are lost, decrease the Survival Limit. 

Weapon Masteries 
Weapon masteries are innovations, they are perma­
nently added to the list of settlement innovations. 

When any survivor attains a weapon mastery 

with a weapon type, that mastery imparts benefits to 
everyone in the settlement. All other survivors auto-

matically gain the Specialist bonus for that weapon 
type and may use this in addition to whatever weap­
on proficiencies they have earned. 

Principles 
Principles are the guiding philosophies of your settle­
ment. They have two components, a story event and 
a principle card. 

When a principle's story event is triggered, it will 
prompt your settlement to make a choice. Follow the 
rules on each story event. Record the chosen princi­
ple on the settlement record sheet and add that prin­
ciple's card to the settlement play area. 

Principle cards describes persistent effects of your 
chosen principles. Apply any benefits of your princi­
ple as survivors are born, when they die, and at any 
other appropriate time. 

Settlement Locations 

The majority of a settlement's resources are spent 
at settlement locations. At the start of the campaign, 
survivors have one settlement location-the Lantern 
Hoard. Additional locations are added to the settle­
ment from existing settlement locations and from 
story events. 



Settlement locations have the following components: 

Name: The name of the settlement location. 

Gear: Any gear listed on a settlement location card is 

available to be crafted there. 

• Rules-

Activities: Some settlement locations have unique 

activities that can only be found at that location. Most 

activities at settlement locations require an endeavor 

to be spent as a part of the cost of performing them. 

Build: Some settlement locations allow survivors to 

build additional settlement locations by spending a 

combination of resources and endeavors. 

Special Innovate: Some settlement locations allow 

survivors to gain specific innovations by spending a 

combination of resources and endeavors. The cost 

of these innovations is listed on the bottom of the 

settlement location card that it is innovated from. 

These innovations can be gained even if they 

are not in your settlement's innovation deck. 

Remember to add any innovations that are con­

sequences of this innovation to your settlement's in­

novation deck. 

Prerequisites: Some gear and endeavors have a O 

symbol. These gear or activities are not available to 

survivors until they have fulfilled the prerequisite re­

quirement listed next to the 0. 

Nemesis Monsters 

If the current lantern year has a 

Nemesis Encounter on the timeline, 

departing survivors will face-off with 

a nemesis monster waiting for them 

at the outskirts of the settlement. 

Complete the settlement phase normally. Departing 

survivors skip the hunt phase and consult the story 

event for the nemesis monster to setup the show­

down phase. 

Nemesis encounters are listed a few different ways 

on the timeline: 

Nemesis Encounter: Select a nemesis monster of 

your choice from the Nemesis Monster list on the set­

tlement record sheet. This is the monster you will be 

fighting. You must select a monster level you have 

not previously faced. 

Nemesis Encounter - Lvl X: Select a nemesis mon­

ster of your choice from the Nemesis Monster list on 

the settlement record sheet. You must fight the spe­

cific monster level listed, even if you have previously 

faced it. 

Nemesis Encounter - Monster Name: You must 

fight this specific monster. You must select a mon­

ster level you have not previously faced. 

Nemesis Encounter - Monster Name Lvl X: You 

must fight this named monster of the specific mon­

ster level listed, even if you have previously faced it. 

Special Showdown 

Story Events and innovations may have Special 

Showdowns with a monster. Special Showdowns 

interrupt the Settlement Phase. After they conclude 

(regardless of victory or defeat) the Settlement 

Phase continues where it left off without generating 

new endeavors or triggering a new settlement event. 

Details for each Special Showdown are listed on the 

story event or innovation that triggered it. 

Update the Nemesis Monster List 

After a nemesis monster and level is chosen by play­

ers (or selected by an event), fill in the corresponding 

box on the settlement record sheet Nemesis Monster 

list if it is currently unfilled. 
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Hunt Event Table 
1 I Broken Lanterns 
The survivors hear the crunching of glass beneath their 
feet. The event revealer may choose to investigate or 
continue their journey. 

If they choose to investigate, the event revealer rolls 
on the table. Otherwise roll again on the hynt event table 
before moving on the hunt event board. 1 

I 

ldlO Event revealer 

1- 3 The event revealer fumbles and cuts the1r foot on a 
jagged shard, taking I event damage tO'their legs. 

4 · s The event revealer finds a broken lantern basic 
resource. 

9 + The survivors uncover a long-abandoned lantern 
hoard. The forlorn sight fills them with dread and 
each survivor suffers 1 brain event damage. After 
composing themselves, each survivor scavenges 1 
broken lantern basic resource from the remains. 

21 Corpse 
The survivors are overcome by a sudden chill, their breath 
seizing in their lungs. The survivors freeze, each losing ·1 
survival. At the center of the sudden frost is a perfectly 
preserved corpse. 

If your settlement chose the Cannibalize death prin· 
ciple, the event revealer gains 1 random basic resource. 

If you chose the Graves death principle, the event 
revealer gains + 1 courage and + 1 understanding. 

Roll 1d10, on a 6+ the event revealer suffers 1 brain 
event damage. 

3 I Cancer Pigeons 
The survivors are surrounded by an echoing coo of in­
fant babble. Strange baby-faced birds circle overhead. 
Gripped with instinctual horror, the survivors break into 
a run! 

Every survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) becomes a strag­
gler. If any survivor has noisy gear, -2 to the roll result. 
Each straggler rolls on the table. 

ldlO 

l · 3 

4·6 

7 ·8 

9+ 

· Rules· 

Straggler 

Running and flailing wildly, you suddenly find your· 
self panicked and alone. The waiting cancer pigeons 
descend and mercilessly peck your back, their happy 
cooing filling your head with horror. Your body is 
stricken with cancerous illness. You cannot gain 
survival. Record this impairment. The other survivors 
find you balled up and weeping on the ground. 

A cancer pigeon latches onto your back! Shake it 
free by spending 1 survival. Otherwise, your body 
is stricken with cancerous illness. You cannot'gain 
survival. Record this impairment. 

You escape the terrible creatures. 

You manage to strike one of the foul creatures down. 
Gain 1 random basic resource. 

41 Famine 
The journey stretches dizzyingly before the survivors. 
.Stomachs grumbling in the dark, the hunt begins to take 
'its toll. The survivors grow weak and anemic. All survivors 
gain -1 speed token. 

5 I Flesh Fields 
Ahead, the stone faces on the ground give way to a field 
of man-sized fleshy boils sprouting thick black hair. The 
fleshy fields radiate moist heat. As they travel, every sur­
vivor suffers heat exhaustion, losing 1 survival. 

The ever1rrevealer rolls on the table. 

ldlO Event revealer 

The event revealer contracts a flesh-eating disease 
brushing past the giant boils! A random limb is 
affected and must be amputated immediately! Roll 
ldlO, 1·5: arms. 6· 10: legs. Suffer the dismembered 
severe injury at this location. 

2 • 3 If any survivor is insane (3+ insanity), they imagine 
the flesh fields are attacking! They become hysteri· 
cal, flailing and tangling themselves in the thick hair. 
Each insane survivor suffers I event damage to a 
random location. 

4 • 7 It's hot and gross. but the survivors pass through the 
flesh fields with no complications. 

s • 9 The event revealer makes the best of a bad situation 
and cuts a portion of the flesh free. Gain 1 hide basic 
resource. 

10+ Each survivor harvests 1 hide basic resource from 
the flesh fields. 

6 I Faceless Statue 
The survivors come upon a faceless statue holding a 
shining lantern in hand. Basking in the warm light, the 
survivors are renewed. Each survivor gains 1 survival. 

If the survivors wish, they may rest here longer. If 
they do, the survivors can heal 1 injury level on 1 hit loca­
tion. If they choose to rest, move the quarry 1 space away 
from the survivors on the hunt board as they lose track of 
it. 

If all survivors are insane, they cannot rest. Move to 
the next hunt board space immediately. 

7 I Hungry Ground 
The ground suddenly splits and a gaping stone mouth 
attempts to devour the event revealer whole! The event 
revealer rolls on the table. 

1d10 Event revealer 

With a muffled scream, the survivor disappears into 
the ground. Bones crunch between stone teeth. The 
event revealer is devoured whole. The event revealer 
is dead. 

2 • s The event revealer scrambles but their leg is caught 
in the terrible maw. Suffer 2 event damage to the 
legs. 

6 • 9 The survivor manages to leap away in time! 

10+ Burp! Gurgle! The floor vomits a shiny piece of scrap. 
The event revealer gains 1 broken lantern basic 
resource. 

8 I Wailing Smoke 
A constant moan follows the survivors. Eventually, they 
enter an area shrouded in thick fog and the wailing reach­
es a fevered pitch. 

Every survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) becomes a strag­
gler. Each straggler rolls on the table. If any survivor has 



noisy gear, the straggler adds +2 to their roll. 

ldlO Straggler 

1 • 3 The fog around the straggler turns black and fills 
with shapes of tormented faces. The straggler is driv­
en to madness and gains a random disorder. Ignore 
this if the survivor is deaf. 

4 • 6 The fog grows soupy and begins to wail. The 
straggler plugs their ears with their fingers, but it's 
hopeless. Suffer 1 brain event damage. Ignore this if 
the survivor is deaf. 

7 • 9 The straggler sticks their thumbs into their ears and 
breaks into a run, leaving the wailing smoke. 

10+ Mimicking the disturbing smoke, the straggler starts 
to wail and gains + 1 insanity. 

9 I Golden Light 
A golden light blinds the survivors, stopping them in their 
tracks. The light shines from a single source. The event 
revealer may investigate or wait for the light to fade. 

If they wait, roll again on the hunt event table before 

• Rules -

moving ahead on the hunt board. 
If the event revealer decides to investigate, they gain 

+ 1 courage then roll on the table. 

ldlO Event revealer 

1- 3 The light is overpowering. The fragile mind cannot 
understand what it is saying. Gain 1 random disorder. 

4 • s You wander through the light, bathed in a warm, 
awful feeling. You don't find anything. but suffer 1 
brain event damage from exposure. 

9 + Something about the light stirs you. and your resolve 
intensifies. Gain +l survival. 

10 I Harvester 
This event cannot be rerolled or avoided in any way. 

The ground quakes violently as a colossal worm 
bursts from the ground beneath the survivors, its skin a 
mosaic of screaming faces. The mere sight of it is mad· 
dening, and all survivors suffer 1 brain event damage. If 
any survivor has any noisy gear, the Harvester is drawn 
to the sound and they are instantly devoured whole. All 
other survivors must spend 1 survival or be devoured. De­
voured survivors are dead, gone forever with no hope of 
recovery. 

11 I Monster Droppings 
The survivors find some monster droppings. They might 
be from the beast you are hunting. The event revealer 
must choose to either investigate or consume the drop­
pings (choose only one). 

If the event revealer investigates, roll on the table 
and gain + 1 understanding. 

ldlO Event revealer · Investigate 

1- 3 You have no idea what feces this is, but it's sickening. 
Suffer -1 survival and roll again on the hunt event 
table before moving on the hunt board. 

4 • 6 The droppings tell a story. The survivors are on the 
right track. continue on the hunt board normally. 

7 + You know these droppings well. You may skip the 
next hunt space. 

If the event revealer consumes, roll on the table and gain 
+1 courage.

1d10 Event revealer · consume

1- 3 Bad idea. Gain -1 evasion token. 

ldlO Event revealer • consume 

4 • 6 It's repulsive. Replace your name with "Scat Man." 

Everyone in the settlement calls you by that name 
from now on. 

7 + There was something quite special about these feces. 
Gain+ 1 speed and+ 1 strength token until the end of 
the showdown. 

12 I Destiny-Bound 
The survivors collectively feel a heightened level of an­
ticipation. Their goal is close at hand. The event revealer 
gains + 1 courage! The survivors may skip the next hunt 
space. If this move starts the showdown, the survivors 
ambush the monster. 

13 I Overload 
The event revealer falls to their knees sobbing uncontrol· 
!ably. They've simply had too much. Scrambling to under­
stand, the survivor must select to despair or never give 
up. Announce the choice out loud and roll 1d10.
Consult the result below: 
Even result + despair = Gain 1 survival 
Odd result + despair = Suffer -1 survival 
Even result + never give up = Gain + 1 accuracy token 
Odd result + never give up = Gain -1 accuracy token 

14 I Chance Encounter 
The survivors encounter a bewitching, barefoot waif. If all 
survivors are insane, she turns her back and disappears 
into the darkness. Roll again on the hunt event table be­
fore moving on the hunt board. 

Otherwise, exclaiming wildly at the survivors, the 
Savior's presence fills everyone with the alien feeling of 
hope. All survivors gain + 1 courage and + 1 understand­
ing. All injury levels are fully healed. In addition, if the sur­
vivors have innovated Symposium, she insists that she 
will accompany them on their hunt. A random survivor 
starts the next showdown with a+ 1 accuracy token. 

If this result is rolled again on this hunt, re-roll it. 

15 I Man-trap 
The event revealer has sprung a terrible trap! Roll on the 
table. 

ldlO Event revealer 

l • 2 With a terrible crash, the steel jaws of the man-trap 
cleanly sever your foot. Suffer the dismembered leg 
severe injury. 
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ldlO Eventrevealer 

3 · 6 Mangled leg. Reduce armor points at the legs location 
too and suffer l event damage to the legs. 

7 - 9 The trap is quite old and weak. suffer l event damage 
to the legs. 

10+ The event revealer's foot knocks into the trap, giving 
everyone a scare! The trap was already sprung, leav· 
ing an unfortunate prize in its jaws. Gain l random 
basic resource. 

16 I Night Terrors 
Your miserable sleep is plagued with mind-bending night­
mares. All survivors must roll 1d10. If their result is equal 
to or less than that survivor's current insanity, they gain a 
random disorder. If the result is greater than their insanity, 
they gain + 1 understanding. 

17 I Face-to-Face 
One stone face in the sea of many catches the event re­
vealer's eye. The event revealer may investigate. Gain 
+ 1 courage and roll on the table. Otherwise, roll again on 
the hunt event table before moving on the hunt board.

ldlO Event revealer 

The face is identical to your own. Spend l survival or 
reduce your understanding to O. 

2 • 7 The face reminds you of someone dear, your heart 
aches with loneliness. If your survival is higher than 
your insanity, suffer l brain event damage. 

8 • The face is your own. but older and wiser. Gain l 
survival and l understanding. 

18 I Dead Weed 
You find a strange plant growing from the eyes of a stone 
face. The survivors try to harvest it by rolling on the table 
below. If any survivor has the Bone Sickle, add +2 to 
the result. 

ldlO Eventrevealer 

l ·7 

8+ 

Try as you might, you cannot pull out the deep­
ly-rooted weed. 

You pull the weed free! It has strange regenerative 
power and may be used to cure all instances of 1 se­
vere injury, even dismembered limbs. It must be used 
immediately, otherwise it crumples into dust in your 
hands when you move on. Each survivor may use the 
curative power once, curing one severe injury. 

- Rules -

19 I Exhalation of Darkness 
The survivors are enveloped in a steamy darkness that 
dims their lantern lights. While stumbling in the muggy 
dark, each survivor suffers from heat exhaustion, losing 1 
survival. If any survivor has O survival they suffer 1 event 
damage to a random location. 

Every survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) becomes a strag­
gler. Each straggler rolls on the table below. 

ldlO Straggler 

1 • 2 A piece of armor is destroyed by the corrosive heat. 
Archive a gear card of your choice. 

3 • s Something unseen attacks you, suffer l brain event 
damage and l event damage to a random location. 

6 • 8 You're struck from behind by a flailing survivor, 
suffer l event damage to the head. 

9 • You're not sure how, but you leave the darkness with 
your hands full, gain l random basic resource. 

20 I Dry Lands 
As the survivors press forward, the air turns dry and the 
ground cracks. Each survivor will suffer from heat exhaus­
tion and lose 1 survival unless they have a piece of gear or 
resource that is consumable to refresh themselves. Do not 
archive the item. 

21 I Drawings 
Cowering in a cave, the survivors find strange drawings 
decorating the walls. They appear to carry a message. 
Any survivor with 3+ understanding may try to decipher 
the drawings by rolling on the table. If your settlement 
has innovated Pictographs, add +2 to the result. 

ldlO Any survivor with 3+ understanding 

1 • 3 Your nose begins to bleed. Suffer l brain event 
damage. 

4 • 7 The true meaning escapes you. Gain + l insanity. 

8+ The drawings teach you a secret way to fight mon­
sters! Gain 2 survival. 

22 I Acid Rain 
The darkness above is suddenly alight with a storm of acid 
rain. It smells terrible, burns flesh, and begins to form hissing 
pools in the upturned mouths of the stone faces. All survivors 
suffer 1 event damage to every hit location as they scramble 
to find shelter. 

23 I Clean Water 
The survivors pass a forlorn fountain in the shape of a 
lion face. A stream of crystal clear water flows from its 
mouth. Each survivor consumes the water. Gain 1 cour­
age and 1 survival. In addition, each survivor may douse 
their head in the water and roll on the table. 

1d10 Any survivor 

1- 2 Your hair turns white the instant it is wet. Gain l 
random disorder. 

3 - s Your head is wet. Nothing else happens. 

6 • 8 The water is bracing. Gain +l understanding or 
remove a disorder. 

9 • The water is shockingly cold- it rushes over you like 
a tidal wave and leaves you awestruck. Set your 
insanity to O and remove all disorders. 

24 I Food from the Mouths of Others 
The survivors pass a stone face that appears to be hold· 
ing something in its mouth. The event revealer investi­
gates. Gain 1 courage and roll on the table. 

ldlO Eventrevealer 

l · 2 You yell out in pain and pull your hand back, reveal· 
ing a bloody gash. Did the stone face just bite? Suffer 

l brain event damage and 1 event arm damage. 

3 • s Just a trick of the lantern light. 

6 • 8 More rocks, what did you expect? Gain a Founding 
Stone card. 

9 • You pull out a masticated mass. Gain l random basic 
resource and 2 insanity. 

25 I Titans in the Dark 

An ear-shattering bellow marks the passing of a truly titan­
ic beast. All survivors suffer 1 brain event damage. The 
survivors cower on the ground, lying as flat as possible 
and hoping they are simply too small to be worth eating. 



Every survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) becomes a strag· 
gler. If any survivor has noisy gear, -2 to the roll result. 
Each straggler rolls on the table below. 

ldlO Straggler 

You're plucked from the ground and eaten whole. 
Dead. 

2 • 4 Something snatches you in its great maw and chews 
you for 1 event damage to ld5 random hit locations. 

s · 6 The clamping jaws barely nip you! Suffer 1 event 
damage to a random hit location. 

7 • 9 You make yourself extra flat against the ground and 
avoid anything terrible. 

10 • You never stop running from what you saw. Gain +l 
permanent movement. 

26 I Pit 
The ground beneath the event revealer's feet gives way, 
and they plummet into a pit below. The event revealer 
rolls on the table. 

ldlO Event revealer 

The fall mangles your legs. Suffer the broken leg 
severe injury twice. 

2 • 3 Your leg breaks your fall. Suffer the broken leg 
severe injury once. 

4 • 6 You land at the bottom with a loud thud. Suffer 2 
event damage to a random hit location and archive 
any fragile gear in your gear grid. 

7 • 9 You land at the bottom with a soft thud. Suffer J 
event damage to a random hit location. 

10 + You manage to grab the edge of the pit and escape 
unharmed. 

27 I Man-Stealers 
Exhausted, the survivors rest. During their fitful sleep, a 
small insect creature approaches undetected. Choose 1 
random male survivor and roll on the table. If there are no 
male survivors, nothing happens. 

ldlO Random male survivor 

1 · 5 When you awake, your genitals have been stolen. 
In their place is nothing but smooth skin. suffer the 
destroyed genitals severe injury. 

• Rules · 

ldlO Random male survivor 

6 • You awake with a start, terrified to find menacing 
pincers approaching. Your defenses are quick. With· 
out thinking, you wallop the insect crawling on your 
pants, suffering 1 event damage to the waist. 

28 I Trollbird 
A rumpled, unsightly bird stands in the survivors' path. Its 
beady, wet eyes blink expectantly and it calls out with an 
eerie human chuckle. The survivors may archive 1 con­
sumable item or gear, offering it to the trollbird. If any sur· 
vivor is insane, they must feed the Trollbird if they have 
anything consumable. If they feed the Trollbird, it hops 
off with a terrible cackle. 

If they don't feed the Trollbird, it follows the survivors 
on their hunt, constantly mocking them with its chuckle. 
Roll 1d10. Apply the results when the showdown begins. 

ldlO Event revealer 

1- s The Trollbird makes a terrible racket, alerting the 
monster. The monster ambushes the survivors. Al I 
survivors gain +I understanding. 

6+ The Troll bird mocks and distracts the monster as 
the survivors sneak up. The survivors ambush the 
monster. All survivors gain +l insanity. 

29 I Dark Blacksmith 
The survivors cross paths with a tall, unnaturally thin man 
in a hooded robe. Where his feet strike the ground, sparks 
illuminate his path. 

Each survivor with 3+ courage may give him one 
piece of gear and roll on the table. 

ldlO Any survivor with 3+ courage 

1- 2 The creature raises the object to its mouth and eats 
it. It's gone. Archive the gear card. 

IdlO Any survivor with 3+ courage 

3 · 6 The creature places the gear into the darkness of its 
robe then returns it. hissing angrily. Suffer 1 brain 
event damage. 

7 • 8 The creature unhinges its jaw and eats the piece of 
gear. In return. it hands you a shining shield. Gain the 
Steel Shield rare gear. 

9 • The creature unhinges its jaw and eats the piece of 
gear. In return, it hands you a shining sword. Gain the 
Steel Sword rare gear. 

30 I Rotten Faces 
The stone faces start to give under the survivors' feet. 
The faces are bloated and smell terrible. Each survivor 
must roll on the table. 

IdlO Each survivor 

1 • 2 Your foot gets stuck and you quickly begin to sink 
into the ground. After a struggle you manage to 
break free. If your survivor had leg armor, it is lost in 
the muck. Archive the gear. 

3 · s Mired, you struggle to break free! Roll again on this 
table or spend 1 survival to escape. 

6 · 9 You escape without incident. 

10 + You find something gross drudging through the rot! 
Gain 1 random basic resource. 

31 I Strange Path 
The survivors stop at the head of a path. Small lanterns 
twinkle, marking its edges. 

The event revealer decides if the survivors follow the 
path. If the event revealer is insane (3+ insanity), they 
must follow the path. If the survivors follow the path, roll 
on the table below, adding the event revealers under­
standing to the result. 

Otherwise roll again on the hunt event table before 
moving on the hunt board. 

ldlO Event revealer 

A colossal finger descends from above, crushing 
a random survivor. They suffer 2 event damage to 
every hit location. 

2 • 4 A random survivor tears off hysterically along a 
branch in the path. When this event ends, they rejoin 
the other survivors, ghostly pale and with no recol· 
lection of what happened. Reduce their survival to 0. 
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ldlO Eventrevealer 

s -7 The path twists and turns dizzyingly into the dark. 
All survivors suffer 1 brain event damage, then roll 
again, adding +2 to the result. 

s • 9 The path leads the survivors to a large stone face 
with lanterns for eyes. Inside its open mouth is a 
bounty. Each survivor gains 1 random basic resource. 

10 + The path leads to the beast you are hunting! The 
survivors ambush the monster-start the showdown 
immediately. 

32 I Sudden Madness 
The event revealer is devastated by a piercing cacophony 
in their head. Roll 1d10. If the result is equal to or less than 
the revealer's current insanity they go mad, lashing out at 
the other survivors! 

All other survivors suffer 1 event damage to a random 
hit location. After the damage is dealt, the event revealer 
regains control and everyone warily moves on. 

33 I It Whispers Your Name 
The event revealer trips over a protruding nose in the 
ground. The lips of a stone face begin to move! 

If the survivor has no name, the lips stop moving 
and nothing else happens. Otherwise, the lips seductively 
whisper the survivor's name. 

If that survivor is insane they are drawn in, savagely 
kissing the face. Repulsed and outraged, the other survi­
vors suffer 1 brain event damage before pulling the crazed 
survivor from the ground and moving on. II the survivor is 
not insane, they gain + 1 understanding. 

34 I Crippling Misery 
Every survivor must roll 1d10. The lowest-scoring survivor 
(or survivors, in case of ties) becomes a straggler. 

Any straggler is overcome with a crippling misery and 
loneliness. suffering 2 brain event damage. 

35 I Broken Lantern Oven 
The survivors come across the shattered ruins of a small 
settlement. Scattered corpses dot the ruins, disintegrating 
at the merest touch. An extinguished lantern oven stands 
intact at the center of the settlement. 

If any survivor has 3+ understanding, the survivors' 
settlement gains the Lantern Oven innovation. If they al­
ready have this innovation. the event revealer harvests a 
broken lantern basic resource from the remains. 

If no survivor has 3+ understanding, the sight throws 
the survivors into a fit of rage, and they smash the lantern 
oven. All survivors gain + 1 insanity. 

-Rules -

36 I On the Trail 
The survivors rush forward, feeling their quarry close at 
hand. Skip the next hunt space. If this move begins the 
showdown, the survivors ambush their quarry. If any sur· 
vivor has noisy gear, the survivors do not ambush. Start 
the showdown normally. 

371 Lost 
The survivors are hopelessly lost in the unbroken dark­
ness. Move the survivors 2 spaces away from their quarry. 

38 I Gregalope 
A massive Antelope stands astride the horizon, its ancient 
body bloated with tumors and scar tissue. Its milky eyes 
catch sight of the survivors and it bounds away. Driven 
by a sudden desire, the survivors give chase. The event 
revealer rolls 1 d 1 0 and adds any base speed attribute to 
the result. 

ldlO Eventrevealer 

The survivors quickly fall behind the majestic beast. 
Move 1 space away from the quarry on the hunt 

board. 

z • 9 The Gregalope is far too fast. It is gone before you 
know it. 

10-11 The survivors lose sight of the Gregalope but discov­
er a hidden path. You may re-roll the next result on 
the hunt event table. 

12+ Just before it leaps out of view, the Gregalope bows 
its mighty antlers. The event revealer gains +l per­
manent movement. 

39 I Heavy Mist 
A heavy mist envelops the survivors, obscuring their lan­
tern light. Roll 1d10. II the result is even, the survivors 
stumble in the right direction. Next hunt turn, move normal-

ly on the hunt board. If the result is odd, the survivors are 
turned around. Roll again on the hunt event table before 
moving on the hunt board. 

If the showdown begins in the hunt board space fol­
lowing Heavy Mist, the monster ambushes the survivors. 

40 I Dream 
The event revealer has a dream of the upcoming hunt. 
They stand before the great beast, weapon ready, but it 
strikes them down. 

If the event revealer has 3+ courage, emboldened by 
the dream, the event revealer gains+ 1 evasion token. Oth­
erwise, the dream is merely rattling, suffer 1 brain event 
damage. 

41 I Nightmare 
The event revealer has a dream of the upcoming hunt. 
They stand before the great beast, weapon ready, but it 
strikes them down. 

If the event revealer has 3+ courage, the dream is 
merely rattling. Suffer 1 brain event damage. Otherwise, 
crippled with anxiety, the event revealer gains -1 evasion 
token. 

42 I Surgeon 
A creaky carriage approaches the survivors. Richly ap­
pointed in red and gold, the carriage is carved on every 
side with lurid faces. A massive eye adorns the front, while 
the door of the carriage is a waiting open mouth. 

Out of a small window, a gnarled hand beckons. A 
survivor with 3+ courage may choose to enter the wagon. 
They may immediately remove one impairment or severe 
injury (even if it is permanent) and gain one random disor· 
der. 

43 I Fresh Kill 
Circling carrion birds point the survivors to a freshly-killed 
monster. The local scavengers try to defend their dinner, 
but the survivors can fight them off to claim their prize. 

Each survivor rolls 2d10 and adds their hunt expe­
rience to the result. The highest-scoring survivor slays 
the most scavengers and claims the putrid prize for them­
selves. Gain 1 random basic resource. 

44 I Opportunists 
While investigating their quarry's tracks, the survivors re· 
alize they are hunting not one but two monsters. The two 
sets of tracks soon separate, leaving the event revealer to 
pick which tracks to follow. 

If they follow the larger tracks, continue hunting as 
normal. If they follow the smaller tracks, start the show­
down immediately. At the start of the showdown the mon-



ster suffers 5 wounds. If the survivors are victorious, 
they gain half the basic resources and half the monster 
resources (rounded up) from rewards in the aftermath. 

45 I Jagged Valley 
A valley of sharp white stones opens before the survi­
vors like a toothy maw. As the survivors push and climb 
through the jagged spires, they find even the shallowest 
cuts bleed without stopping. Each survivor takes 1 event 
damage to their body. In addition, if they aren't carrying a 
bandage item, they suffer blood loss, gaining 2 bleeding 
tokens. 

Each survivor may spend 1 survival to avoid getting 
cut. 

461 River 
The survivors come to the edge of a river. They must fan 
out to pick up the trail again. Each survivor may consume 
from the river and roll on the table below. Roll once more 
on the hunt event table before moving on the hunt board 
as you try to find your quarry. 

ldlO Any survivor 

1 • z The water is filled with all manner of vile things. Your 
body is ravaged by parasites. From now on, when 
you consume. receive no benefits and suffer no 
penalties. Record this impairment. 

3 • s Your prey has defecated in the water. Suffer 1 event 
damage to a random hit location as you lay retching 
on the riverbank. 

6 · 9 The water is almost clean. Heal I injury level from 
any hit location. 

10 • The river is filled with the bloated corpses of 
unrecognizable monsters. Fishing in the muck, you 
contract dysentery. Gain 1 random basic resource 
and reduce your survival to I. 

471 Banquet Trees 
A small copse of trees rises over an otherwise lifeless 
plain. Enticing red fruit hangs from the branches. Each 
survivor must spend 1 survival to resist temptation. In­
sane survivors may not spend survival to resist. Other- ,. 
wise, roll 1d10, resisting on a result of 7 +. 

If they fail, survivors eat from the banquet trees and 
become addicted to the fruit, refusing to leave. Suffer -1 
survival, then roll again to resist. If a survivor with O sur­
vival fails to resist, they suffer 2 event damage to a ran­
dom location and roll again to resist. 

The survivors move on when no more survivors are 
eating the fruit. 

• Rules· 

48 I Death Wager 
The survivors are awoken by a traveler hidden in a deep 
cloak. The traveler removes his hood to reveal a face 
whose jaw has been split in two. Two chins curve away 
from each other, each with its own mouth. 

In a dreamlike state, the survivors all understand this 
entity is known as The Gambler and if they speak they will 
die. Until this event is completed, only the event revealer 
can speak. If any other player speaks, their survivor turns 
cold and is dead. 

The survivors must play The Gambler's game or be 
trapped with him forever. Each player must roll on the ta­
ble. 

ldlO All survivors 

The Gambler reaches out his hand and scoops up 
your dice. As it vanishes within a fold of his cloak. 
you feel all traces of air leave your lungs and are 
unable to draw another breath. Dead. 

2 • 9 You do not lose. nor do you win. Play again if you 
wish. If you do. roll again on the table. 

10+ You win. Gain +l permanent luck. 

49 I Oil Fields 
The landscape is dotted with large red mounds oozing 
oil. The smallest spark threatens to ignite the foul-smell· 
ing mounds. Roll 1d10. On a result of 1 or 2, the fields 
ignite and all survivors take 1 event damage to a random 
hit location. 

50 I Gibbet 
A crude iron cage swings from the branches of a mas· 
sive tree. As the survivors approach, a man calls out to 
them from the cage, pleading to be freed. The survivors 
may pass him by and suffer 1 brain event damage as the 
prisoner weeps and pleads. If the survivors choose to free 
him, the event revealer rolls on the table. 

ldlO Eventrevealer 

The survivors open the cage but all they find inside is 
a skeleton. All survivors suffer 2 brain event damage. 

z • 7 The prisoner is thankful and follows the survivors 
until they rest. When they wake, each survivor loses I 
random resource (if they had any). 

s • The prisoner is grateful and follows the survivors 
home after the showdown. The settlement gains +l 
population. 

51 I Refugees 
The survivors encounter a group of fleeing settlers. If the 
survivors have innovated Symposium, they may offer the 
refugees a piece of gear or a resource. It they do, archive 
the offering. 

If the suvivors gave the refugees an offering, they 
will stop to tell their mournful tale about the monster that 
besieged them. Now prepared for what lies ahead, at the 
start of the showdown, reveal the first 5 Al cards from the 
quarry's Al deck and put them back in any order. 

52 I Madflies 
Tiny, persistent insects swarm the survivors, flying into 
their ears and nostrils. The bugs buzz maddeningly in 
their heads, growing louder as they near their quarry. 

At the start of the showdown, the madflies reach 
a frenzied peak as the survivors prepare tor battle. For 
the first 3 rounds of the showdown, the survivors gain +2 
strength tokens and suffer 1 brain damage at the begin­
ning of each round. 

On the fourth round, the gestating eggs hatch, ex­
ploding from the survivors' mouths in a cloud of buzzing 
chaos, knocking them down. Remove the strength to­
kens. 

53 I Mask Salesman 
The survivors meet a traveling Mask Salesman on the 
road. He insists that he has special wares to offer. 

Take one copy of each mask from the Mask Maker 
gear and shuffle them, drawing one at random. This is the 
mask the salesman is offering. 

The event revealer rolls 1d10 to determine the price 
on the table and gains the mask. 

ldlO Eventrevealer 

1- 3 The salesman silently points at you. Instinctively, you 
hand him his asking price in exchange for the mask. 
Archive 1 gear from your gear grid and reduce your 
survival to 0. 
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ldlO Event revealer 

4 · 7 The salesman silently points at you. Instinctively. you 
hand him his asking price in exchange for the mask. 
Archive I gear from your gear grid. 

8 + As he imparts the mask to you, the salesman's lips 
form the sounds of the survivor's name. It is gone. 
In exchange for the mask, give your survivor a new 
name (must be different) and +I survival for naming 
your survivor. 

54 I Bone Storm 
Mighty windstorms often blow across the open plains. Oc­
casionally they grow so strong that they collect chips of 
stones and skeletal remains in their shearing depths. The 
survivors may brave the storm. If they do, each survivor 
suffers 1 event damage to 3 random hit locations, gains 
+1 courage, and archives all fragile gear. 

Otherwise, the survivors take shelter from the biting 
winds. You must roll twice on the hunt event table before 
moving on the hunt board. 

55 I Mudslide 
A flash mudslide sweeps the survivors away. Each survi­
vor must roll on the table. 

ldlO Each survivor 

1- z You're swept along, drowning in mud. Suffer 2 event 
damage to a random hit location and archive all frag­
ile gear in your gear grid. Roll again on the table. 

3 - 1 You manager to scramble free, but not before taking 
a serious beating. Suffer 2 event damage to your 
body and archive all fragile gear in your gear grid. 

8 - 9 You reach higher ground. You're caked in mud, but 
otherwise unscathed. 

10+ You remember being pulled under, the sensation of 
mud forcing itself down your throat. then nothing 
else. After the mudslide passes, the other survivors 
find you unharmed. Gain l insanity. 

56 I Dead Monster 
The survivors find a rotting monster corpse of the same 
kind they are hunting. While the corpse is too rotten to be 
of any use, if any survivor has 3+ understanding, the sur­
vivors can cover themselves in the dead monster's spilled 
blood. The stench will help the survivors sneak up on their 
quarry. If the survivors move into their quarry's hunt board 
space, they ambush. 

If no survivors have 3+ understanding, the starv­
ing survivors feast on the rotting corpse. All survivors 

- Rules-

lose control of their twisting guts. Each survivor gains 
-1 strength token and no one can consume any items
during the next showdown.

57 I Gorm's Laughter 
The rhythmic wail of a Gorm's laughter reaches the survi­
vors, filling them with fear. The Gorm's laughter will follow 
the survivors, tormenting them until they reach their quar­
ry. Place 1 token on every remaining hunt board space. 
When survivors move into a space with a token, remove 
the token and all survivors suffer 1 brain event damage. 

58 I Scent on the Wind 
A strong wind blows, bringing with it the scents of distant 
places and things. The event revealer rolls on the table. 

ldlO Event revealer 

1- s The monster catches your scent. It moves one space 
closer. If this movement starts the showdown, the 
monster ambushes the survivors 

6 + The survivors smell their quarry's foul odor and 
surge forward. The survivors may skip the next hunt 
space. If this movement starts the showdown, the 

survivors ambush the monster. If any survivor has 
noisy gear, the survivors do not ambush. Start the 
showdown normally. 

59 I Signs of Battle 
The survivors come upon the remains of a terrible battle 
between their quarry and some unknown foe. The event 
revealer may choose to investigate. If they do, gain +1 
courage and roll on the table. Otherwise, roll again on the 
hunt event table before moving on the hunt board. 

ldlO Eventrevealer 

l · 2 The monster springs out of the dark, taking advan­
tage of the distracted survivors. The showdown 
begins immediately and the monster ambushes the 
survivors. In addition, during showdown setup, place 
the event revealer directly in front of the monster. 

3 -7 The remains are human. Filled with sadness and 
anger, each survivor suffers I brain event damage. If 
the survivors chose Graves as their death princi-
ple they bury the dead, and each survivor gains +I 
survival. If they chose Cannibalize as their death 
principle. gain 1 random basic resource. 

8 + The remains of the tremendous beast prove useful. 
The event revealer gains I random basic resource. 

60 I Wildfire 
A massive wall of flame confronts the survivors. Beyond 
it, a path of destruction. Archive any hunt event cards in 
the next 2 hunt spaces. The fire has destroyed whatever 
awaited the survivors. 

The next 2 hunt spaces will be especially chaotic. 
Roll twice on the hunt event table before moving through 
each hunt board space, resolving each event one at a 
time. 

61 I Frozen Lightning 
A storm sweeps over the survivors. Deep purple lightning 
flashes overhead. The bolts freeze in mid-strike and rain 
down on the survivors as jagged, glowing spikes. 

Every survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) becomes a strag­
gler. 

The straggler is caught in an explosion of razor 
sharp crystals as a bolt crashes beside them. Suffer 1 
event damage to 2 random t,it locations, and archive all 
fragile gear in the survivor's gear grid. 

62 I Space Between the Rocks 
The survivors find themselves distracted by a dark crack 
in the stone face floor. Every survivor must roll 1d10. 
The lowest scoring survivor (or survivors, in case of ties) 
becomes a straggler. Unable to tear themselves away, 
the straggler stoops to gaze into the depths until the 
other survivors drag them away. Whatever the straggler 
glimpsed changes them forever. Gain a random disor­
der. If all the survivors end up as stragglers, the entire 
party is lost. Dead. 

63 I Feet 
The stone faces ahead are replaced by an expanse of 
stone feet sprouting from the ground. The survivors walk 
sole-to-sole with the feet. 

If any survivor is insane they are convinced they 
have reached the underside of the world. Terrified of fall­
ing off, they grab hold of the ground for dear life, slowing 
the party and attracting unwanted attention. Roll once on 



the hunt event table for each insane survivor before mov­
ing on the hunt board. If any of these rolls result in Feet 
again, ignore and re-roll. 

If all survivors are insane, they fall off the underside 
of the world. Dead. 

64 I Stone Fountain 
A pair of cupped stone hands rise out of the ground. The 
hands hold clear, cold water that trickles through the stone 
fingers in a seemingly endless supply. Any survivor may 
choose to consume from the fountain. Gain + 1 courage 
and roll on the table. Any survivor with binge eating dis­
order must consume. 

If no one consumes, roll again on the hunt event table 
before moving on the hunt board. 

ldlO Any survivor 

1- 4 The water is clear until it passes the survivor's lips. 
where it turns to blood. You spit out the foul liquid 
and suffer I brain event damage. Survivors with 
hemophobia disorder suffer I event damage to their 
body as they vomit violently in disgust. 

s · s It's water. Refreshing. 

9 + The water is clean and pure. like none the survivor 
has ever tasted. Gain +I survival. 

651 Statue 
Cresting a hill, the survivors find a statue of a man sitting 
on a throne. If any survivor has 9+ understanding, the sur­
vivors walk past without incident. Otherwise, every survi­
vor must roll 1d10. The lowest scoring survivor (roll-off in 
case of ties) becomes a straggler. 

The straggler is drawn to the statue, touching it gen­
tly. In an instant, the straggler is gone and replaced by 
the man from the throne, who is now flesh and blood. The 
straggler sits in his place on the throne, stone mouth open 
in a silent yell. 

The man offers his thanks and joins the hunting party 
without explanation. The straggler is dead, replaced by a 
new survivor with the straggler's gear, a random weapon 
specialization, 2 random disorders, and 2 Hunt XP. 

66 I Forbidden Word 
There is a great rush of air followed by a booming voice. A 
word is spoken in an unknown language by an inhuman 
voice. Just for an instant, the survivors understand. 

All non-deaf survivors gain+ 1 understanding and suf­
fer 1 brain event damage. Insane non-deaf survivors also 
gain 1 random disorder. 

- Rules -

67 I Saliva Pools 
The ground ahead is pockmarked with pools filled with a 
gooey liquid. The pools bubble merrily and stink of digest­
ing meat. As the survivors move between the pools, they 
are overcome by waves of nausea. 

Each survivor rolls 1d10. If the result is less than their 
current survival, they continue on. 

If the result is greater than their survival, they vomit 
into a nearby pool suffering 1 event damage to the body 
and gain +1 understanding. They witness the pool greedily 
dissolve their vomit. 

If any survivor has 3+ understanding, they devise a 
way to use the pools. Each survivor may place one gear 
in a pool. Archive the item, it is lost. The survivor gains the 
resources used to craft that gear. 

68 I Familiar Faces 
If the settlement has not lost any survivors yet, ignore this 
event and roll again on the hunt event table. 

Otherwise, every survivor must roll 1d10. The lowest 
scoring survivor (or survivors, in case of ties) become a 
straggler. 

While examining the stone faces underfoot, the strag­
gler recognizes the face of a fallen friend. Bittersweet 
memories bring the straggler to tears. Reduce insanity to O 
and gain + 1 understanding. 

69 I Time Lapse 
The survivors experience a blinding pressure in their 
skulls. Roll on the table. 

ldlO Event revealer 

1- z All survivors suffer I brain event damage. 

3 - 9 The survivors are dragged into the past. Move 1 
space back on the hunt board and roll hunt table 
events for the next space as normal. If this is the first 
hunt event space, nothing happens. 

ldlO Event revealer 

10 + The survivors are flung into their future. Move two 
spaces ahead on the hunt board. skipping any events 
in those spaces. If they reach or pass over their 
quarry, start the showdown immediately and the 
astonished survivors ambush the monster. 

70 I Tomb of Excellence 
The survivors find a serene, luxurious tomb, immaculate 
in its construction and condition. Elegant murals decorate 
the walls, depicting glorious victories over the very mon­
ster the survivors are hunting. The survivors are baffled by 
its presence. Roll on the table. 

ldlO Event revealer 

The survivors experience a false sense of confidence 
in their hunt and lose l survival each. 

z • 6 It's nice to see something pretty for once. huh? 
Nothing happens. 

1 • 9 The survivors can't remember the last time they felt 
this cheerful and inspired. Each survivor gains +I 

courage. 

10 + The sight is invigorating. Gain +1 courage. At the start 
of the showdown, the monster suffers 1 wound. 

71 I Found Relic 
Amidst the endless stone faces, the event revealer notices 
an unusual object on the ground. Roll on the table. 

ldlO Event revealer 

1 • 2 You find a weathered purple stone with a swirling 
texture. It is shockingly heavy. Mesmerized by the 
stone, you hide it from the other survivors. Gain ·I 
movement token as you lug the stone around. 

3 • 7 You find a stone heart that pulses with warmth as 
you hold it in your hands. Gain +I insanity. 

s • 9 Useless junk litters the ground. 

10 + You find a glittering relic of forgotten knowledge. If 
you return to the settlement, the relic's secrets are 
revealed. At the start of the next settlement phase, 
draw 3 innovations from the innovation deck and 
add one to your settlement at no cost. Return the 
other innovations to the deck and shuffle. 
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72 I Something to Pass the Time 
If the survivors have not innovated Symposium, ignore 
this event and roll again on the hunt event table. 

If the survivors have innovated Symposium, the 
event revealer suggests a word game to lighten the mood 
as the survivors trudge forward. Roll on the table. 

1d10 Event revealer 

1- 2 The survivors' boisterous voices attract their quarry 
and the monster ambushes them. 

3 - 7 No one else is in the mood for game. The event 
revealer loses 1 courage. 

s - 9 The survivors play the simple but entertaining game, 
gaining I courage each. 

10 + The game is astonishingly fun. and the survivors' 
spirits soar with laughter. Roll Id IO for each survivor. 
If the result is 6+, that survivor can cure I disorder or 
gain 1 survival. 

73 I Wailing Fire 
The survivors hear a terrible shrieking in the distance. The 
event revealer may investigate. If they do, all survivors 
gain + 1 courage. They come upon a towering pyre burning 
intensely. The wail from the fire rattles their skulls. All sur­
vivors suffer 1 brain event damage. 

If they do not investigate, roll again on the hunt event 
table before moving on the hunt board. 

741 Antler-Gouged 
A great battle of dominance between two enormous 
antelope has left the stone-faced ground gouged with 
criss-crossing scars. Each survivor must roll on the table 
below. 

ldlO Each survivor 

1- 2 The survivor trips over the jagged ground, hurting 
their leg. Gain the torn muscle severe leg injury. 

3 - s The survivor treads carefully over the destroyed 
faces. 

9 + The survivor finds a loosened stone. Gain a Founding 
stone gear. 

751 Oops! 
Stumbling through the darkness, the event revealer's lan­
tern swings wildly, bumping against their body. The living 
light inside the lantern becomes agitated by the survivor's 
clumsiness, burning 1 piece of gear. The event revealer 
must archive 1 gear card of their choice. 

-Rules -

76 I Dream the Way 
The survivors dream vivid fevered v1s1ons of the hunt 
ahead. All at once, they awake with a start and frantically 
compare the horrors they foresaw. 

Each survivor rolls 1d10. If any result is the same, 
those survivors discover they had the very same dream. 
Each gain + 1 insanity. 

If the duplicate results are also 10, once during this 
hunt phase the survivors may re-roll a roll result. 

77 I Sinkhole 
A gaping sinkhole suddenly opens under the survivors, re­
vealing a swirling black pool of ichor below. 

Each survivor must roll 1d10. The lowest scoring 
survivor (or survivors, in case of ties) become a straggler. 
Each straggler rolls on the table below. 

If any survivor has a whip weapon, it can be used to 
aid the straggler. Add +2 to the result of this roll. 

1d10 Straggler 

You are swallowed by the sinkhole. You are pulled 
to the surface moments later. but completely naked, 
your gear hopelessly lost in the miasma. Archive all 
gear in your gear grid. 

2 • 4 The other survivors haul you up, but not before 1 
piece of gear is sucked below the surface. Archive 1 
gear of your choice from the gear grid. 

s - 9 You are dragged to safety, terrified but unharmed. 

10 + After a monumental effort. the other survivors pull 
you free and find someone else clinging tightly to 
your feet (+I population). Each survivor suffers 1 
brain event damage. 

78 I Dead Great Game Hunter 
The survivors find a corpse dressed in brightly-colored 
clothing, clutching something to its chest. The event re­
vealer may choose to Investigate. If they do, they gain + 1 
courage and roll on the table. 

Otherwise, roll again on the hunt event table before 
moving on the hunt board. 

ldlO Event revealer 

He was holding an explosive. Moving it causes it to 
detonate. It blows off the event revealer's hand. Gain 
the dismembered arm severe injury. 

2 - 4 He was holding an explosive. It explodes but the 
event revealer pulls away before disaster strikes. 
Gain • 1 accuracy token. 

tdlO Event revealer 

s • 9 His hands are empty. If your settlement chose 
cannibalize as their death principle, gain 1 random 
basic resource. If your settlement chose Graves as 
their death principle, the event revealer gains +l 
understanding. 

10 + His hands contain a jeweled bottle filled with a 
chartreuse liquid. The event revealer gains 1 Frenzy 
Drink gear. 

79 I Dying Small Prospector 
Slumped against a large stone face, the survivors find a 
small, dying prospector riddled with arrows. As they ap­
proach, he growls a warning, threatening them with a huge 
stone shard. When he sees that they are not evil mon­
sters, he calms down and gives them a key. With his dying 
breath he says: 

This is the key to the portcullis. Without it, you will 
never get through. 

Record the Portcullis Key in the settlement record sheet 
notes. 

80 I Lovelorn Rock 
The survivors pass a ring of stones with an unassuming 
boulder at the center. Every survivor must roll 1d10. The 
lowest scoring survivor (randomize in case of ties) be­
comes a straggler. 

The straggler is smitten with the rock. They heft the 
boulder (it's heavy!) and carry it everywhere. Forever in 
love, the straggler loses one gear slot permanently to the 
rock. This survivor must always leave one gear space 
empty to hold their rock. The rock can be lost like normal 
gear. Record this on your survivor sheet. 



81 I Scattered Lanterns 
Four lanterns lay discarded in the survivors' path. Each 
survivor may spend 1 survival to gain + 1 understanding. 

If any survivor has 3+ understanding, they suffer 1 
brain event damage as they ponder who left the lanterns 
and why. 

82 I Consuming Grass 
Vibrant green grass grows in patches ahead of the survi­
vors. Closer inspection of the delicate leaves reveals them 
to be as sharp as any fine blade. Carefully picking their 
way past the verdant hazards, a random survivor stumbles 
and becomes the straggler. Roll on the table. 

tdto Straggler 

The survivor lands in the grass patch. Quickly climbing to 
their feet. they realize it's too late. The parts of their body 
that touched the ground are sprouted with sharp grass 
blades. Any attempt to remove the grass spreads it further 
over the survivor's body. During the showdown. the monster 
treats the afflicted survivor a.s if they are already dead. The 
monster cannot target the survivor or trigger any reactions 
when the survivor attacks. At the end of the showdown. this 
survivor dies. 

2 • 9 The survivor falls. but dexterously manages to avoid 
touching the grass with bare skin. One gear item 
does fall in. Archive 1 gear of your choice or keep it 
and treat this result as if you rolled a 1 on this table. 

10 • The survivor stops their fall before it's too late. 

83 I Flesh Monolith 
The survivors approach a 5-sided monolith made of flesh 
that stretches into the darkness overhead. Limbs and fac­
es of humans and creatures alike protrude from all sides. 
Roll on the table. 

tdlO Event revealer 

The limbs of the monolith spring to life. grabbing you 
and tearing you limb from limb. joining the parts of 
your body to the monolith with maddening efficiency 
as you are ripped apart in a shower of gore. Dead. 
All other survivors' courage is reduced too and they 
suffer 3 brain event damage. 

z • 4 Hands and tentacles grasp at you. Spend 1 survival or 
treat this result as if you rolled a 1 on this table. 

s • 9 All survivors are driven back with horror. suffering 1 
brain event damage. 

- Rules-

ldlO Event revealer 

10 • A dead survivor is reborn. The monolith rushes into 
the ground. leaving a previously fallen survivor in 
its place. Take a record sheet of a dead survivor and 
resurrect them with only a Founding stone and 
Cloth gear. The reborn survivor may accompany the 
survivors on the hunt or return to the settlement (+1 
population). When they die. they rot away into mush 
and form a new Flesh Monolith, leaving no corpse 
behind. If the survivors have never lost anyone. 
nothing happes. 

84 I Scribe's Book 
A huge, ornately-bound book lays open before the sur­
vivors. If the survivors' settlement has innovated Pie· 
tographs, any survivor with 3+ courage may write their 
name in the book. If any survivor has 3+ courage and is 
Insane, they must write. 

Roll on the table below, adding your understanding 
to the result. If no one writes in the book, roll again on the 
hunt event table before moving on the hunt board. 

ldlO Any survivor 

1- 4 As you finish writing your survivor's name you know 
that you did something terribly wrong. Your survivor 
vanishes from history. They are dead. Archive their 
gear. 

s · s Nothing happens. 

9 -10 As you write your name. you feel restored. Heal all 
injury levels and lost armor points. Gain +2 survival. 

11-14 You feel assured that as long as your name is in the 
book nothing bad can happen to you. Choose to gain 
two of the following: +2 courage. +2 understanding, 
or +2 survival. 

15• You leave an undeniable mark on the world. You feel 
more substantial. Gain +l understanding, +1 courage. 
+l survival, +1 permanent speed, and +1 permanent 
strength. 

85 I Test of Courage 
Lava flows from the eyes of a huge, grimacing stone face. 
Its gritted teeth appear to hold a worn sword. 

If there are any survivors with 6+ courage, choose 
one to brave the lava and gain the Adventure Sword 
gear. Each settlement may only posess one Adventure 
Sword. 

If no survivor gains the sword, roll again on the hunt 
event table before moving on the hunt board. 

86 I Quarantine Camp 
The survivors smell the camp long before they see it. A 
squalid collection of tents and dirt hovels, the camp is all 
that remains of families exiled from their village when they 
contracted a strange disease. 

Each survivor rolls 1d10. On a result of 1 or 2, they 
catch the foul rotting disease of the exiles and gain the 
leprosy impairment. From now on, reduce all damage suf· 
fered by 1 to a minimum of 1. When rolling on the severe 
injury table, ·2 to any result. Record this impairment. 

87 I Weeping Faces 
Water flows from the eyes of the surrounding stone faces, 
gathering in a small pool. Any survivor may choose to con· 
sume from the pool and roll on the table below. Add +2 to 
the result if the survivor has 3+ understanding. 

Insane survivors begin to weep uncontrollably. If any 
survivor is insane, roll again on the hunt event table before 
moving on the hunt board. 

ldlO Any survivor 

1- 3 The water is salty and sour. You can't help thinking 
about o,y.b_at you might be drinking. suffer 1 brain 
event damage. 

4 • 6 Refreshing. Nothing happens. 

1 • s The water is cleaner than most. You may heal up to 2 
injury levels on any one hit location. 
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ldlO Any survivor 

9 + The water is invigorating. Gain +I speed token. 

88 I The Sword and the Statue 
A statue twice as tall as any man sits before a great anvil 
with a hammer in each of its six hands. Transfixed, the 
survivors watch the statue beat a red-hot sword that lies 
across the anvil. 

Each survivor, starting with the event revealer and 
moving clockwise, may attempt once to grab the sword 
from the anvil. If a survivor makes an attempt, they gain+ 1 
courage and roll on the table, adding their hunt experience 
to the result. End the event if a survivor succesfully takes 
the sword. 

ldlO Any survivor 

1- z As you get close to the anvil, the statue grabs hold of 
the sword and plunges it into your body. There is a 
sharp hiss as the hot metal cools in your blood. You 

are dead. 

3 • s You make a quick grab for the sword. but not quick 
enough. Gain the dismembered severe arm injury. 

9 • 13 You may not be quick enough to grab the sword, but 
at least you're not foolish enough to lose your hand 
trying. 

14+ Your speed is legendary. Gain the Muramasa gear. 

89 I Cleaner Birds 
Tiny ragged birds with needle-thin beaks fly overhead. 

Every survivor must roll 1d10. The lowest-scoring 
survivor (roll off in case of ties) becomes a straggler. 

The birds swarm the straggler. One bird forces its 
way into the straggler's mouth and down their throat. The 
straggler vomits up the well-fed bird, their insides scram· 
bled and scarred. Suffer · 1 permanent speed and + 1 per· 
manent luck. 

90 I Light on the Horizon 
The survivors hear a screeching howl, followed by a crash, 
and finally an explosion of multicolored light on the hori· 
zon. The unnatural light illuminates the survivors' way. 
The survivors may re-roll the next result on the hunt event 
table. 

If all survivors are insane, they turn away from the 
light, walking into the darkness. Move the survivors 2 spac­
es away from their quarry on the hunt board. 

• Rules· 

91 I The Beginning 
The survivors stumble upon the scene of their settlement's 
first hunt. Whether they've seen it themselves or heard of it 
through stories, they immediately recognize it. Seeing the 
spot of their settlement's first triumph is electrifying. Each 
survivor gains + 1 survival. If the settlement has innovated 
Saga, each survivor gains + 1 courage. If the settlement 
has innovated Storytelling, each survivor gains+ 1 under­
standing. 

92 I Failed Start 
The survivors find the tattered remains of four humans. 
Clad in loincloths and clutching stone shards, they bear 
the distinct marks of White Lion claws. 

Each survivor suffers 1 brain event damage and 
gains 1 Founding Stone gear. If any survivor has 3+ un­
derstanding, they gain+ 1d10 insanity. 

93 I Lost Survivor 
In a hollow between two identical 
rocks, you find a corpse with 
fabulous hair, clutching a book to its 
chest. If the settlement innovated 
Pictographs, the event revealer may 
read from the book. The book tells 
the tragic tale of two survivors, whom 
found a love they could never have. 

ldlO Each survivor 

1- 3 Page 3 • Dual Nature. The lovers' settlement is de· 
strayed, and they are stolen away. The event revealer 
feels conflicted, after the showdown, they leave the 
settlement forever in search of something. 

4 • 6 Page 6 • The man spent years undergoing countless 
tortures for the sake of his beloved. Each torment 
only served to strengthen the man's resolve. If you 
have 3+ understanding, Gain +I permanent speed, 
the Anxiety and Traumatized disorders. 

ldlO Each survivor 

1 • Page 9 • The man escaped. yet never returned. He 
knew that if he did, it would mean the death of his 
beloved. He decided it was best for him to fade into 
memory to protect the few smiles his existence had 
inspired. If you have 3+ understanding, gain •l cour­
age, Tough and Last Man Standing fighting arts. 

•Thank you Johnson 'JT' Thurston for being an awesome backer! 

94 I Sickening Mess 
The survivors come upon a patch of badly-damaged 
ground. The stone faces are cracked and debris is strewn 
everywhere. Piles of toxic-smelling dung and half-digested 
viscera litter the area. 

The survivors pause to investigate the mess. Each 
survivor gains+ 1 courage and rolls on the table. Add each 
survivor's understanding to their result. 

If any survivor is insane, they may not investigate. In· 
stead, they consume what they find and make themselves 
sick. Gain • 1 strength token. 

ldlO Each survivor 

1- 2 You become lightheaded sifting through the piles 
of dung; uncontrollable gagging ensues. Gain · l 
strength token. 

3 • 8 Heaving, eyes filling with tears, your sickening hunt 
pays off. Gain 1 random basic resource and suffer I 
event damage to a random hit location. 

9 + Your intuition pays off! Gain 1 random basic resource. 

95 I Grim and Frostbitten 
There is a dead stillness in the air. The atmosphere be· 
comes thick with worry and the survivors carry on nervous· 
ly. Soon, a bitter, evil cold sets in and there is no shelter. 

Huddling together for warmth, the survivors suffer 3 
event damage to any unarmored hit location (armor that 
has no remaining armor points is still considered armored 
for this event). 

96 I Cauldron 
The smell of cooking meat draws the survivors to a gigan· 
tic black cauldron. The pot is filled with a thick dark stew. 
Any survivor may choose to consume the stew and roll on 
the table. Insane survivors {3+ insanity) and survivors with 
binge eating disorder must consume. 

If a survivor has 3+ understanding they may put a 
consumable gear or resource into the pot to gain +2 to the 
roll result. 



ldlO Any survivor 

1 • 2 You try to eat. but the cauldron is empty. It calls out 
to be filled. You slice deep into your own flesh to 
nourish the cauldron with blood. Gain a random 
non-lethal severe injury to your arms. 

3 • 4 No matter how much you eat you're still hungry. 
Gain the Binge Eating disorder. If you already have 
this, suffer ·l survival instead. 

s · 8 The stew tastes like warm blood. Gain +l survival and 
+ 1 insanity. 

9 • The dreams of the poor creature that last fed the 
cauldron fill your mind. Choose to gain one: +3 
weapon proficiency levels (if you don't have a 
weapon type selected, select 1 now) and 1 random 
disorder. +l permanent strength, or cure 1 severe 
permanent injury. 

97 I Living Stone 
The ground suddenly shifts and rises sharply into the air. 
The survivors find themselves clutching the back of a giant 
creature that lay sleeping beneath their feet. Every survi· 
vor rolls 1 d10. On a result of 6+, they hold on. All other sur­
vivors plummet to the ground below and archive all fragile 
gear in their gear grids. 

Survivors who fall take 1 event damage to a random 
hit location and continue to hunt as normal. 

If some survivors hold on, they are absent from the rest 
of the hunt phase and rejoin the group when the showdown 
starts. Elect one of these survivors to roll on the table. 

ldlO Elected survivor 

You plummet into the darkness. All survivors who 
held on are dead. 

2 • 4 Fall off. Survivors who held on rejoin the other 
survivors on the ground and take I event damage to 
each hit location. 

s • 8 Circle back. Survivors who held on each gain I 
Founding Stone gear and join the showdown in the 
second round. 

9 • Heroes arrive first. Survivors who held on rejoin at 
the beginning of the showdown phase and ambush 
the monster. 

98 I Glowing Blood 
The survivors find a trail of their quarry's blood, evidence 
of some horrific battle. The event revealer may taste the 
monster's blood. The blood brings a vision of the upcoming 

-Rules · 

battle. The event revealer places a token on any space on 
the hunt board. If the survivors start the showdown on this 
space, they ambush the monster. 

Roll again on the hunt event board before moving on 
the hunt board. 

99 I Portcullis 
The survivors approach a massive portcullis standing in 
the darkness. It is not attached to anything and does not 
bar their way. 

They may choose to walk around it. If they do, roll 
again on the hunt event table before moving to the next 
hunt space on the hunt board. 

If the survivors' settlement has the Portcullis Key, 
they may use it. Each survivor gains+ 1 courage. The port­
cullis creaks open, and the survivors step through. 

ldlO Event revealer 

Inside. a dank gloom awaits the survivors. The port· 
cull is suddely slams shut behind them and the lights 
of their lanterns begin to dim. The last thing the sur· 
vivors see is the grimace of fear on each other's faces 
as the dark closes in. The survivors are dead. 

2 + Inside, a dank gloom awaits the survivors. At their 
feet lies an ornate crucible with a void in the shape 
of a mighty weapon. The survivors gain the Perfect 
Crucible strange resource. If they have a Blacksmith 
in their settlement, they may now craft a Perfect 
slayer. 

100 I The Finale 
A terrific thunder crashes in the distance. An electricity· 
ing dread washes over the survivors. All survivors suffer 2 
brain event damage. 

The survivors may choose to investigate. Otherwise 
they panic and retreat in the opposite direction. Move back 
2 hunt spaces on the hunt board and continue hunting as 
normal. 

If the survivors investigate, all survivors gain+ 1 cour­
age and gingerly approach the origin of the sound. As they 
travel, they pass the shattered corpses of strange beasts. 

If any survivor has 3+ understanding, they follow the 
trail of corpses. Otherwise, draw 3 basic resources har· 
vested from the corpses and end the event. 

If the survivors arrive this far, they see a massive 
knight, his armor reflecting a worn gold in their lantern 
light. Caked in blood, the knight leans against the side of a 
titanic winged creature. The event revealer must roll on the 
table. 

ldlO Event revealer 

The knight locks eyes with the survivors. If any survi· 
vor has less than 3 courage, they are struck dead. All 
other survivors flee in horror. 

2 - s The knight speaks, its thunderous voice quakes the 
ground. Any survivors with less than 3 understanding 
suffers the deaf severe head injury. The knight ex­
tends his arms, offering them his gear. The survivor 
with the highest courage (roll off in case of ties) gains 
the Steel Sword and Steel Shield gear. 

9 • The knight's chest heaves. He exhales a plume of 
dense, black smoke that covers the survivors. When 
it clears, the knight is gone and in his place is a 
massive lion-faced hammer. The survivor with the 
highest courage (roll off in case of ties) gains the 
Thunder Maul gear. When the survivor takes it in 
hand. a current of electricity runs through their body. 
The weapon and the survivor are joined forever. 
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2d10 

3 · 6 

1· 15 

16·19 

20 

• Story Event · 

AGE 

Your time in the darkness changes you. 

Gain the benefits for the Hunt XP milestone you have reached. A survivor may only gain each milestone benefit once a lifetime . 

•• 
21 Improved Reflexes 

The years sharpen your reflexes. 
Roll on the table below. 

Result 

Gain +l permanent movement. 

Gain 1 random fighting art. 

Gain +l permanent strength. 

Gain 1 random fighting art. 

Gain +l permanent speed. 

• 

1 I Weapon Proficiency 

You may now select a weapon type for weapon proficiency. 
(If you wound a monster with the selected weapon type, you 

are now eligible to gain a proficieny level during the 
aftermath). Roll on the table below. 

Available weapon Types 
axe, bow, club, dagger. fist & tooth, grand weapon. katar, 

shield. spear, sword, and whip. 

2d10 Result 

Gain +1 permanent evasion. 

3-6 Gain +1 permanent strength. 

1. 1s Gain 1 random fighting art. 

16-19 Gain +l permanent accuracy. 

20 Gain +1 permanent luck . 

• ••
3 I Enhanced Senses 

Experience sharpens your instincts. 
Roll on the table below. 

2d10 Result 

Gain +1 permanent speed. 

3·6 Gain +1 permanent movement. 

7 • 15 Gain 1 random fighting art. 

16·19 Draw 2 random fighting arts and gain I. 

20 Gain +3 permanent strength. 

• •••

4 I Lucky Elder 

Age is the rarest resource of all. 
Roll on the table below. 

2d10 Result 

Draw 5 random fighting arts and gain I. 

3·6 Gain +1 permanent evasion. 

7· 15 Gain +1 permanent luck. 

16·19 Gain +l permanent speed. 

20 Gain +1 permanent attribute of your choice. 
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- Story Event -

ARMORED STRANGERS 

You are visited by enigmatic figures, fully-enclosed 
in armor. They march silently through the 
settlement. The only noise is a metallic clang, as 
they pause before each survivor and tap their 
lantern halberds against the ground. The survivors 
have no choice but to helplessly await their mute 
deliberations. 

Add King's Man to the nemesis encounter list. 
The Strangers Count People and take action 
based on the population total. 

Resist 

You rise up! Stop the settlement phase and prepare 
to depart for a special showdown with a King's 
Man. After the showdown, resume the settlement 
phase. Do not gain O, draw a settlement event 
card, or advance a lantern year. 

Count People 

& 

7 or less 
- Supportive Action

Finally, one of them drives a lantern halberd into 
the ground. They leave without a word. Add the 
Guidepost innovation to the settlement. 

The strangers plan to return. Add CD Armored 
Strangers to the timeline 4 years from the current 
year. Roll on the table below. 

1d10 Result 

1 - 3 A survivor's ears fill with a painful static! A 
random returning survivor gains a random 
disorder. 

4 - 7 The armored strangers dump a mangled. 
unidentifiable corpse on the ground. Gain 3 
random basic resources. 

8• The armored strangers haul in a massive. 
bountiful beast corpse. The survivors wonder 
at this boon. Gain 6 random basic resources. 
Departing survivors gain •1 survival. 

8 or more
- Destructive Action

The strangers finish their count and draw their 
blades. Roll on the table below. 

ldlO Result 

1 - 4 The armored strangers wantonly execute 
survivors. Suffer -5 population. You may resist 
to avoid th is loss. 

s - 1 The bravest survivors are rounded up. Select 
the survivor with the highest courage (in case 
of a tie, select all) and execute them. You may 
resist to avoid this loss. 

s - 9 The strangers destroy a random innovation. 
Return the lost innovation card to the 
settlement's innovation deck. The survivors 
may choose to resist to avoid this loss. 

10• A halberd is left in the the settlement with 
a survivor impaled on it as a reminder. 
Suffer -1 population. Add the Guidepost 
innovation to the settlement. 
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• Story Event · 

BIRTH OF A SAVIOR 

The newborn vanishes from the loving arms of the settlement for a fraction of a second. 
In that second, it spends a lifetime in the domain of the Ethereal Dreamer and returns with a dream. Choose one: 

The newborn gains 1 permanent red 
affinity and the following abilities: 

Caratosis: For each red affinity you have, 1 of 
your attack rolls hits automatically each attack. 

Red Life Exchange: In the Aftermath, gain 3 
additional Hunt XP. You may not place other gear 
in your grid. Gain + 1 permanent strength with each 

Age milestone. When you retire, you cease to exist. 

The newborn gains 1 permanent green 
affinity and the following abilities: 

Dormenatus: When you depart, gain V to every hit 
location for each green affinity you have. 

Green Life Exchange: In the Aftermath, gain 3 
additional Hunt XP. You may not place other gear in 
your grid. Gain + 1 permanent evasion with each 
Age milestone. When you retire, you cease to exist. 

The newborn gains 1 permanent blue 
affinity and the following abilities: 

Lucernae: For every blue affinity you have, your 
ranged weapons gain this amount of range and 
your melee weapons gain this amount of reach. 

Blue Life Exchange: In the Aftermath, gain 3 
additional Hunt XP. You may not place other gear 
in your grid. Gain + 1 permanent luck with each 
Age milestone. When you retire, you cease to exist. 
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- Story Event • 

BOLD 

In a single moment. your perspective changes profoundly. 

Showdown Phase Triumph 

The ess ential difference between man and 
monster is a gap no human can overcome. You 
accept this and tap into a deep well of deranged 
fortitude. Gain the following ability and roll on the 
table below. 

Stalwart: Ignore being knocked down by brain 
trauma and intimidation actions. 

ldlO Result 

1- 3 Gain +I strength token. 

4-7 Gain +3 survival and +3 insanity. 

8-9 Gain +l permanent strength. 

10+ Gain +1 permanent speed. 

Sel ect the triumph corresponding to the current game phase. 
A suNivor may only gain these benefits once a lifetime. 

Hunt Phase Triumph 

Expect the unexpected. You are prepared to face 
any mind-bending trials at a moment's notice. 
Where others may falter, you forge ahead, meeting 
the journey head on. Gain the following ability and 
roll on the table below. 

Prepared: When rolling to determine a straggler, 
add your hunt experience to your roll result. 

ldlO Result 

1-3 Gain +1 speed token for next showdown. 

4-7 Gain +1 understanding. 

8-9 Gain +1 permanent strength. 

10• Gain +I permanent movement. 

Settlement Phase Triumph 

In this fleeting existence, every moment shared 
creates meaning. The bonds forged between 
survivors give you hope. Gain the following 
ability and roll on the table below. 

Matchmaker: When you are a returning survivor, 
once per year you may spend Oto [lJ Intimacy. 

ldlO Result 

1-3 May reroll 1 0 result this settlement phase. 

4·7 Gain +l O this settlement phase. 

8·9 Gain +l permanent strength. 

10+ Gain + 1 permanent accuracy. 
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- Story Event

BONE WITCH 

One day. the exile emerged from the darkness. The settlement worried at the sound of her wailing chants. 

Everyone feared what mystery kept her alive in the darkness all these years. Some could not resist asking. 

All non-deaf returning survivors gain 3 insanity. 
Insane returning survivors are inexorably drawn to the Bone Witch and must endeavor at the Witch Camp. 

Otherwise, during this settlment phase, any survivor may endeavor at the Witch Camp if they choose. 

• 
The Bone Witch never forgave her exile. Her 
burning hatred lit the dark brighter than any 
lantern. With jagged teeth and gnarled claws, she 
attacks! You manage to escape, but the wounds 
she inflicted continue to burn. Suffer -1 permanent 
strength, -1 permanent accuracy and skip the next 
hunt. 

Add "[IJBone Witch" to the timeline 3 years from 
the current lantern year. 

••• 
The secrets of the dark should not be seen. The 
last thing you see are the witch's outreached claws 
reaching for your eyes. Your eyes are scarred. 
Suffer - 4 permanent accuracy and gain + 4 
permanent strength. If, for some reason, you gain 
this result twice, you die. 

Add" [IJ Bone Witch" to the timeline 3 years from 
the current lantern year. 

Witch Camp- roll 1d10 

The Bone Witch mutters of the alluring 
embrace of the awaiting darkness. Her 
stories stir strange yearnings in your bones. 
For being a patient listener, she offers to 
teach you something for the cost of 1d5 bone 
resources. 

If you spend the resources, gain the Extra 
Sense fighting art and +3 survival. 

• ••
The Bone Witch spends whispers of the horrors 
and wonders she has seen, arming you with 
valuable wisdom. Gain +2 insanity. + 1 
understanding, and the following ability. 

Homing Instinct: Add +5 to your rolls on the Run 
Away story event. 

If the settlement has the 
Guidepost innovation. the Bone 

Witch wanders over to it. The 
settlement is transfixed by a 

sense of danger. Effortlessly. the 
Witch plucks the weapon from 

the ground. Archive the 
Guidepost innovation. 

As a consolation, she offers to 
teach the settlement something 

in exchange for 1 bone. 

If you spend 1 bone. nominate 4 
survivors. They gain the 

Monster Claw Style fighting art. 
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Venisori Oso Buco 
· cooking recipe -

1 Nightmare Tick 
1 Shank Bone 
1 Beast Steak 

1 Fresh Acanthus 

Feed the tick a beast steak. When 
the nightmare tick is full, simmer it 
in the bone marrow of the shank 
bone over medium lantern heat. 

Season with fresh acanthus. Yum! 

Benefit: 

+ 1 permanent evasion
+ 10 survival

• Story Event • 

COOKING 

The survivors experiment with scraps of foodstuffs. 

The savory discovery is palatable. 

Select 1 cooking recipe and archive the listed resources to create a dish. 
This settlement phase, any survivor may consume the resulting dish and gain the benefit. 

Any uneaten dishes are lost. 

1 Cyclops Fly 
1 Eye of Cat 

1 Phoenix Eye 
1 Fresh Acanthus 

Sauta the monster eyes until soft 
and releasing moisture. Add the 
cyclops fly and fresh acanthus. 

Cook at a bare simmer until 
cyclops fly is tender. Serve warm. 

Benefit: 

+ 1 permanent accuracy
+ 10 survival

r"t ... ·---7-�-,�T:"':.�� 

Sword'Beetle Skewer�.'> 
• cooking recipe -

1 Sword Beetle 
1 Bladder 

1 Lion Testes 
1 Fresh Acanthus 

Cube sword beetle, antelope 
Bladder, and lion testes into 

bite-size pieces. Season cubes 
with fresh acanthus. Thread the 
cubes onto straightened scrap 

pieces. Roast over lantern heat. 

Benefit: 

+ 1 permanent strength
+ 1 O survival

�'?"' ";'I: .... .._.... • �·< .......,... ,,,--• f ·-- < ,.., 
Stuffecf Cockroach 

• cooking recipe -

1 Hissing Cockroach 
1 Beast Steak 

1 Pustules 
1 Fresh Acanthus 

Grind beast steak. Combine with 
fresh acanthus and phoenix 
pustules. Hollow the hissing 

cockroach carcass and stuff with 
mixture. Bake in lantern oven. 

Delicious! 

Benefit: 

Remove all disorders. 
+ 10 survival
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• Story Event • 

CRUSH & DEVOUR 

The survivor disappears, shrieking, into the Screaming Antelopes giant under-maw. 

You are Masticated. 

Masticated - roll 1 d1 o 

•• 
Swallowed whole. You are dead. The 
monster happily digests you, heals 1 
wound, and gains+ 1 speed token. 

•• 
You struggle frantically, stuck in a thick 
and sticky mucus. Your leg slips between 
the monster's teeth. Suffer the 
dismembered severe leg injury. The 
monster heals 1 wound. 

•• 
The monster's mouth hangs slack, and 
fresh air brushes your face. You try to 
wriggle free, your arm reaching recklessly 
past the teeth. Suffer the dismembered 
severe arm injury. The monster heals 1 
wound. 

With a burst of ferocity, you fight back. Roll 
1 d1 O on the table below. 

ldlO Result 

l ·3 

4·7 

8+ 

Your efforts are useless, suffer I brain 
damage per monster level. 

You fight, but are chewed helplessly. 
Suffer 1 damage to every hit location. 

You are suddenly bitten by a pulsing 
organ. You tear it free! The monster 
suffers I wound. Gain the Second Heart 
strange resource and Regurgitate. 
Suffer 1 damage to the arms location. 

Regurgitate 

Place Gobbled Up survivors in a free space 
adjacent to the monster. Archive Gobbled Up 
and roll on the table below for each survivor. 

ldlO Result 

1. 3 You wonder if you are dead. You are 
knocked down and suffer 1 brain damage. 

4·7 

8·9 

10+ 

Covered in vomit, but alive. You are knocked 
down and gain +I insanity. 

The experience gives you a new perspective. 
Gain +I understanding. 

You vindictively attack on your way out. 
Gain the Flat Tooth screaming Antelope 
resource. The Screaming Antelope suffers 1 
wound. 
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- Story Event -

ENDLESS SCREAMS 

A scream pierces the silence around the settlement. As the noise fades. 

a chorus of horror rises up in answer. 

The settlement erupts into chaos trying to 
comprehend the source of the terrible wail. 

You may now hunt the Screaming Antelope. Add 
it to the quarry list on the settlement record sheet. 
Nominate a single survivor to stand amidst the 
madness. They gain + 1 courage and become the 
Voice of Reason. 

Voice of Reason - roll 1d10 

•• 
The survivor's face turns pale and the 
courage drains from their eyes. Without 
hesitation, the survivor turns on their heels 
and dashes for the darkness. Sadly, their 
foot catches a stone face and they fall 
face-first into the floor. 
The survivor loses 1 courage and suffers 
the broken jaw severe head injury. 

•••• 
The survivor realizes the noise is most 
likely from another strange creature that 
lives out in the darkness. After some effort, 
they manage to calm the settlement. 

The survivor gains + 1 understanding. 

Returning survivors gain+ 1 insanity. 

The survivor stands firm in the face of the 
screaming unknown. Slow and strong words 
change the settlement's fear into tingling 
excitement. After all, the endless screams 
might be an opportunity to gain knowledge 
and harness the darkness. 

The survivor gains the Orator of Death 

fighting art. 

Returning survivors gain +2 insanity. 

Kingdom Death: Monster Core Game us 





If the settlement already innovated Lantern Oven, 
skip this event and roll on the Lantern Branding 

table. Otherwise, proceed with Hands of Heat, below: 

One lucky day, a clumsy accident knocks a lantern free 
from the towering Lantern Hoard. A sudden flash of 
heat bathes the survivors as the lantern crashes to the 
ground. Now shattered, the lantern light dies, but the 
seed of an idea begins to grow. 

Nominate a survivor. They gain + 1 courage and 
Experiment with Lanterns. 

• Story Event •

HANDS OF HEAT 

The mystery of the lanterns glow. 

Experiment with Lanterns- roll 1d10 

An agitated lantern shatters in the 
survivor's face. Badly burned and 
disfigured, the survivor is exiled from the 
settlement as an inhuman monster. 
However, the other survivors learn 
something from this tragedy. Your 
settlement gains the Lantern Oven 
innovation. -1 population. 

Add "Ill Bone Witch" to the timeline 3 
lantern years from now. 

The survivor vigorously shakes a 
lantern and holds it watchfully. It bursts 
into blue light with a distinct hissing 
sound. The lantern grows hot in the 
survivor's clenched hands, burning their 
flesh. They bellow in primal triumph. 
Gain + 1 permanent strength and the 
Red Fist secret fighting art. Your 
settlement gains the Lantern Oven 
innovation. 

The survivor discovers heat and the 
settlement celebrates! Your settlement 
gains the Lantern Oven innovation. 
The survivor gains the Red Fist secret 
fighting art, and rolls on the Lantern 
Branding table on this page! 

Lantern Branding 

A feast, culminating in the ritual branding of the 
settlement's finest warriors by the heat of an 
agitated lantern. 

Discard half the settlement's total resources 
(including storage), rounded down. Nominate a 
survivor and roll on the table below. 

ldlO Result 

1 • 3 Tradition. All departing survivors gain 
+10 survival. Add" CD Hands of Heat" to the
timeline ldlO years from now. 

4 • 7 Branded feet. Gain +l permanent speed. 

s · 9 Branded hand. Gain +l permanent strength. 

JO• Accident! Suffer the blinded severe 
head injury and gain +l permanent luck. 
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HERB GATHERING 
Each survivor must make a special gathering roll. 

118 

To make gathering roll, a survivor nominates any number of d1 O's and then 
rolls them. If two or more die results are the same, your score is 0. Otherwise, 
add all your die results to determine your gathering score. 

Add all the survivors' gathering scores to make a single final score and consult 
the Herb Exploration table. 

Add + 10 to the final score if the survivors have passed the 
Overwhelming Darkness space on the hunt board. 



- Story Event 

Herb Exploration 

0-11 12-44 45-74 75+ 
The survivors don't find anything. 
Roll on the random hunt event table. 

Gain a Fresh Acanthus strange 
resource. All survivors gain + 1 survival. 

Gain a Fresh Acanthus strange 
resource. All survivors gain + 1 survival. 
In addtion, if you innovated Cooking, 
gain 1 random vermin resource. 

The survivors find a path through the 
weeds. Any survivor with a sickle may 
Explore the Swamp. 

A huge, waterlogged plant creature bursts from the 
depths and devours you whole. You are dead. 

Suddenly, the water around you bubbles furiously. 
Spend 1 survival to dive to safety or perish. If you 
have 3+ courage, you may roll again. 

You find a captivating clearing. Roll on this table 
again and add + 1 to that result. Any survivors 
that have not explored, may now also roll on this 
table. 

A ghostly flower blooms, uncovering a face 
inside. It tells you that you are a peaceful, 
careless flower. Remove any disorders and gain 
Apathetic disorder. 

You observe a small insect pollinating a flower. 
Gain + 1 understanding and a Fresh Acanthus 
strange resource. 

Explore the Swamp - roll 1d10 

You find a round, hairy fruit and consume it. If 
you are insane, you imagine the fruit bestows 
swiftness. Gain + 1 permanent speed. Otherwise, 
gain + 1 survival. 

Deep in the swamp, you find a twisting vine in the 
shape of a withered hand holding a fruit. 
Seductive and repulsive, the shining fruit is a sight 
to behold. You must Eat the Fruit. If you cannot 
consume, then nothing happens. 

Eat the Fruit 

If a survivor consumes a second shining fruit, 
they die instantly. Otherwise, roll on the table. 

Razor maggots explode from the survivor, 
killing them instantly. 

2 • 4 An explosion of tiny. red seeds bursts in your 
mouth. You stagger. blinded by the 
overwhelming sensation. You are forever 
changed. Gain 1 permanent red affinity. 

5-7 

8+ 

Tart, sticky. green seeds scorch your sinuses 
before settling into a deliciously refreshing 
feeling. Your are forever changed. Gain 1 
permanent green affinity. 

Bitter, blue seeds stain your mouth with thick 
black juice. Their powerful flavor awakens 
you. You are forever changed. Gain 1 
permanent blue affinity. 
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• Story Event·

HOODED KNIGHT 

A stranger emerges from the darkness. 

If any survivor has the Twilight Sword, they Duel the knight. 
Otherwise, his motives are inscrutable. Roll below on Mysterious Agenda. 

Duel - roll 1 d1 O 

The hooded knight confronts the bearer of the 
Twilight Sword, they roll on the table . Add + 1 to 
the result for each Twilight Sword weapon 
proficiency level. 

ldlO Result 

1 - 3 The survivor perishes quickly. Disappointed. 
the knight leaves, never to return. 

4 • 7 The survivor is badly wounded. Suffer the 
gaping chest wound severe chest injury. 
The knight has Unfinished Business. 

8-9 

10 

II+ 

Gain l level of weapon proficiency. Lose all 
survival. You cannot gain survival this settlement 
phase. The knight has Unfinished Business. 

Gain l level of weapon proficiency. 
The knight has Unfinished Business. 

Gain 2 levels of weapon proficiency, +l 
insanity, +l survival. The knight has 
Unfinished Business. 

Mysterious Agenda· roll 1d10 

As quickly as he arrived, the hooded knight 
vanishes in a flash of steel and blood Suffer 
-2 population. The hooded knight leaves with
Unfinished Business and will return later.

The hooded knight insists on training the 
uncouth survivors in martial combat. Up to 2 
survivors may spend 3 resources each to 
learn the Mighty Strike fighting art. 

The hooded knight leaves with Unfinished 
Business and will return later. 

The hooded knight forces a tattered parcel 
into the hands of the returning survivor with 
the most Hunt XP (if tied, randomize). 
The hooded knight leaves with Unfinished 
Business. 

If there are no returning survivors, then 
Unfinished Business. 

Unfinished Business 

Add "Cil Hooded Knight" to the 
timeline 4 years from now. 

Tattered Parcel 

The survivor gains the Twilight Sword rare gear, 
place it in their grid now. The survivor may select 
Twilight Sword as a weapon proficiency type. 
This weapon is cursed. 

Cursed: This may not be removed from your gear 
grid for any reason. When you die, archive this card. 

The Hooded Knight seems disturbed. 
If settlement has Records, roll 1d10. 

ldlO Result 

1 • 3 Destroy Records, return it to the 
innovation deck. 

4• If you haven't triggered XNemesis 
Encounter· Watcher. move it backs 
years on the timeline. 
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· Story Event ·

INSIGHT 

In a single moment, the curtain of the world pulls back. 

Showdown Phase Epiphany 

Watching the chaotic movements of monsters, 
you perceive a pattern. Perhaps its motives are 
not so different from your own. You can imagine 
yourself in the monster's place. Gain the 
following ability and roll on the table below. 

Analyze: At the start of the Survivors' turn. if you are 
adjacent to the monster, reveal the top Al card, then 
place it back on top of the deck. 

ldlO Result 

1 ·3 Ignore the next severe injury this showdown. 

4·7 Gain •3 survival and +3 insanity. 

8-9 Gain +l permanent accuracy. 

10+ Gain +l permanent movement. 

Select the epiphany corresponding to the current game phase. 
A survivor may only gain these benefits once a lifetime. 

Hunt Phase Epiphany 

You dream. Before you, toiling silently, a strange 
creature with the imprint of a human face sculpts 
stone faces into the ground. You meet its 
concave gaze and wake. Gain the following 
ability and roll on the table below. 

Explore: When you roll on an investigate table, 
add +2 to your roll result. 

ldlO Result 

l ·3 Reroll one hunt event result this hunt phase. 

4·7 Gain +3 survival and +3 insanity. 

8·9 Gain +l permanent accuracy. 

10+ Gain +l permanent evasion. 

Settlement Phase Epiphany 

The hunt, which once filled you with inexorable 
dread, takes on a new dimension. Your 
expeditions outside the settlement inspire you 
with curiosity and wonder. Gain the following 
ability and roll on the table below. 

Tinker: When you are a returning survivor, gain 
+ 1 0 to use this settlement phase.

ldlO Result 

1·3 If you innovate this phase. draw +l card. 

4·7 Gain +I O this settlement phase. 

8-9 Gain +l permanent accuracy. 

10+ Gain +I permanent strength. 
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- Story Event -

INTIMACY 

Nominate one consenting male and one consenting female survivor and roll on the Intimacy table below. 

The first time your settlement gives birth to a new 
survivor (gains + 1 populaiton from intimacy), the 
survivors ponder existence.CI] Principle: New Life. 

As your settlement grows in size, don't forget to 
apply your chosen New Life Principle. It will 
greatly effect the outcome of your campaign. 

If the settlement innovated Bed, the new 
survivor gains + 1 permanent strength. 

Intimacy 

The couple cannot bear the weight of the 
world. They clasp hands and march into the 
deep and endless darkness. The nominated 
survivors are dead. 

The female survivor perishes with her child 
during birth. The settlement is cast in gloom. 
The male survivor mourns gaining a random 
disorder and +3 insanity. 

A new survivor is brought kicking and 
screaming into the world. The child's eyes 
are free of the ink that stained the 
founders' faces. The settlement gains + 1 
population. 

The settlement gains + 1 population. 
The male & female survivors share a deep 
bond and gain + 10 survival each. 

The settlement celebrates a 
twice-fortunate event. A pair of healthy 
newborn survivors enters the world. The 
settlement gains +2 population. 

Special Child 

On this day, everyone remembers the birth of a 
very special child. Where she steps, hope 
flourishes. Cil Birth of a Savior. 

If the settlment innovated Hovel, 
a special child is born instead. 
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• Story Event

KING'S CURSE 

The survivor that dealt the killing blow feels their heart sink. 

Tragedy befalls the survivor that kills the King's Man. 
Their body starts to sweat profusely and their flesh 
bubbles with extreme heat. The survivor must roll a hit 
location dice on the King's Curse table. A survivor 
cannot gain more than one piece of regal gear per 
lantern year. 

Every piece of the Regal Armor set is cursed. 

Cursed: This may not be removed from your gear grid 
for any reason. When you die, archive this card. 

When a survivor completes the Regal Armor set (has 
all 5 pieces), they lose their humanity and become a 
King's Man. Filled with a sense of urgent purpose, the 
survivor marches off into the darkness. 

The survivor can no longer be controlled by a player. 
Discard their record sheet. They are dead. 

King's Curse· roll hit location die. Re-roll until you roll a location that is not wearing regal armor. 

Your skull erupts from inside your head, 
bone twisting and hardening into a plated 
exoskeleton. Gain a random disorder and 
the Regal Helm rare gear and place it in 
your gear grid now. 

Your thigh bones expand and hollow, 
while the flesh from your legs packs itself 
inside the bone. The pain is exquisite. 
Suffer the destroyed genitals severe 
waist injury. Gain the Regal Faulds rare 
gear and place it in your gear grid now. 

Searing pain shoots up your legs from 
your burning feet. Your leg bones shatter 
and reform in the shape of plated armor. 
Gain the Regal Boots rare gear and 
place it in your gear grid now. 

Your fingernails rapidly grow out, 
encasing your arm in a cocoon of bone. 
Your liquefied heated flesh leaks from the 
joints of the hollow armor that replaces 
your arms. Gain the Regal Gauntlets rare 
gear and place it in your gear grid now. 

If the settlement innovated 
Nightmare Training, your new 
arms prove useful. Gain + I 
permanent strength. 

With a horrific crunch, your ribcage bursts 
from your chest and warps drastically, 
puncturing your internal organs. Your open 
stomach pours acid over your exposed 
innards. You double over, vomiting foamy 
chunks everywhere. Finally, you stand, 
drawing no breath but somehow alive. Gain 
the Regal Plackart rare gear and place it in 
your gear grid now. The other returning 
survivors suffer 3 brain event damage. 

Your body seems to move on its own. 
Gain the King's Step secret fighting art. 
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• Story Event •

KING'S STEP 

Resist the unspoken pressure of the monster's onslaught. 

Your body trembles and your mind wavers. 
You struggle just to stay standing against the 
pressure projected by the monster. 

Discard all unresolved hit locations, end your 
attack, and attempt to Overcome! 

If the settlement innovated Forbidden 
Dance, you start to sense the tempo of 

the monster's movements. Gain 2 
tempo tokens and suffer knockback 3. 

Overcome· roll 1d10 

Add + 1 to the result for each 
tempo token you have. 

You are paralyzed with dread. Suffer brain 
damage equal to the monster's level. 

The monster swiftly finds an opening in your 
poor footwork and mercilessly slams your 
shin. Suffer a random severe leg injury. 
Gain 1 tempo token. 

The monster easily predicts your motion and 
skewers you with your own momentum. 
Spend 1 survival or suffer a random severe 
body injury. Gain 1 tempo token. 

Just as you start to follow the monster's 
subtle movements, the tip of the King's 
Man's foot hooks your ankle. You are 
knocked down. Gain 1 tempo token. 

You sense a pattern and foresee the 
monster's attempt to trip you. At the last 
moment, you shift your balance. Suffer 1 
damage to the legs. Gain 1 tempo token. 

You grasp the pattern behind the monster's fine 
movements, a rhythm that lets you control the 
pace of the fight. You have overcome the Battle 
Pressure and learned something valuable. 

Gain the King's Step secret fighting art. 
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• Story Event -

LEGENDARY LUNGS 

The sensation of the Butchers attack is similar to drowning. 

Desperately. you gasp for air. only to be met with a mouthful of steel. 

The monster's attacks rain down on you, each 
blow faster than the last. Despite the attack 
lasting only a moment, things seem to slow 
down. Your feel numb and isolated, as if 
trapped in an endless body of water. There is 
no hope of escape, just the pressure from 
above on your gasping lungs. 

As the pounding in your chest intensifies, you 
recall the even rhythm of the monster's heaving 
chest. There is a chance you will Learn 

something. 

Learn - roll 1 d1 O 

•• 
Sadly, your mind is simply adrift. Lost 
somewhere between the physical pain and 
the tear of further punishment, you learn 
nothing from the experience . 

••••• 
You feel as if on the cusp of realizing 
something big. It teases your mind before 
vanishing. Gain +3 survival. 

If the settlement innovated 
Drums, the rhythmic pounding in 
your chest gives you insight. , " 
Proceed to the .• �
8, 9, 10 result! 

Deep Breath 

It seems crazy, but it makes perfect sense to 
you- the secret to the monster's attack is its 
amazing control over its breathing! Despite 
its anger, the rise and fall of its chest keeps a 
constant, steady rhythm, even at the height 
of its brutal fury. 

Gain the Legendary Lungs secret fighting 
art and +3 survival. 
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LEGENDARY MONSTERS 
The Legendary monsters are the survivors' ultimate quarry. Make sure to read 
and follow each monster's setup instructions carefully.They are set up like their 
counterparts at level 3 and under, with a few exceptions: 

Life Trait: Legendary monsters use the Life Trait. Full rules for Life are found in 
the Monster Section. 
Archived Hit Locations: Use the hit location deck associated with each 
legendary monster's Monster Type, but archive all hit locations listed in the 
special instructions before the showdown begins. 
Trait Cards: Legendary Monsters combine Trait cards from multiple Al Decks. 
Always remember to resolve any rules conflicts that arise with the Rule of Death. 



Beast of Sorrow 

Level 

4 

009 
10 5 1 

OCunning 
Oweak Spot 

TYPE: White Lion. 

OTrample 

Mov Tgh Spd Dmg 

7 13 +1 +1 

HUNT: Use level 3 White Lion setup. 

TERRAIN & DEPLOYMENT: Use White Lion setup. 

VICTORY: Use Level 3 White Lion Victory, +I Iron strange 

resource. Nominate the survivor that dealt the killing blow. 

That survivor gains a fighting art of their choice. 

DEFEAT: The settlement is paralyzed by grief. NoO may be 

spent the next settlement phase. 

Great Golden Cat 

Level Mov Tgh SP<i Dmg 

4 
custom Deck List 

9 17 +2 +5 

0Life(15) OMerciless G Golden Eyes 
Ocunnlng OTrample Tokens: +1 Accuracy. +1 Luck 

They say that some thunderstorms on the horizon are actually 
the Great Golden Cat playing with a meal before devouring it. 

CUSTOM DECK LIST 
lx Combo Claw 
Ix Vicious Claw 
Ix Terrifying Roar 

TYPE: White Lion. 

Ix Power Swat 
Ix vanish 
Ix Bloody Claw 

HUNT: Use level 3 white Lion setup. 

TERRAIN & DEPLOYMENT: use White Lion setup +2 addtional 

random terrain cards. 

VICTORY: use Level 3 White Lion Victory, +I white Lion 

resource of your choice. Nominate the survivor that dealt the 

killing blow. That survivor gains +2 permanent strength and the 

Timeless Eye and Combo Master fighting arts. 

DEFEAT: Use White Lion defeat. 

• Story Event · 

Mad Steed 

Level 

4 
Custom Deck List 

Tgh Sr,• Dmg 

9 18 +2 +5

O Life (20) O Diabolical O Berserker 
O Hypermetabolism O Trample O King's Aura 
G Legendary Horns Tokens: +I Accuracy, +1 Luck 

They say that The Hand once trained a great, horned beast to 

be ridden by him alone. As the beast carried The Hand from 

one terrible task to the next. its appetite grew. and its horns 

took on twisted shapes. 

CUSTOM DECK LIST 
Ix Crush & Devour 
Ix Stomp & Snort 
Ix Ravenous 

TYPE: Screaming Antelope 

2x Bite 
Ix Great Kick 

HUNT: use level 3 Screaming Antelope setup. 

TERRAIN & DEPLOYMENT: Use Screaming Antelope setup +2 

random terrain cards. 

SPECIAL: Archive Furry Throat from the Hit Location deck. 

VICTORY: use Level 3 Screaming Antelope Victory. + 1 

Screaming Antelope resource of your choice. Nominate the 

survivor that dealt the killing blow. As your weapon strikes 

down the steed. it emits a gurgling roar from its under-maw. 

and bursts into an explosion of flames. Inside the inferno's 

swirling vortex, you feel only calm. A hooded figure stands 

before you. and points at your arm. With a blinding flash and a 

spray of molten flesh. it explodes. causing you to scream and 

black out. When you wake. you peel the remaining charred 

flesh off of what used to be your arm, revealing a beautiful 

sword underneath. The nominated survivor suffers the 

dismembered arm severe injury. and gains the Red Fist secret 

fighting art, +9 courage. and the Adventure Sword rare gear. 

DEFEAT: The Mad Steed rampages through the settlement. 

leaving immeasurable destruction in its wake. ·3 population. 

Golden Eyed King of 1000 Years 

Level 

4 
Custom Deck List 

Mov Tgh � Dmg 

10 25 +3 +6 

O Life (25) O Dreaded Decade O weak Spot 
O Cunning O Materialize O Berserker 

O Spiral Age G Top of the Food Chain 

Tokens: +l Evasion, +1000 Luck 

G Golden Eyes 

They say that at the summit of the tallest tree, there is a 

glimmer of golden light. Those who have stared into it for too 

long are marked by their white hair. and claim to know how 

they will die. 

CUSTOM DECK LIST 
Ix Bored 
Ix Wing Punch 
Ix Difference Between Us 
Ix Pustule Cannons 

TYPE: Phoenix. 

Ix Gouge & Feast 
IX Ripple 
Ix Instant Wing Strike 
2x Peck 

HUNT: use level 3 Phoenix setup. 

TERRAIN & DEPLOYMENT: use Phoenix setup +I Ore Vein

terrain card and +I Bug Patch terrain card. 

SPECIAL: Archive Glorious Arm Pit and Soft Lower Gut from the 

Hit Location deck. 

VICTORY: +I Hunt XP, +I weapon proficiency (if eligible). Level 

3 Phoenix Rewards. Nominate the survivor that dealt the killing 

blow. At that moment. time splits and you experience a 

thousand lifetimes and a thousand deaths simultaneously. Your 

veins feel as if they will burn themselves free from your skin. 

and you cling desperately to a single heart beat. as you find 

yourself within the cyclone of existence that howls without end. 

The experience ends as abruptly as it started. All of what 

happened or what will happen is gone, forgotten, and you find 

yourself on your knees vomiting a thick creamy foam. The 

nominated survivor gains +1,000 insanity and the King of a 

Thousand Battles secret fighting art. 

DEFEAT: use Phoenix defeat. You may not Run Away from this 

encounter. 
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MINERAL GATHERING 
Every survivor with a Pickaxe rolls on the Mineral Gathering table. 

134 



1 -3 

A newly-opened crack releases a toxic 
cloud. You flee, leaving your tools 
behind. Archive any tool gear in your 
gear grid. 

- Story Event -

Mineral Gathering 

4-5 6-7 8+ 
Gain 1 Broken Lantern basic resource. A 

sudden rock slide catches everyone
off-guard. All survivors take 2 event damage
to a random hit location.

You find l Iron strange resource among 
the unyielding stone faces. As you free 
it, you hear a snap. If your Pickaxe is 
frail, archive it. 

Gain 1 Scrap basic resource. If this event 
occurs after Overwhelming Darkness. 
you find a cave. Once per Mineral 
Gathering, all survivors must descend to 
the Worm Tunnels. 

I 

�--- --�Worm Tunnels - roll 1d10. Add +1 to the result 1f you have a Pickaxe 

You spend too much time lost in the tunnels. Move your quarry 1 space toward the 
survivors on the hunt board. If the monster enters the survivors' space it ambushes them. 

You blunder in the darkness, lost and separated from the other survivors. A voice 
whispers to you, leading you back. Lose 2 survival and gain +2 insanity. If you are 
deaf, you do not heed the voice, and disappear into the dark. You are dead. 

You find 1 Iron strange resource next to a passageway that leads deeper into the cave. 
Choose to either gain the Iron or spend 2 survival and descend to the Crystal Lake. 

Crystal Lake - roll 1d10 

Drifting, phosphorescent spores infect your 
pores. Record all armor gear in your gear grid 
in the settlement storage and archive it. Gain 
fJ1 to all hit locations and the following ability: 

Crystal Skin: You cannot place armor in your 
gear grid. When you depart, gain fJI to all hit 
locations. Suffer • 1 to the result of all severe 
injury rolls. 

A reflection speaks to you. Lose 3 
survival and gain +3 insanity. 

Caked in slime and weird crystals, you 
find 1 Iron strange resource. 

Choose to either gain 2 Iron strange 
resources or gain +3 insanity and spend 
4 survival to descend to the Lantern City. 

Lantern City - roll 1d10 

A single light shines from a window in the 
otherwise darkened city. A pleasing aroma 
beckons you into a lit house. Inside, a 
welcoming family invites you to join them for a 
meal. If you are insane, you gratefully accept 
their invitation to stay. Forever. Your survivor 
perishes. Otherwise, your memory grows hazy 
after this point. Lose all your survival, gain +6 
insanity and 1 random disorder. 

A yawning forge stands cold in the 
center of the city. Dismantling it, 
you gain 4 Iron strange resources 
and 3 Scrap basic resources. 

You meet a dark stranger. It hisses, and your 
mind washes over in white noise. You awake 
with 1 piece of armor gear of your choice from 
the Blacksmith settlement location. 
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ldlO 

1 · 3 

4 

5·6 

7 

8·9 

10• 

- Story Event -

·----

OVERWHELMING DARKNESS 

Insane survivors 
walk the Path of the Insane. 

Path of the Insane - roll 1d10 

Result 

You envision a strange fruit that pulses with 
your heartbeat You smash it Spend all your 
survival {at least 1) or die. 

You shriek into the darkness, dealing 1 brain 
event damage to all non-deaf survivors. 

You lash out at the unseen. All other survivors 
suffer 1 event damage to a random hit location. 

Startling visions. Gain a random disorder. 

You find a strange peace. Lose all insanity. 

Hysterical. Suffer the Frenzy brain trauma. 

All survivors must determine Path and walk them simultaneously. 

ldlO 

2·3 

4-6 

7 

8+ 

If no other path applies, 
walk the Path of the Doomed. 

Path of the Doomed - roll 1 d1 O 

Result 

Your lantern light fades into the darkness. 
Spend all your survival {at least 1) or die. 

A pall of doom falls over you. Gain -3 luck 
tokens for the duration of the showdown. 

An unseen monster attacks. Suffer event 
damage equal to the quarry's level to 3 
random hit locations. 

Disoriented. Gain -1 evasion token. 

Hope. Gain +l insanity and• 1 courage. 

ldlO 

2·3 

4·7 

8-9 

10+ 

Sane survivors with 3+ courage 
walk the Path of the Brave. 

Path of the Brave - roll 1d10 

Result 

You boldy walk into a monster's maw and 
are consumed whole. Spend all your survival 
(at least 1) or die. 

You emerge from the darkness crippled 
with doubt Gain -1 speed token. 

The darkness drowns out your lantern light 
Gain -1 accuracy token. 

Foolish bravery. Gain •l strength token and 
-1 evasion token. 

You will survive, no matter what it takes. 
Gain •l survival and +l evasion token. 
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The skies bubble and murmur as a dark presence 
tears through the atmosphere like a negative 
lighting bolt, sucking the air and energy from all 
who gaze upon it. 

A light rain begins. The survivors turn their eyes up 
to see a huge, iridescent feather slowly floating 
toward the ground. Their lantern lights reflect 
strange rainbows off the twisting feather. A primal 
fear takes root in the settlement. 

You may now hunt the Phoenix. Add it to the 
quarry list on the settlement record sheet. 
Nominate a single survivor to speak. They gain + 1 
courage and Break the Silence. 

- Story Event· 

PHOENIX FEATHER 

A fallen feather fills the settlement with dread. 

Break the Silence· roll 1d10 

• 
The survivor attempts to speak, but before 
the words can leave their lips, they fall over 
dead from fright. The settlement panics 
and decides to banish the fallen feather 
into the darkness . 

•••• 
The survivor shoos everyone away from 
the feather. Alone in the rain, they 
examine it. The nominated survivor 
gains + 1 understanding and the Tail 
Feather Phoenix resource. 

If the settlement chose Survival of Q!!���:;.-J 
the Fittest Birth Principle, the 
survivor raves to no one in 
particular about an oncoming trial. 
bursting into laughter and tearing 
the feather apart! The survivor gains 
+ 1 permanent evasion and the 
Honorable disorder. 

The survivor exclaims that the fallen feather 
is the most beautiful and dangerous thing 
they have ever laid eyes on. Each color runs 
perfectly into another, and gazing upon it 
imparts a strange sense of longing. They are 
convinced that there has never been 
something so perfect in this world. 

The survivor greedily hides the feather from 
the others. They gain the Crazed fighting art, 
the Hoarder disorder, and + 1 courage (from 
stashing the feather)! 

Returning survivors gain +2 insanity. 
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• Story Event ·

PRINCIPLE: CONVICTION 

The survivors must find a reason to be. 

Treasure the darkness in all its mystery. or seek to master it and grow strong. 

The group must choose one. 

Master the Darkness 

Life is finding the perfect death.The lantern is power. By its light, all will be 
led to their final glorious moment. Add" [lJ Hands of Heat" to next year 
on the timeline. 

The settlement gains the Conviction Principle: Barbaric. Find and place the card on 
the settlement board and note it on the settlement record sheet. After adding the 
card to the settlement. roll ldlO. 

1d10 Result 

1 - s The settlement celebrates with a destructive feast. Lose all resources 
(including the storage). If 10 or more resources were lost this way, departing 
survivors gain +l permanent speed and the Honorable disorder. 

6 -10 Nominate a survivor. They gain +4 courage and the following ability: 
Thundercaller: Once a lifetime. on a hunt board space after Overwhelming 
Darkness, in place of rolling a random hunt event, use "100" as your result. 

.. .. 

Treasure the Mystery 

Life is like a quickly fading lantern. Every precious moment must be lived 
to its absolute fullest! Add" [lJ Bone Witch" to next year on the timeline. 

The settlement gains the Conviction Principle: Romantic. Find and place the card 
on the settlement board and note it on the settlement record sheet. After adding 
the card to the settlement, roll Id 10. 

ld!O Result 

1 • s The settlement celebrates with an excessive feast. Lose all resources 
(including the storage) If 10 or more resources were lost this way, 
departing survivors gain +l permanent luck and the Prey disorder. 

6 · 10 Nominate a survivor. They gain +4 understanding and the following ability: 
Legendcaller: Once a lifetime, on a hunt board space after Overwhelming 
Darkness, in place of rolling a random hunt event, use "53" as your result. 
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- Story Event

PRINCIPLE: DEATH 

The group must decide what to do with their first survivor corpse. 

The First Harvest 

The settlement decides to harvest the body for resources. 

The settlement gains the Death Principle: Cannibalize. Find and place 
the card on the settlement board and note it on the settlement record sheet. 

After adding the card to the settlement, Roll 1d10. 

ldlO Result 

1 -s The settlement ritualistically divides the corpse with a sharp stone and 
grimly consumes the dead flesh. Gain a Founding Stone starting gear. 
All departing survivors gain +3 insanity. 

6 -10 Nominate a survivor. The survivor fanatically tears the corpse open and 
deeply drinks its blood. They decide that for every new creature they eat, 
they will become stronger. The survivor gains +l permanent speed. 

Choose one . 

.... 

The First Grave 

The settlement decides to build a small monument to mark their loss. 

The settlement gains the Death Principle: Graves. Find and place the 
card on the settlement board and note it on the settlement record sheet. 

After adding the card to the settlement, Roll 1d10. 

ldlO Result 

1 - s The settlement gathers around the grave, each taking a moment 
to reflect the loss and their place in the darkness. All departing 
survivors gain +l survival and +l understanding. 

6 -10 Nominate a survivor. With tears in their eyes, the survivor takes a 
shard of rock from the grave and marks themselves with it. They 
cherish this mark forever. The survivor gains +l permanent luck. 

If you are currently working your way through the First Story. return to the settlement section and proceed to the develop step. 
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• Story Event • 

PRINCIPLE: NEW LIFE 

The group must decide how to raise their young. 

Without Mercy 

The toys are taken from the child and replaced with a cold, stone face 
shard. Training begins immeaditly. 

The settlement gains the New Life Principle: Survival of the Fittest. Find 
and place the card on the settlement board and note it on the settlement 
record sheet. After adding the card to the settlement. Roll 1d10. 

ldlO Result 

1- s The settlement celebrates with a rowdy party, filled with tests of strength 
and triumphant roaring. The parents each gain +I permanent strength 
and +2 insanity. They must skip the next hunt to recover. 

6 -10 The child is raised as a pure warrior. leaving compassion and fear behind. 
The newborn survivor gains+ 2 courage. the Tough fighting art and one 
random disorder. 

Choose one . 

.. .. 

With Affection 

The settlement embraces the child with warm arms. Nurturing new lite is 
their highest calling. 

The settlement gains the New Life Principle: Protect the Young. Find 
and place the card on the settlement board and note it on the settlement 
record sheet. After adding the card to the settlement. Roll 1d10. 

Id!O Result 

1- s The settlement gathers around the newborn in awe. Never have 
they seen something so precious and meaningul. The parents 
each gain +2 survival and +I permanent evasion. 

6 · 10 The child is raised by the entire settlement and endowed with the 
hopes and wisdom of all. The newborn survivor gains +2 
understanding and the Strategist fighting art. 

If you are currently working your way through the First story. return to the settlement section and continue the develop step. 
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• Story Event • 

PRINCIPLE: SOCIETY 

There was once a mad woman who spent her days talking to the darkness. 

One day. it spoke back. 

The group must choose one. 

Collective Toil 

Tainted by darkness, a survivor nearly brought ruin to the settlement. On 
the day of her exile, the people decided that all must spend equal time 
hunting and working to avoid future disasters. -1 population. Add 
"W Bone Witch" to the timeline 3 years from now. 

The settlement gains the Society Principle: collective Toil. Find and place the card on 
the settlement board and note it on the settlement record sheet. After adding the card 
to the settlement. roll td!O. 

ld!O Result 

1- s Nominate up to 4 survivors. Each gain +5 survival. 

6 · 10 Nominate a survivor. You have a secret. You will always know in your 
heart that the exile was banished for merely repeating what you taught 
her. Gain the Secretive disorder. It cannot be removed for any reason. In 
addition, gain the Timeless Eye fighting art. 

Accept Darkness 

The darkness spoke startling truths. It told the people they were monsters 
just like the ones they hunted. The people accepted their monstrosity and 
their place stalking in the darkness. 

The settlement gains the Society Principle: Accept Darkness. Find and place the 
card on the settlement board and note it on the settlement record sheet. After 
adding the card to the settlement. roll Id JO. 

Id IO Result 

1- s Nominate up to 4 survivors. Each gains +JO insanity. 

6 -10 Nominate a female survivor (if you can't, nominate a male instead). 
The survivor is heralded as the settlement's leader! Gain the Quixotic 
disorder. It cannot be removed for any reason. In addition, gain the 
Leader and Orator of Death fighting arts. 
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In one swift motion The Hand draws its sword, 
cleaving the Lantern Oven and 4 survivors 
asunder. Suffer -4 population. Return the 
Lantern Oven to the innovation deck. 
Challenge The Hand to avoid this loss. 

••• 

- Story Event -

REGAL VISIT 

The Hand strides into the settlement. The survivors' 
thoughts vanish as they fall to their knees, struck 
dumb by its glorious, incomprehensible presence. 

Add The Hand to the nemesis encounter list. 
Add Nemesis Encounter - The Hand 

to the timeline 2 years from now. 
The Hand begins the Inspection. 

� 

Inspection - roll 1d10 

The Hand rampages through the settlement. 
Lose any resources in settlement storage and 
suffer -1 population. Challenge The Hand to 
avoid this loss. 

• •••

•• 

If the settlement has the Guidepost 
innovation.The Hand demonstrates 

sophisticated fighting arts. Gain 1 weapon 
mastery of your choice and add it to your 

settlement. 

' I 

Challenge 

The Hand accepts your challenge! Stop the 
settlement phase and depart for a special 
showdown with The Hand. After the showdown, 
resume the settlement phase. Do not gain 0, draw 
a settlement event card, or advance a lantern year. 

The Hand points at the survivor (survivors in 
case of a tie) with the most hunt experience. A 
warble trapped in their throat as their chest 
bursts open expelling their organs (killing 
them). Challenge The Hand to avoid this loss. 

• ••

if the settlement has Survival of the 
Fittest New Life Principle, The Hand's 

voice sounds in all of the survivors' heads. 
None can recall what happened, but each 
feels profoundly changed. No O may be 

spent this settlement phase. All living 
survivors gain + 1 permanent strength. 

�\ \\I/Ill 
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- Story Event

RETURNING SURVIVORS 

First Words 

The nominated survivor steps forward and gains 
+ 1 courage. They lead the other survivors to learn to
speak to one another! They discuss their situation,
realizing they must hunt to live. Add the White Lion to 
the Quarry list on the settlement record sheet.

Your settlement gains the Language innovation. 
Search the Innovation cards for Language and place 
it face up in your play area and record it on your 
settlement sheet. 

Language is your first innovation, and it will spark the 
creation of the innovation deck. 

Build the Innovation deck now_ .. 

1/J Nominate a survivor to utter the First Words. 

Build the lnnovaton Deck 

The innovation deck represents the potential cultural 
and technological growth of your settlement. It will 
grow throughout the campaign as you gain new 
innovation cards. 

Find the 6 innovation cards with language 
consequence listed under their title: 

Ammonia, Drums, Hovel, Inner Lantern, Paint, and 
Symposium. 

Shuttle these 6 cards together to form your 
settlement's innovation deck. Place it face down in 
the designated space on the settlement board. 

The innovation deck is persistent. Make sure to 
preserve the unique combination of cards in your 
deck between play sessions. 

Finished with their work, the settlement gathers 
around its Glowing Center ... 

Glowing Center 

Armed with language, the nominated survivor aptly 
names the glowing center of their home The Lantern 
Hoard. The settlement gains the Lantern Hoard 
Settlement Location. 

Search the large Settlement Location cards for the 
Lantern Hoard and place it face up in your play area. 
The Lantern Hoard is the source of all innovations and 
further locations the settlement will develop. 

The nominated survivor sits in front of the Lantern 
Hoard in awe and gains + 1 understanding. They must 
skip the next hunt phase as they ponder the meaning 
of existence. 

Check off the skip hunt box on the survivor's record 
sheet. They cannot be selected as a departing 
survivor this phase. 

Return to the First Story 
to complete the Settlement Phase. 
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- Story Event 

RUNAWAY 

Remove your survivor from the board. 

--- ---------

Roll 1d10 on the table that corresponds to the current game phase. 

Something pulls you into the darkness. You are dead. + Something pulls you into the darkness. You are dead.

You stumble, battered and tossed by the unseen in the 

++ 
Your desperation to escape causes you to stumble over your

darkness. Spend 1 survival or die. If you survive, roll again own feet. At the start of the next monster turn, place yourself

on this table, adding + 1 to the result. in a space adjacent to the monster. You are knocked down.

You are lost. If any survivors reach the showdown, you find 
�+ 

Turned around. At the start of the next monster turn, place 
yourself among them. Otherwise, you are dead. your survivor adjacent to any board edge.

In your mad dash, you injure your leg. Suffer the broken leg 

++ 
Something in the dark attacks. Gain 2 bleeding tokens. Roll 

severe injury. Roll again on this table, adding+ 1 to the result. on this table again, adding + 1 to the result. 

The sight of the settlement on the horizon leaves you 

++ 
You wearily drag yourself to the settlement, battered but alive. 

gasping with relief. Set your insanity to O and return to the You cannot imagine revisiting the horrors you witnessed. You 
settlement safely. return to the settlement safely. Skip the next hunt to recover. 

You return to the settlement safely. + You return to the settlement safely.
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- Story Event -

SEE THE TRUTH 

The greatest courage is achieved when the past and future are abandoned. The void that remains 

is a dark. endless well of strength. Fear and pain are your nourishment. arid you will feast. 

You suddenly recall meeting a strange masked man, who, for a moment, opened your second eyelids. 
What you saw filled your mouth with the taste of your own death. Suffer the blinded severe head injury and Taste Death. 

•• 
Sweet 

When your second eyelids opened, the veil of 
darkness was lifted. You recall looking to the 
sky and viewing a horizon of titanic faces. 
Each face is different and peers at a different 
part of your body. Death was upon you, and a 
strangely sweet flavor swirled around in your 
mouth. Gain the Weak Spot disorder and the 
following ability. 

Sweet Battle: You may surge without 
spending survival. If you do, the O must be 
used to activate a weapon. 

If the settlement has the 
Graves Death Principle, the 
survivor's death 
tastes Sweet instead. 

If you are already blinded at least once, do not suffer it again. 

Taste Death - roll 1d10 

Bitter 

When your second eyelids opened, 
everything looked the same. There was no 
wonder and no mystery. Death was simply 
everywhere. A bitter flavor filled your mouth as 
you accepted your harsh reality. Gain the 
Berserker fighting art and the following ability. 

Bitter Frenzy: You may spend survival and use 
fighting arts, weapon specialization, and 
weapon mastery while Frenzied. 

•• 
Sour 

When your second eyelids opened, you saw 
thousands of small lifeforms swimming 
through the air. They crawled over you, 
stealing tastes of your sweat and blood. 
Death was near-you wondered how your 
fear tastes. A puckering, sour flavor filled 
your mouth and you decided that you must 
never die. Gain the following ability: 

Sour Death: When you are knocked down, 
you may encourage yourself. If you do, gain 
+ 1 strength token. 

H the settlement has the 
Cannibalize 

Death Principle. 
your death 

���II\Jll.!1*- tastes Sour instead. 

Kingdom Death: Monster Core Game 155 





There once was a man who could not hide his fear. He 
wore a mask that transformed his cowardice to rage. In 
turn, the man transformed into a monster. All that 
remained was a devouring fury that stalked the night, 
collecting the fearful faces of others. 

�- ·--Instinct: Menace 

Blind Spot 
Turn the Butcher to face the 
closest survivor. This survivor 
suffers 1 brain damage per 
monster level. 

. a. 
•••• • 
•••••• 

Level 

1 

008 
7 5 

Mov Tgh Sr,.J Dmg 

5 9 

9 Berserker 9 Fast Target 9 Infectious Lunacy 
9 Dreaded Trophies 

Level 

2 

008 
10 5 

Mov Tgh Spc1 Dmg 

5 12 +1 +1

9 Frenzied Berserker 9 Fast Target 9 Infectious Lunacy 
9 Dreaded Trophies 

Level 

3 

008 
11 10 

fllov Tgh Spd Dmg 

8 15 +2 +2

9 Frenzied Berserker 9 Fast Target 9 Infectious Lunacy 
C, 1nvincible 9 Dreaded Trophies +2 Accuracy tokens 

- Story Event

SHOWDOWN: BUTCHER 
Nemesis 

Nemesis Encounter 

Departing survivors do not have a Hunt Phase. Instead, select the Butcher's monster level (it 
should be 1 greater than the last Butcher encounter) and set up the showdown accordingly. 

Showdown Setup 

• 
••••••••••••••• • 
••••••••••••••• • 

•••••••••••••••••••••• 
•••••••• • ••••••• 
•••••••• • ••••••• 
•••••••• • ••••••• 
•••••••• • ••••••• 
•••••••• • ••••••• 
•••••••• • ••••••• 
••••••••••••••••••••• 
•••••••••••••••••••••• 
•••••••••••••••••••••• 
•••••••••••••••••••••• 
•••••••••••••••••••••• 

Terrain & Deployment 

Legend 

• Survivors 
• Nemesis 

Stone Column 

- 1 Stone Column terrain card, (3 columns) place in
the green spaces.

- 1 random terrain card, set up normally.
- Place the nemesis in the center of the board.
- Place survivors in the blue zone.
The survivors are defending their home. They go first.

Aftermath 
Update the settlement record sheet to indicate the 
monster level of this encounter. 

Victory 

+1 Hunt XP 
+ 1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 

The Butcher rampages through the settlement! Everyone 
escapes into the darkness until it leaves. but all resources in 
the settlement's storage are lost repairing the destruction. 

Rewards 

Roll 1d10 and add the Butcher's level to the result. 
The group gains any listed resources or gear. Add 
them to the settlement's storage. 

ldlO Reward 

1 - 3 The Butcher vanishes in a flash of blinding light. 

4 · 6 The Butcher lets loose a final roar. Its body 
explodes, scattering ld5 Broken Lantern resources. 

7 • 9 Butcher's Cleaver rare gear and 1 Broken 
Lantern resource. 

10 • 12 Butcher's cleaver rare gear and ld5 Broken 
Lantern resources, and Hunk of Living Flesh (use 
to regrow 1 dismembered limb right now only). 

13• The Forsaker Mask rare gear falls to the ground. 

If the settlement has Memento Mori 
when they defeat a level 3+ Butcher, 
roll 1d10. 

On a result of 2+, nominate a survivor. 
The survivor cuts off their own face and 
fashions it into a mask. Gain the 
Forsaker Mask rare gear. You may 
gain this benefit once per campaign. 
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There was once an entity that knew everything, but 
never spoke. For every secret that escaped, it became 
weaker and its enemies stronger. 

The Hand points at a random survivor. 
They must roll on the table below. 

1d10 R...., 

Your skull crushes your brain. You die. 

2 • Your ribs suddenly twist inward to 
puncture your heart. If you have no 
survival. you die. Otherwise. lose all 
survival and suffer the Broken Ribs 
severe body injury. 

Level 0 0 9 
1 10 5 

9 Red Lens • Closed 9 Ghost Step 
9 Blue Lens • Closed 9 Applause 
9 Green Lens - Closed 9 Impossible Eyes 

Level 008 
2 10 1 6 

9 Red Lens - Closed 9 Ghost Step 
9 Blue Lens - Closed 9 Applause 
9 Green Lens· Closed Q 1mpossible Eyes 

Level 

3 

008 
10 2 6 

Blind Spot 

•• 

Tgh ,pd Dmg 

14 

9 Polarized Aura 

Tgh Dmg 

15 +1 +1

9 Polarized Aura 

Tgh Dmg 

30 +3 +6

9 Red Lens· Closed 9 Ghost Step 9 Polarized Aura 
9 Blue Lens -Closed 9 Applause 
9 Green Lens • Closed 9 Impossible Eyes 

- Story Event -

SHOWDOWN: THE HAND 
Nemesis 

Nemesis Encounter Special Rules 
Departing survivors do not have a Hunt 
Phase. Instead, select The Hand's monster 
level (it should be 1 greater than the last 
The Hand encounter) and set up the 
showdown accordingly. 

If an Al or Hit Location card has (i),G)or (:'), 
only apply those effects, special rules, or 
chage to the card type, if the monster has 
gained the respective symbol. Otherwise, 
ignore those rules. 

Showdown Setup 
Legend 

Survivors 
• Nemesis 

Giant Stone Face 

Terrain & Deployment 

- 1 Giant Stone Face terrain card, place in the
green spaces.

- 1 Stone Column terrain card (3 columns) and
1 random terrain card, set up normally. 

- Place the nemesis in the center of the board, on 
top of the Giant Stone Face. 
- Place survivors in the blue zone.
The survivors are defending their home. They go first.

Aftermath 
Update the settlement record sheet to indicate the 
monster level of this encounter. 

Victory 

+1 Hunt XP
+1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 
If the settlement has the Guidepost innovation, The Hand 
leaves in peace. Otherwise. he slaughters all retired 
survivors in the settlement. 

Rewards 

The Hand hesitates before leaving. Roll 1 d 1 0 and 
consult the table below. The group gains any 
listed resources or gear. 

ldlO 

1-4 

5·8 

9+ 

Reward 

The Hand vanishes. The group finds 1 broken 
lantern basic resource and 1 skull basic 
resource. Suffer ·l population. 

The Hand is a sore loser. and punts a Broken 
Lantern. one random survivor suffers a severe 
head injury. Add 1 scrap to the settlement storage. 

The Hand bows graciously and vanishes. 
Leaving a package carefully wrapped in 1 
leather strange resource. Inside, is 1 skull and 
5 random basic resources. - 1 population. 

If the settlement has the sword Mastery 
innovation when they defeat a level 3+ 
Hand, The Hand takes a moment to share 
some fighting techniques. Roll ldlO for 
each survivor. 

On a result of 6+, the survivor 
gains the Swordsman's Promise 
secret fighting art. 
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There was once a monster that was to lead its master's 
regal procession. First the monster came as a herald, 
then its hungry masters. So fierce were the monster's 
masters that it never thought to protect it's own back, 
knowing what horrors lay behind it. 

The King's Man ends its turn and 
gains +5 toughness until the start 
of the next monster turn. 

Level 

1 

009 
10 2 5 

Blind Spot 

. a. 
• ••••
•••••• 

Tgh pd Dmg 

12 

O weak Spot O King's Combat O Battle Tempo 
O King's Aura O Out-Fighting 

Level 009 Tgh Dmg 

2 11 4 1 6 15 +1 +1

OWeakSpot O King's Combat O Silent Hymn 
O King's Aura O Out-Fighting O Battle Tempo 

Level 009 Tgh Dmg 

3 12 6 1 6 18 +2 +2

O Weak Spot 0King's Combat O Battle Tempo O Silent Hymn 
O King's Aura Oout-Fighting +2 Accuracy tokens 

• Story Event ·

SHOWDOWN: KING
1

S MAN 
Nemesis 

Nemesis Encounter 

Departing survivors do not have a Hunt Phase. Instead, select the King's Man monster level 
(it should be 1 greater than the last King's Man encounter) and set up the showdown 
accordingly. 

Showdown Setup 

Terrain & Deployment 

Legend 

Survivors 
• Nemesis 

Stone Column 

• 1 Stone Column terrain card, (3 columns) place in 
the green spaces.

- 2 random terrain cards, set up normally. 
- Place the nemesis in the center of the board. 
- Place survivors in the blue zone. 
The survivors are defending their home. They go f irst. 

Aftermath 
Update the settlement record sheet to indicate the 
monster level of this encounter. 

Victory 
+1 Hunt XP 
+ 1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 
The King's Man rudely breaks something as it 
leaves the settlement. If the settlement innovated 
Pottery, return it to the innovation deck. 

Rewards 

The air grows still and a palpable feeling of dread 
comes over the survivor that dealt the final wound 
to the King's Man. [J] King's Curse. 

Roll 1d10 + defeated monster's level on the table 
below. The group gains the following rewards: 

Id IO Reward 

1 · 4 Nothing. 

s • 8 Each survivor gains I random fighting art. 

9• I Steel Sword rare gear. I basic resource. 

If the settlement innovated Nightmare 
Training when they defeat a level 3+ 
King·s Man. the survivors are inspired 
by the battle. Each remaining 
survivor rolls ldIO. 

On a result of 8+. the 
survivor gains King's Step 
secret lighting art. 
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The Phoenix fills the horizon of your mind. Complex and 
disturbing, your very essence seems to flicker like a 
dying lantern. A perfect mixture of excitement and 
dread shakes up your insides. Before you realize it, 
you find yourself stepping forward to battle. 

Instinct. Disdain 

Place the Phoenix at the center of 
the Nightmare Tree. It emits a 
hissing moan. All non-deaf survivors 
suffer brain damage equal to the 
monster's level. Perform Spiral Age. 
End the Phoenix's turn. 

Level 

1 
009 
8 3 1 8 

Tgh 

10 

Blind Spot 

pd Dmg 

0 Materialize 0 Spiral Age 0 Zeal 0 Dreaded Decade 

Level 009 
2 10 6 1 

Tgh Dmg 

8 12 +1 +1 

0 Materialize 0Spiral Age 0 zeal G Top of the Food Chain 
0 Dreaded Decade 

Level 009 
3 13 7 2 

Tgh Dmg 

8 16 +2 +3

0Materialize 0Spira1Age 0Zeal GTop oftheFoodChain 
0 Dreaded Decade Tokens: + 1 evasion,+ 1 luck. 

- Story Event

SHOWDOWN: PHOENIX 
Quarry 

Select an encounter level and set up the hunt board. 

Showdown Setup 

Terrain & Deployment 

Legend 

Survivors 
• Monster 

Nightmare 
Tree 

- 1 Nightmare Tree terrain card, set up in the center
of the board.

- 2 random terrain cards, set up normally.
- Place the monster in the center of the board.
- Place survivors 6 spaces away from the monster.

Aftermath 

Victory 

+1 Hunt XP
+ 1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 

Roll 1 d10. On a result of 6+, a random survivor that 
died during the showdown finds themselves back at 
the settlement! They lose all their courage and 
understanding and must select a new name. 

Rewards 

The first time the Phoenix is defeated, gain the 
Plummery settlement location. 

Survivors with age tokens gain + 1 understanding. 

The group gains the following rewards: 

Level Reward 

4 basic, 4 Phoenix resources. 

4 basic, 6 Phoenix resources. 

3 4 basic. 8 Phoenix resources. 
I Phoenix crest strange resource. 

If the settlement innovated Face 
Painting when they defeat a level 3+ 
Phoenix, the survivors paint their 
faces with Phoenix blood. Roll ld!O. 

On a result of 6+, the survivor that 
dealt the killing blow howls in pain. 
The Phoenix blood burns and colors 
their iris yellow. They gain permanent 
+I speed and -1 accuracy. 
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· Story Event • 

SHOWDOWN: SCREAMING ANTELOPE 

There was once a fearsome monster that was trained 
by the Hand to be a steed for the Goblin. However, 
upon smelling its new master, the monster's mind 
shattered and it ran into the unknown, loaming at the 
mouth and biting the noses off the stone faced floor. 

The monster full moves to the closest 
Acanthus Plant and ends its tum. If the 
monster is on or adjacent to an Acanthus 
Plant. archive the terrain and heal 1 wound. 

If there are no Acanthus Plants on the 
showdown board, instead lull move forward 
in a straight line. 

Level 

1 

Heal 1 : Move the top I card from the 
wound stack to the bottom of the 

Al deck without looking at it. 

008 
7 3 6 

OTrample 

Level G) Q 9

Tgh 

8 

Blind Spot 

.a 
• •••
••••••

Spd Dmg 

Tgh o Dmg 

2 10 5 8 10 +1 +1

O Trample ODiabolical 

Level G) Q 9
3 12 8 2 

Tgh " J Dmg 

8 12 +2 +2

OTrample C,Diabolical 0Hypermetabolism 
+ 1 Evasion token 

Quarry 

Select an encounter level and set up the hunt board. 

Showdown Setup 

Terrain & Deployment 

Legend 

Survivors 
• Monster 

Acanthus 
Plants 

- 3 Acanthus Plant terrain cards (6 plants total),
set up in the green area.

- 2 random terrain cards, set up normally.
- Place the monster in the center of the board.
• Place the survivors along either short board edge.

Aftermath 

Victory 

+1 Hunt XP 
+ 1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 

When the hunters fail to return, nominate a non-deaf 
survivor in the settlement. They rabidly beat their 
head in grief, suffering the deaf severe head injury. 

Rewards 

When the monster is defeated, any survivors with 
20+ insanity are driven mad by the monster's 
death wail. They vanish, screaming into the 
darkness, never to be seen again. 

The group gains the following rewards: 

Level Reward 

4 basic, 4 Screaming Antelope resources. 

2 4 basic. 6 Screaming Antelope resources. 

3 4 basic, 8 Screaming Antelope resources. 
1 Broken Lantern basic resource. 

If the settlement has Heart Flute 
when they defeat a level 3+ 
Screaming Antelope, roll ldlO. 

On a result of 4+. they create a 
stirring melody! Nominate a survivor 
at the settlement that has never been 
on a hunt. They gain +2 permanent 
strength! This bonus may only be 
gained once a lifetime. 
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There once was a beast that wanted to feel how soft its 
fur was. Since it could not reach its own back, it killed 
many other creatures and spent time rubbing its paws 
over them. They say that when the monster finally killed 
a human, it fell in love with their soft hair and its paws 
grew into a pair of fine human hands. 

The White Lion sniffs the air and ends its Blind Spot 
turn. Until the end of the next round. all 
survivors are now threats. even if they 

a are knocked down or used an effect that 
says otherwise. 

When a level 3+ White Lion performs 
Sniff. it gains +I accuracy token. 

�I e 0 • Tgh ipd Dmg 

1 7 3 6 8 

Lflllel e 0 • Tgh Dmg 

2 10 5 7 10 +1 +1 

ecunning 

U'!Vel e 0 • Tgh Dmg 

3 10 9 2 8 14 +2 +2

O Cunning, O Merciless. 

Tokens: +2 accuracy, + 1 luck. 

- Story Event 

SHOWDOWN: WHITE LION 
Quarry 

Select an encounter level and set up the hunt board. 

Showdown Setup 
Legend 

Survivors 
• Monster 

Terrain & Deployment 

- 1 Tall Grass Terrain Card (2 Tall Grass Tiles).
- 2 random terrain cards, set up normally. 
- Place the White Lion in the center of the board. 
• Place survivors in the blue zone .

Aftermath 

Victory 

+1 Hunt XP 
+ 1 Weapon Proficiency (if eligible)
+ Rewards

Defeat 

The White Lion greedily consumes the bodies and 
takes a small shiny prize. Roll 1d10. On a 6+, archive 
a jewelry gear of your choice. If the survivors don't 
have any jewelry, nothing happens. 

Rewards 

The first time the White Lion is defeated, add 
Catarium to the settlement locations. The group 
gains the following rewards: 

Level Reward 

2 

3 

4 basic, 4 white lion resources. 

4 basic, 6 white lion resources. 

4 basic, 8 white lion resources, I Elder cat 
Teeth strange resource . 

If the settlement has Saga when they 
defeat a level 3+ White Lion. roll IdlO. 

on a result of 4+, they create a tale of 
the exploits! The survivor that dealt 

the killing blow may select either 
permanent + I accuracy or+ I strength. 

They may gain this benefit once a 
lifetime. 
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- Story Event 

WHITE SECRET 

A dream. buried deep in memory, suddenly surfaces. You feel her hot breath bathing your ear, hissing whispers. 

She had come to you bearing the secrets of the world and you had merely forgotten, until now. 

•• 
Story of the Ageless Man 

You remember the story of a young man in his 
prime. The man was so grateful for his body's 
ability to protect his loved ones. He decided to 
honor it by punching the dark sky above 1 million 
times. As long as he never finished his vow, he 
never aged a single day again. 

Your body transforms to its physical peak. 
Permanently gain + 1 accuracy and + 1 strength. 
Gain the following ability: 

Ageless: You may hunt if you are retired. When 
you gain Hunt XP, you may decide not to gain it. 

If the settlement has the 
Romantic Conviction 
Principle. the survivor 
remembers the story of 
the Ageless Man. -�-..., 

Your brain swells and you scream out in pain. 
Suffer the Lunacy brain trauma and Remember the Story. 

Remember the Story - roll 1d1 O 

Story of the Survivor 

You remember the story of a smart young girl 
that, despite all odds, constantly outwitted the 
superior beings she encountered. You also 
recall that her own vanity lead to her death. 
Gain the Quixotic disorder and the following 
ability: 

Peerless: When you gain insanity, you may 
gain an equal amount of survival. 

•• 
Story of the Invisible Hair 

You remember the story of a woman with long 
hair so fine it couldn't even be seen. She claimed 
she could feel anything her hair touched. On her 
deathbed, she cut it all off and gifted a single 
strand to any who visited her. What was left over 
was scattered, and hangs floating in the wind, 
waiting to be grasp by those who learn this story. 
Gain the following ability. 

Leyline Walker: While there is no armor or 
accessory gear in your gear grid, gain +3 
evasion. 

If the settlement has the 
Barbaric Conviction 

Principle. the survivor 
remembers the 

Story of the 
Invisible Hair. 

Kingdom Death: Monster Core Game 169 





• Story Event· 

WHITE SPEAKER 

A large and bizarrely dressed woman offers to share a story. The group must select a story they would like to hear. 
A survivor may be nominated for this story event only once per lifetime. 

Story of the Goblin 
The White Speaker instructs the survivors to lower her veil and hold 
her limbs tightiy. The group must nominate a non-deaf survivor. A sur· 
vivor with max understanding cannot be nominated, as the potential of 
their mind has been reached. 

Tension fills the air and the survivors are filled with a mysterious sink· 
ing feeling. She begins the story. Roll 1d10. 

ldlO 

1 ·3 

4·6 

7 ·9 

lO• 

Result 

The White Speaker flies into a violent seizure. A wild toenail 
catches the eye of the nominated survivor. and they suffer the 
blinded severe injury. The White Speaker explodes. showering 
everyone in blood. The experience is surreal. Lose all O. 

The survivors' brains swell and they how1 in pain. Nominate 3 
more survivors. All the nominated survivors gain +5 insanity. 

The nominated survivor's ears ring with the timing of the White 
Speaker's words. They gain the Story of the Goblin ability, but sadly, 
their hearing is lost forever. They suffer the deaf seve<e injury. 

The words of the White speaker and even the involuntary 
spasms of her body all make perfect sense. The survivor 
gains the Story of the Goblin ability. 

story of the Goblin: You know the first sentence of the story. Once per show· 
down you may speak it out loud and roll id 10. On a 3+, g.iin the priority target 
token 3nd the monster gains +1 d.image token. 

Story of the Forsaker 
The White Speaker instructs the survivors to bind their hands together 
and dip their knuckles in blood. If the settlement has the Forsaker 
Mask strange gear. this story cannot be selected. The group must 
nominate a non-deaf survivor. A survivor with max courage cannot be 
nominated, as the potential of their spirit has been reached. The White 
Speaker lowers her veil and begins the story. Roll 1d10. 

ldlO 

1 ·S 

6·8 

9 

10• 

Result 

The White Speaker growls. her graceful movement suddenly 
awkward and her heels catching on the stone faces on the 
ground. With a roar, she decks the nominated survivor in the 
face! They suffer the broken jaw severe injury. 

The nominated survivor silently implodes with rage. The other 
bound survivors inch away lrom the waves of passive 
aggressive energy. The survivor gains +2 permanent strength 
and breaks free, suffering the broken arm severe injury twice. 

The nominated survivor is gone (consider them dead). In their place 
is a strange mask. Gain the Forsaker Mask rare gear. 

The words of the White Speaker, and even the involuntary 
spasms of her body all make perfect sense. The survivor 
gains the story of the Forsake, ability. 

story of the Forsaker: You cannot be knocked down during a showdown with a 
nemesis monster. 

Story of the Young Hero 
This story cannot be selected before the 13"' lantern year. The White 
Speaker instructs the survivors to bring her a young warrior that has 
never left the settlement light. 

Nominate a survivor that has never been on a hunt. If no one meets 
her instruction, she selects someone at random. The White Speaker 
places her veil over the survivor's eyes. Roll 1d10. 

ldlO 

l • 3 

4 ·5 

6·9 

lO• 

Result 

The White Speaker draws a rusty. blood-encrusted blade and 
grabs the nominated survivor by the back of the head. 
Expertly, she inserts the blade deep into the survivor's mouth. 
Then. she stutters and flies into a wild seizure, accidentally 
murdering the survivor and breaking one of her heels. She 
meekly leaves in silence. carrying her shoes. 

As she speaks, the White Speaker carefully examines the teeth 
of the nominated survivor. She flicks her wrist. and the survivor 
suffers the broken Jaw severe injury. 

The survivor steals a quick taste of the blood-encrusted blade the 
White Speaker is waving in their blinded face whi le telling her story. 
The survivor gains the Story of the Young Hero ability. 

The survivor gains •I permanent accuracy, strength, evasion. 
speed, luck. and the Story of the Young Hero ability. 

story of the Young Hero: At the stan your act. you m,y recall the heroic sacri· 
fice from the story and bite your wrist. Gain 2 bleeding tokens and •I survival. 
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As the monster vanishes before your eyes, you 
can't help but wonder how anyone has survived 
up until this point. Is it possible that the monster 
tricked you? Or has some sort of special organ 
that allowed it to hide itself beyond the lantern 
light? You tremble with dread. 

You watch the monster's soundless 
movements, and internalize how it slips outside 
the lantern light. There is a chance you might 
Learn something. 

• Story Event·

ZERO PRESENCE 

"Which is more terrifying." you ponder. 

"the monster or the sudden absence of it?" 

Learn - roll 1 d1 O 

•• 
You are confused, and mistakenly believe 
that the White Lion has found a way to 
create darkness by eating light. Gain the 
Fear of the Dark disorder and +3 insanity . 

••••• 
Your mind leaps from one idea to another. 
If you have 3+ understanding, gain the 
Rhythm Chaser fighting art. 

If the settlement has 
Forbidden Dance, 
an idea seems to 
flow through you. 
Proceed to the 
8, 9, 10 result! 

Lack of Presence 

A moment of clarity. If you focus on your 
movement, the shifting of your garments, 
and the impact of your footsteps, you can 
minimize your presence until it is barely 
perceptible. When you drown your own 
lantern light, you become invisible until you 
attack. 

Gain the Zero Presence secret fighting art 
and +3 insanity. 
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- Finale-

WATCHED 

Dark spots spread across the lantern hoard. A nervous hush falls over the settlement. Slowly, 
the most daring survivors peer past the darkened lanterns, venturing beneath them into a vast 
chamber, unknown and undreamed of. Slumbering in the center of the chamber, the survivors 
can feel a presence of immense danger. Their ultimate predator would soon wake, 
extinguishing the lantern light that holds the endless darkness at bay. 

Starting with this settlement phase, the survivors may awaken and face the sleeping menace. 

You may move XNemesis Encounter - Watcher to the current lantern year. 

The settlements have a different response to the discovery based on their Conviction. 

The survivors decide they must craft the perfect 
weapon to prepare themselves. Gain the 

Ultimate Weapon Innovation. This does not 
count towards your settlement's innovation total. 

Nominate a survivor and and roll 1d10. 

The survivor begins to make preparations. Add 
[II Hands of Heat to the timeline 

4 years from now. 

The survivor silently decides they are the true hero. 
They gain+ 1 O insanity,+ 1 permanent strength, and 

the Quixotic disorder. 

The survivors decide they must learn the perfect 
fighting art to prepare themselves. Gain the 
Final Fighting Art Innovation. This does not 

count towards your settlement's innovation total. 
Nominate a survivor and roll 1d10. 

Without saying a word, the survivor runs into the 
darkness, never to be seen again. Add 

[II Bone Witch to the timeline 4 years from now. 

The survivor bursts into an unhealthy laughter. They 
gain + 10 insanity, + 1 permanent 

strength, and the Immortal disorder. 
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Long ago, ravenous beasts searched the darkness, 
using their keen senses to find their prey. In the 
distance, they saw a blooming pillar of light surrounded 
by tasty morsels bustling in their tiny industry. 

Licking their chops, they approached. But the beasts 
halted mid-step. The wind carried a foul, menacing 
presence. Surely the busy creatures were harmless. 
Yet, the menacing warning persisted, felt in their very 
bones. Instinctively, the beasts turned away, seeking 
their meals elsewhere. 

Move the Watcher directly to the 
center of the showdown board. All 
survivors gain -1 strength token. 
Watcher heals 1d5 wounds. 

Blind Spot 

. a.••••••• •••••

Level 009 Tgh Spd Omg 

1 12 00 * 

e Life: The watcher begins with Life Points 
equal to the current lantern year minus 10. 

Toughness: The Watcher's toughness is equal to the 
current lantern year on the settlement record sheet. 

0Audience 
0Retinue 

0 Lantern Vortex 
e Vapor of Nothingness 

·Finale · 

SHOWDOWN: WATCHER 
NEMESIS· FINAL BOSS 

·vou can aiso use a 1oom,n base to represent a rerinue 

Retinue Rules 

••••• 
• 

• • 
• • 
••••• 

• Retinue 

• Unused Survivor 

Miniature 

A retinue represents the settlement uniting to fight togeth· 
er. Each retinue occupies 9 spaces (as shown) and is made 
up of 9 unused survivor miniatures. A retinue cannot attack 
monsters directly. and instead lends its strength to 
other survivors. 

A retinue is treated as a single large survivor. and moves as 
a cohesive unit on the showdown board. maintaining its 
configuration. Retinues have the following rules: 

Targeting and Effects 
A retinue does not count as a threat. and cannot directly be 
picked or selected as a target. Only monster collision and 
actions that apply to all survivors can affect a retinue. 

A retinue has no attributes. and cannot be knocked down, 
suffer knockback. or gain status cards. For the purpose of  
survivor collision. treat retinues as impassable terrain. 

Showdown Setup 
Legend 

Survivors 
• Watcher 

Terrain & Deployment 
· Place the Watcher in the center of the board.
• Place the survivors in the blue spaces. 
• Survivors go first.

Killing a Retinue 
When a retinue suffers damage (including brain damage) or 
collision with a monster, roll ldlO. On a result of 4+. the retinue is 
destroyed 

A retinue also is destroyed when a monster ends its movement 
on a space it occupies. or when the survivor controlling the 
retinue dies. 

When a retinue is destroyed, remove it from the showdown 
board. The settlement suffers ·4 population. This loss cannot kill 
the other survivors currently in the showdown. 

Using a Retinue 
A survivor with the Retinue survivor status card can perform the 
following actions: 

Summon Retinue: Once per Act. a survivor without a retinue 
may place a Retinue in an unoccupied space along any board 
edge and move it up to 5 spaces. 

March: At the start of their Act. a survivor with a retinue gains 
an additionalO that may only be spent to move their retinue up 
toSspaces. 

Double March: Once per round. anytime a survivor can dash, 
they may spend l survival to dash their retinue up to S spaces (irt 
addition to their own dash survival action). 

Coordinated Attack: When a survivor attacks, add +6 strength to 
the wound attempt total for each retinue adjacent to them. 

Aftermath 

Victory 
With a terrific hiss, the Watcher deflates onto the floor. A 
moment passes. no longer than the single beat of a heart. 
before lanterns all over the chamber explode in a dazzling 
array of colors. An intense. luminescent goo washes over the 
survivors. and they feel triumph. All living survivors gain +l 
permanent strength. Then, [J:J Blackout. 

Defeat 
With a great inhalation. the Watcher greedily consumes 
everyone and everything before traveling for an eon, 
ultimately seeking a new place to hibernate. The time of the 
settlement has come to an end. Its people and history are 
forever lost. [J:J Game Over. 
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·Finale· 

GAME OVER 

Your campaign has ended in death and magnificent hopelessness. 

The settlement is lost. 

Lost Settlements 
Start a new campaign by taking a settlement record sheet and 

filling in a box under the lost settlement section. Apply all mile­

stone bonuses earned to your new campaign and begin the 

First Story. 

For every successive settlement you have lost, you may fill in 

a box and continue to earn new milestone bonuses for your 

future campaigns. 

• 1. Left Overs

At the start of the showdown with the First Story White Lion,

set up 1 Survivor Corpse terrain card.

• • 2. Those before us.

When the survivors reach the settlement, they find small trac­

es of human life before them. Gain 1 skull basic resource and

increase the survival limit by 1.

• • • 3. Ocular Parasites

This new generation of survivors' eyes have better adapted

to the darkness. All survivors gain + 1 permanent accuracy.

However, the First Story White Lion has grown fat from all the

survivors it's eaten. At the start of the showdown, it gains + 1

damage token and -1 movement token.

• • • • 4. Rainy Season

The weather is extremely temperamental. Add the Acid Storm

settlement event to the timeline years 3, 7, 13, 19.

Skipping the First Story Showdown 

If you are starting a new campaign, you may 
optionally skip the First Story showdown and jump 
straight to settlement phase setup (pg.34). 

If you do, roll 1d10 on the table below to quickly 
determine your starting resources and gear. 

ldlO Result 

I ·3 

4 ·7 

8+ 

Set your population to 6. The group gains 4 basic 
resources and 4 White lion resources. Archive 2 
founding stones. 

se1 your population 10 8. The group gains 4 basic 
resources and 4 White lion resources. Archive I 
founding stone. 

Set your population 10 10. The group gains 4 basic 
resources and 4 White Lion resources. 

Game Modes 
In the Game Variant section, at the back of this book is a list 
of game modes that can alter the difficulty of the campaign. 
Before starting a new campaign you may discuss with your 
group what additional rules, if any, you would like to apply. 
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·Finale·

BLACKOUT 

All at once and without warning, the collected sum of the settlement's lanterns go black. 
The settlement is plunged into darkness. 

Congratulations & Thanks for Playing! 
You have completed the Kingdom Death: Monster core campaign. Without the lantern light and the 

Watcher's powerful presence, monsters descend without end to devour the settlement. 

There is no hope for the survivors. However, if you like, you can continue to the bitter end and die 
magnificent deaths. The settlement gains the Exhausted Lantern Hoard location. It has the rules 

for continuing the campaign until its ultimate demise. Good luck! 
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Game Variants 

If you've completed the Monster campaign, here are 
some new ways to play the game. Change the rules 
of the game to create a new experience or set alter­
native campaign objectives to create new challeng­
es. 

Rules Variants 
Kingdom Death: Monster offers a different experi­
ence each time you play it. Rules variants can further 
alter the game for experienced players. A group may 
decide to use any, all, or none of these rules for their 
campaign. 

5 - 6 Players 
When you depart, you may take 5 or 6 survivors in­
stead of the normal 4. Use the following rules when 
you do. 

Monsters gain +2 damage and + 1 speed tokens 

- Rules-

at the start of the showdown. 
Monsters have the Life trait: place 2+ the mon­
ster's level wounds on it. Once this card is ar­
chived, you can wound the monster normally. If 
a monster already has this trait, add 2+ monster 
level wounds to it. Full rules for Life are in the 
Monster section. 
Gain no additional rewards from defeating mon­
sters. 

Quick Mode 
If your gaming group is constantly short on time. You 
can use Quick Mode game rules to speed things up. 

Every survivor gains permanent + 1 strength. 
Monsters gain + 1 damage tokens at the start of 
the showdown. 
Whenever survivors wound the monster, the 
monster suffers an additional wour:id. 
Survivors die when they have 3 bleeding tokens 
instead of 5. 

Hero Mode 
The survivors are legendary, immortal heroes. 

If the survivors die, they are merely knocked un­
conscious and check their Skip Next Hunt box 
on the survivor record sheet. Unconscious sur­
vivors return to the settlement at the en� of the 
showdown, even if the whole group is rendered 
unconscious. 
When you name a survivor, in addition to + 1 
survival, players choose to gain + 1 permanent 
accuracy, evasion, strength, luck, or speed. 

Death Mode 
Death mode is meant for the purists- experienced 
players that want the full Kingdom Death: Monster

challenge. 

All gear is irreplaceable. If a survivor dies, all of 
their gear is archived. 
Survivors die when they have 3 bleeding tokens 
instead of 5. 
Monsters gain + 1 damage token at the start of 
the showdown. 

Storyteller Mode 
One player acts as the storyteller. 

The storyteller never controls a survivor and al­
ways acts as the Monster controller. They may 
freely reorder the monster Al deck during the 
showdown. 
The storyteller picks which settlement event is 
triggered in the Settlement Phase. 

Solo Play 
For the most part, playing Monster as a solo cam­
paign will proceed as it does for a group of players. 
There is one outright change in rules, and several 
suggestions that are strongly advised. 

Modifications to Rules: During the Showdown 
Phase, do not use the monster controller tile. No sur­
vivors will gain insanity due to monster targeting. 

Organization is the key to getting through a solo 

campaign without losing track of all the possibil­

ities. From beginning to end, your ability to manage 
the resources of the settlement allows great latitude 
in choices and planning. Instead of competing with 
other players for cool gear, you can be more strate­
gic, thinking of survivors as resources in your individ­
ual campaign. 

When it comes to individual survivors, be consis­

tent. For each survivor, you'll need a character re­
cord sheet, gear grid, and miniature, meaning you'll 



have to manage 4 sets of each. Make sure you have 

a way to know which sheets, grids, and miniatures 

belong to which survivor. 

One good way of keeping survivors organized is 

to decide on a naming convention ahead of time. 

Naming the settlement in honor to your favorite book, 

TV series, or movie will make it easy to come up with 

new names as needed, and may help you keep track 

of aspects like family relations or weapon proficien­

cies. 

Make a plan for tactics, but try not to get over­

whelmed by the possibilities. With only one player, 

you'll need to start thinking of showdown tactics while 

picking which survivors will depart for the Hunt Phase 

and what gear they'll bring. Once lantern years pass 

and the number of options grow, it will be easy to be 

overwhelmed, but if you keep in mind what's worked 

for you in the past, it'll go more smoothly. 

Focus on advancing the Settlement, not the Sur­

vivors. At the end of the day, as a solo player, your 

greatest concern is with developing your community 

to improve your survivors, not developing the best 

collection of four survivors that you can. 

As the settlement progresses, you'll be able to slowly 

build up a stable of useful survivors for the later parts 

of the campaign. 

Custom Campaigns 
If you're itching for more after completing the main 

Kingdom Death: Monster campaign, the game is 

easily customizable for a group that is familiar with 

the rules. 

One simple way to customize your campaign is 

creating a custom timeline. Switch nemesis encoun-

• Rules·

ters, add new story event triggers, etc. 

Creating your own campaign is exciting and 

daunting. We suggest using the story events already 

provided in the main campaign and changing a few 

things. There are no set rules for crafting a unique 

campaign for your gaming group, but here are some 

examples of custom campaigns the Kingdom Death 

team enjoyed. 

Seven Swordsmen 
Start a campaign with a population of 7. Each survivor 

starts with the Ageless ability from the White Secret 

story event and has sword weapon mastery. The 

Seven Swordsmen will never be bothered with peo­

ple outside their settlement, thus the settlement can 

never gain population. The swordsmen never roll on 

the Intimacy table as there is no love in their hearts. 

People of the Skull 
The People of the Skull worship skulls above all else. 

Survivors can only place weapons and armor with 

the bone keyword in their gear grid. The People of 

the Skull ignore the Frail rule. 

When you name a survivor, if they have the word 

bone or skull in their name, in addition to + 1 sur­

vival, players choose to gain + 1 permanent ac­

curacy, evasion, strength, luck, or speed. 

During the Develop step of the settlement 

phase, survivors can use the Skull Ritual spe­

cial endeavor. 

Skull Ritual 

The settle performs an exotic, violent dance with 

plenty of chanting. 

Cost: 1 skull resource, 1 endeavor 

Nominate up to 4 survivors to consume the skull. 

They gain a permanent + 1 to all their attributes. 

Black Skull 

If a weapon or armor is made with the Black Skull 

resource, a survivor may place it into their gear grid 

despite being iron. 

Twilight Knight in Training 
When you start the campaign, nominate one survivor 

to be the Twilight Knight. The Twilight Knight starts 

with the Twilight Sword gear in their gear grid and 3 

weapon proficiency ranks in Twilight Sword. 

The Twilight Knight cannot gain Age tokens, 

can still hunt when retired, never checks their Skip 

Next Hunt box, and must always depart. The Twi­

light Knight does not leave the settlmement when 

they reach max weapon proficiency with the twilight 

sword. If the Twilight Knight dies, the players lose. 
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Glossary 
0: Activation. 

0: Endeavor. 

0:Movement. 

l:AI card. 

�: Persistent Injury. 

CIJ : Trigger story event. 

• , Head survivor hit location. 

·= Body survivor hit location. 

' Arms survivor hit location. 

9: waist survivor hit location. 

L: Legs survivor hit location. 

• : Armor. Number values represent the number of armor points. 

8,Trigger. 

A:Alert. 

9: Critical Wound. 

+ : Reaction. 

Abilities: Skills and techniques learned by survivors, usually 
th rough story events. and recorded on the Survivor Record Sheet. 

Absorb: The Watcher's instinct. Described on the Watcher's show­
down story event. 

Accessory: A gear special rule. Accessory gear may be worn in ad· 
dition to armor on a hit location. Each accessory specifies the hit 
location it covers. 

Accuracy (Attribute): Represents permanent changes to attack 
rolls. Positive attribute adds to the dice roll, while negative attri· 
bute subtracts from the dice roll. 

Accuracy (Weapon/Attack Profile), The number that each attack 
roll result must meet or exceed in order to be considered a hit. 
Listed on monster attack profiles and weapon gear. 

Acid Palms: An ability. Add ldlO strength to wound attempts 
when attacking with Fist & Tooth. 

Act; The part of the survivors· turn in which an individual survi· 
vor gains movement and activation. Each survivor must complete 
their act before another may start theirs. and all unused move­
ment and activations are lost when a survivor ends their act. 

Action: Most things a survivor or monster can do during the Show· 
down Phase. like moving and attacking. are actions. 

Activation: Activation can be spent to attack. activate some gear. 
and interact with terrain. Survivors gain one activation during that 
survivor's act. 

Adjacent (Miniature): A miniature is adjacent to another when it 

occupies a space one space in a cardinal (non-diagonal) direction 
from a square occupied by the other miniature. 

Affinity (Completed): Some gear cards have red, blue. or green 
half-squares on the card edge. If a half-square is adjacent to a 
half-square of the same color on another gear card, the complete 
square they form is one affinity. 

Affinity Bonus: A type of gear special rule. Having the indicated 
number of colored affinities will trigger the effect. Each affinity 
bonus only applies once. regardless of how many extra affinities 
a survivor has. 

After Damage: An attack trigger found on some monster Al at· 
tack profiles. If there are any successful hits in the attack. resolve 
all damage from all hits in this attack (roll hit location dice, apply 
damage to hit location). then apply this trigger's attack effects. If 
there is no damage dealt from the attack, do not apply this effect. 

After Hit: An attack trigger found on some monster Al attack pro· 
files. If there are any successful hits in the attack. before rolling hit 
location dice. apply this trigger's attack effects. 

Aftermath: The end of a showdown Phase. Contains different out­
comes based on the survivors' success or failure. 

Ageless, An ability. You may hunt if you are retired. When you 
gain Hunt XP, you may decide not to gain it. 

Al card· Al cards are made up of actions, flows and alerts, some 
cards also have persistent injury and/or definition boxes. There 
are four kinds of Al cards · Basic. Advanced, Legendary, and Spe­
cial. 

Al Deck: Made up of Al cards used for a specific showdown. See 
the monster's story event for details of its Al deck. The Al Deck is 
reduced as the monster is wounded. 

Alerts: Actions following an alert contain important conditional 
information that must be considered to determine if the action is 
performed. Continue to perform any further actions on the Al card 
unless stated otherwise. Survival may not be spent during an alert. 

All Survivors: An effect during the showdown that refers to all sur· 
vivors applies to all survivors currently on the showdown board. 

Ambush (Monster): If the monster moves into the survivors' hunt 
board space. it ambushes the survivors. End any current hunt 
events and start the showdown immediately. Survivors skip their 
first turn. In most cases, this means that the monster will take two 
turns in a row. 

Ambush (Survivors): Some hunt events allow the survivors to am­
bush the monster. If they do, survivors may go first in the show· 
down. Do not follow the setup rules on the monster's story event. 
Instead. place the listed showdown terrain. the monster, and sur· 
vivors on the showdown board as the players decide (setup rules 
on terrain cards must still be followed). 

Ammo • Bow: A gear special rule. You must have a bow in your 
gear grid to activate this card. Ammo has the range of a bow in 
your gear grid. 

Ammunition: A gear keyword. This gear is ammunition for anoth· 
er weapon gear. 

Analyze: An ability. At the start of the survivors' turn. if you are 
adjacent to the monster. reveal the top Al card. then place it back 
on top of the deck. 

Archive: Remove this card from play and return it to the game 
box. unless it is recorded into settlement storage or the survivor's 
record sheet, any archived card is permanently lost 

Armor: Gear with this keyword is armor. Protects the survivor 
from injury. Each piece of armor will have the hit location symbol 
for the hit location it can be worn on. Each hit location may only 
wear one piece of armor. 

Armor Points �: Recorded on the survivor record sheet. Deter· 
mined by armor gear in the survivor's gear grid, as well as other 
effects and events. Each point negates one point of damage to the 
hit location. Armor points decrease by 1 for each damage they ne· 
gate. 

Armor Set: Each armor set is comprised of all armor from a sin­
gle settlement location with the keyword "set". For example. while 
a survivor is wearing the White Lion Helm, White Lion Gauntlets, 
White Lion Coat. White Lion Skirt, and White Lion Boots. they have 
completed the White Lion armor set. 

Armor Set Bonus: A survivor wearing a completed armor set 
gains the benefits of lhe armor set bonus listed on its correspond· 
ing armor set card. 

Arms: A survivor hit location. Damage lo the arms beyond the 
heavy injury level results in a roll on the Arms section of the Se· 
vere Injury table. 

Arrow: A gear keyword. This gear card is an arrow. 

Attack: The process of making an attack roll and resolving dam· 
age. wounds or other effects. 

Attack Effects: Attack effects are rules contained in a box below 
the attack profile on some Al cards. and applied when the trigger 
occurs. These effects are applied only once. even if the target is hit 
or dama_ged multiple times by this attack. 

Attack Profile: Part of monster Al cards and basic actions. lists the 
speed, accuracy, damage, and any triggers for a monster attack. 

Attack Roll: The dice roll that represents an attempt to hit a tar­
get. A Lantern 10 will always result in a hit. 

Attribute, An aspect of a survivor or monster described by a nu· 
merical value. 

Attribute Modifier Token: Attribute modifier tokens are used to 
Indicate temporary changes to attributes. Attribute modifier to­
kens are double-sided to represent gains and losses for that attri· 
bute. and are combined with permanent attribute totals to deter· 
mine the current level of each attribute. All tokens are removed at 
the end of each showdown. 

Away (Movement): A movement that puts the most possible spac· 
es between two points on the showdown board, such as a mon· 
ster, survivor, terrain. or board edge. 

Axe: Gear with this keyword is an axe weapon. Survivors may gain 
levels of axe weapon proficiency with this weapon. 



sack: The direction opposite of the monster's facing. 

Balm: A gear keyword. Balm items work by rubbing them on a 
survivor's skin. 

Bash: Causes survivors to be knocked down. 

Basic Action: A Monster's basic. action is detailed on its Bask Ac· 
tion card. A basic action consists of a target action and an attack 
action with an attack profile. Monsters will perform a basic action 
on some At cards. in some reactions. or if the Al deck and discard 
are both empty. Performing a basic action does not count as an Al 
card being drawn. 

Basic Action I Reference Card: Double-sided Basic Action/Refer­
ence cards contain a monster's basic action on one side and an 
overview of the monster's characteristics on the other side. 

Basic Hunt Event: 100 events survivors may encounter out in the 
darkness. Found in the Basic Hunt Event section of the rulebook. 

Basic Resources: Generic resources that can be gained from most 
huntable monsters and many events. 

Before Damage: A trigger found on some monster attack profiles. 
Apply this trigger's attack effect after hits and hit location dice are 
rolled, but be.fore damage is dealt to hit locations. 

Bitter Fre11zy: An ability. You may spend survival and use fight· 
Ing arts. weapon specialization, and weapon mastery while Fren­
zied. 

Bleed X: The target gains X bleeding tokens. 

Bleeding Token: Survivors can gain bleeding tokens from severe 
injuries. monster attacks, and some events. If a survivor has 5 or 
more bleeding tokens, they are dead. All tokens are removed at 
the end of each showdown. 

Blind Spot: Usually the spaces directly behind the monster. Survi­
vors attacking from the blind spot gain +l accuracy. 

Block X: A gear special rule. Spend activation to ignore x hits the 
next time you are attacked. Lasts until your next act. A survivor 
may not use block more than once per attack. 

Blue Life Exchange: An ability. In the Aftermath. gain 3 addi­
tional Hunt XP. Vou may not place gear with the "other" keyword 
in your grid. Gain •l permanent luck with each Age milestone. 
When you retire. you cease to exist. 

Body: A survivor hit location. Damage to the body beyond the 
heavy injury level results in a roll on the Body section of the Se· 
vere Injury table. This is the only hit location that appears twice on 
the hit location dice. 

Body Blow: An attack that always hits a survivor's body location. 
Do not roll hit location dice for this attack. 

Bone (Gear): A gear keyword. Bone is one of the primary materials 
used to craft this gear. 

Bone (Resource): A common resource keyword. 

Bow· Gear with this keyword is a bow weapon. Survivors may gain 
levels of bow weapon proficiency with this weapon. 

Brain: The Brain is a survivor location different from hit locations. 
and represents a survivor's mental fitness. Since the human mind 
is lragile. there is only one injury level for the Brain (indicated by 
the light-lined unfilled box). Any damage beyond the light injury 
level results in a roll on the Brain Trauma table. The Brain 'is only 
damaged by brain damage. 

Brain Damage: Brain damage only affects the Bra1n location. 

Brain Trauma Table: Contains possible outcomes of excess dam­
age to the Brain location. 

Build [Location]: when a new loca.tion is built, place that settle­
ment location in the play area and add the new location to your 
settlement record sheeL This is a permanent addition to your set­
tlement. 

Burnt Nerves: An ability. You are immune to bash. 

canceled Attack: A canceled attack Immediately ends. Discard all 
unresolved hit locations. Do not perform any actions. special rules. 
critical effects. or reactions on these cards. 

Caratosis: An ability. For each red affinity you have, I of your 
attack rolls hits automatically each attack. 

Charge: A gear special rule. Survivors spend movement and ac­
tivation to move the maximum available spaces in a straight line 
in one direction. At the end of movement. it in range. perform an 
attack using a melee weapon, adding the number of spaces moved 
in this way to your strength for the attack. Charge does not impact 
any further atlacks this turn. 

Closest Survivor: The survivor the least number of cardinal spac· 
es away from the monster. 

Closest Threat: The threat the least number of cardinal spaces 
away from the monster. 

club: Gear with this keyword is a club weapon. Survivors may gain 
levels of club weapon proficiency with this weapon. 

Collides: If a monster moves through a space occupied by a sur· 
vlvor, they collide and the survivor suffers collision. If a monster 
ends its movement on a survivor. they collide. the survivor suf­
fers collision and knockback 5. If a survivor is knocked back into 
impassable terrain. they collide with it and the survivor suffers 
collision. If a survivor suffers knockback into another survivor. 
complete the knockback movement normally. Both survivors suf· 
fer collision at the end of knockback. If the survivors would occupy 
the same space. instead place the knocked back survivor in the 
closest unoccupied space. 

collislon: When a survivor suffers collision. they are knocked 
down. 

Consumable: A keyword. This may be consumed by survivors. 

Consume: A special rule. This consumable gear or resources may 
be ingested by survivors for a listed result. some are archived af­
ter use. 

Courage: A survivor attribute listed on the survivor record sheet. 
Courage is a survivor's potentially ill-advised bravery. Reaching a 
courage level of 3 will trigger the Bold Story Event, while reaching 

a level ot 9 wi 11 trigger the See the Truth Story Event. 

Critical Wound: Critical wounds are lucky blows that always 
wound a monster. even if the wound attempt does not exceed the 
monster's toughness. A critical wound occurs when a wound roll 
result is a Lantern 10 on a hit location with a critical wound effect 
The luck attribute modifies the roll needed for a critical wound. 

Critlcal Wound Effect: Critical wound effects on monster Al cards 
are represented by the critical wound symbol. followed by rules 
that specify what happens when a monster is critically wounded at 
that location. Critical wounds effects are not reactions. On a critical 
wound. cancel all reactions on that hit location card. 

crystal Skin: An ability. You cannot place armor in your gear 
grid. When you depart. gain 2 armor points to all hit locations. 
Suffer -1 to the result of all severe injury rolls. 

cumbersome: A gear special rule. Survivors must spend both 
movement and activation to activate Cumbersome gear. 

Cursed: A gear special rule. This gear cannot be removed from the 
gear grid for any reason. If the survivor dies. archive this gear. 

(X)dlO: A number (X) of ten-sided dice. The included dice feature 
a Lantern on the "10" face. 

td5: Roll tdlO, divide the result by two and round up to the nearest 
whole number. 

dtOD: A hundred-sided die. This is accomplished by using 2dl0. 
with one die nominated to represent the •tens" digit and the other 
to represent the "ones" digit. Note that a rel I showing 2 lanterns 
(result of 10 on each) indicates a result of 100. 

Dagger: Gear with this keyword is a dagger weapon. Survivors 
may gain levels of dagger weapon proficiency with this weapon. 

Damage (Attack Profile)! The amount of damage dealt for each 
hit ln a monster's attack. Roll separate hit locations for each hit. 

Damage (Attribute): Damage is added to the damage listed on an 
attack profile to calculate the total damage of an attack. 

Damage (Condition): A hit damages a survivor if it removes armor 
points or causes an injury. Hits whlch are dodged, blocked, or ig­
nored do not cause damage. 

Dash: A survival action. When opportunity permits, a survivor may 
spend 1 survival to dash. They gain •l Owhich must be spent im­
mediately. Each survivor may only Dash once per round. and only 

after the settlement has innovated the Paint innovation. 

Deadly; A gear special rule. Gain +l luck while attacking with this 
weapon. This increases the odds of inflicting critical wounds. 

De.af: The survivor cannot hear. or be impacted by encourage and 
other audible effects. 

Death (Monster): A monster is defeated when it is wounded and 
there are no Al cards in the Al deck or Al discard pile to move 10 
the wound stack. 

Death (Survivor): A survivor can die in a var1ety of ways. Remove 
their miniature from the board. They can no longer participate in 
the hunt or showdown. Return their gear to the settlement storage 
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and move their resources to another survivor. If all the survivors 
die during the showdown. all of thelr gear returns to the settle· 
ment and all resources not in the settlement storage are lost. 

Death Count: Part of the settlement record sheet. During the Set· 

tlement Phase. if any survivors perished during the previous Hunt 
or Showdown Phase. update the death count. If survivors perish 
during the Settlement Phase, update the death count immediately. 
The first time a settlement's death count is updated. trigger the 

Principle: Death story event. 

Defeat: When the survivors are defeated by a monster. follow the 

defeat rules ln the Aftermath section of the monster's story event. 

Depart (As in, "When you depart"): These rules apply to depart· 
ing survivors at the end of the Settlement Phase. 

Departing Survivors: The survivors nominated to take part in the 

next hunt and showdown. 

Destroy Armor: An attack effect that reduces armor points of a 

survivor hit location too before applying damage. 

Destructible: A terrain special rule. When a survivor collides with 
destructible terrain, stop their movement and archive the terrain. 

The survivor suffers I damage to a random hit location. When a 
monster collides with destructible terrain, archive the terrain. 

Devastating X: A gear special rule. When a devastating weapon 

wounds a monster. it will inflictX additional wounds. 

Discard: Put the card into the appropriate discard pile. It is no Ion· 
ger in play. 

Disdain: The Phoenix's instinct. Described on the Showdown: 
Phoenix story event. 

Disorder: A mental impairment. Disorders are found on disorder 
cards. When a disorder is gained. record its rules on the survivor 
record sheet and return the card to the box. Survivors can have up 
to 3 disorders. Additional disorders gained must replace a disor· 
der of your choice. If a survivor would gain a disorder they already 
have. nothing happens. 

Dodge: A survival action. When a survivor is hit, after rolling hit 
location dice but before damage. they may spend 1 survival to 

dodge. canceling one hit. The dodged hit becomes a failed attack 
roll and does not cause damage. Any additional un·dodged hits 
resolve normally. Dodge is the only survival action that knocked 
down survivors can perform. Each survivor may only Dodge once 

per round. 

Doomed: The indicated survivor(s) may not spend survival until 

this card is resolved. 

oormenatus: An ability. When you depart, gain 1 armor point to 

every hit location for each green affinity you have. 

Draw Al: The monster controller draws the top Al card of the mon· 

ster's Al deck and plays it. If the Al deck is empty. shuffle the dis­
card pile into it and draw the top card. If the Al deck and discard 
pile are empty, the monster performs its Basic Action. 

Duration: Duration cards are drawn twice. The first time a dura· 

tion card is drawn. perform any "when drawn face down" actions. 

Then, i11stead of discarding it. place the duration card face up on 

top of the Al deck. The next time a monster draws an Al card. it 
draws the duration card for a second time. Perform any "when 
drawn face up" actions, then discard the card after resolving. 

Some duration cards have persistent effects while they are face 
up on top of the Al deck. 

Early Iron: A gear special rule. When any of your attack roll results 
are a 1, cancel your attack. 

Encourage: A survival action. A standing survivor may spend 1 

survival at any time to encourage a knocked down survivor. letting 
them stand. Deaf survivors may not be encouraged. Each survivor 
may only Encourage once per round. and only if the settlement 
ha.s the Language innovation. 

Endeavors: Each returnlng survivor contributes +l endeavor 

(+10 )to the settlement. survivors can spend endeavors to inno· 
vate. build new settlement locations, or perform unique actions. 
To spend an endeavor, nominate a survivor. reduce the settle· 

ment's total endeavors by 1. and follow the rules for the action 
the endeavor was spent on. Unless stated otherwise. the action's 

effects apply only to the nominated survivor. 

Evasion (Attribute): When a monster or survivor with evasion is 
the target of an attack. increase the accuracy 011 the attack profile 
by the amount of evasion the target possesses. Evasion can be a 

negative number. in which case it is subtracted from the attack 
profile's accuracy. Regardless of evasion, a Lantern 10 on the at· 
tack roll is always a Perfect Hit, and an attack roll result of 1 will 
always be unsuccessful. 

Event Damage: Some damage is incurred from events. Typical· 
ly, this damage cannot be dodged or blocked. Event damage 1s 
non-lethal. and will reduce armor points and cause light and heavy 
injuries. but will not cause severe injuries or brain trauma. 

EVent Revealer: The event revealer reveals a hunt event, reads 

it aloud. and follows the rules on the card, making all decisions 
along for that hunt event. 

Explore: An ability. When you roll on an investigate table. add +2 
to your roll result. 

Facing: A monster is facing all spaces on the board that are in front 

of the miniature. 

Failure (Reaction): A monster reaction. Performed in response 

to unsuccessful wound attempts at certain monster hit locations. 

Fate d  Battle: An ability. At the start of a showdown with the 

picked monster, gain +l speed token. 

Feather (Gear): A gear keyword. This gear is substantively crafted 

of feathers. 

Field of View: A survivor is in a monster's field of view unless they 

are in the monster's blind spot or the monster's line of sight is 
blocked by terrain with the Obstacle rule. 

Fighting Arts: Powerful battle techniques found on fighting art 

cards. When a fighting art is gained, record its rules on the sur· 
vivor record sheet and return the card to the box. Survivors can 
have up to 3 fighting arts. Additional fighting arts gained replace 
a fighting art of your choice. 1r a survivor would gain a fighting art 

they already have, nothing happens. 

finesse: A gear keyword. This gear requires finesse to use. This 
keyword does not interact with the core game in any way and is 
one of those annoying keywords for expansions. 

First Strike: A type of monster hit location. This hit location must 
be resolved before any others. except Traps. If multfple First Strike 

locations are drawn. the player decides the order in which to re· 
solve them. Traps still precede and cancel all other hits. 

Fist & Tooth: Fist & Tooth is a weapon always available to a sur· 

vivor. The attack attributes for First & Tooth are listed on the gear 
grid. Survivors may gain levels of Fist & Tooth weapon proficiency 
with this weapon. 

Flammable: A gear keyword. Fire can destroy this gear. 

Flow: Flows are hesitations between monster actions. They give 
the survivors an opportunity to use survival actions. They are rep­
resented by a bar with an arrow. 

Forward: The direction the miniature is facing. 

Fragile: A gear keyword. This gear is easily broken. 

Frail: A gear special rule. Frail weapons are destroyed if a survivor 
attempts to wound a Super-dense location with them. Archive the 

weapon at the end of the attack. 

Frenzy: A brain trauma result. A survivor who suffers this is Fren· 
zied until the end of the Showdown Phase. Gain • l strength token. 
+1 speed token, and ld5 insanity. Ignore the "slow• special rule on 

melee weapons. A frenzied survivor may not spend survival or use 
fighting arts. weapon specialization, or weapon mastery. A survi­
vor may be Frenzied multiple times. 

Full Move: A game term that describes a monster's or survivor's 
maximum available movement, taking into account all movement 
modifier tokens. 

Fur (Gear): A gear keyword. This gear is substantively crafted of 

thick fur. 

Gear: Objects that survivors may carry and wear. represented by 

gear cards. survivors may only use the gear in their individual gear 
grids. Except for gear with the weapon keyword. no survivor may 
have more than one copy of a gear card in their grid. 

Gear Grid: A mat with space for 9 gear cards. Gear cards can be 

arranged in any configuration. but must remain right·side up. 
They cannot be rotated. Gear in gear grids can only be rearranged 

during the Settlement Phase. 

Gear Keyword: Located directly under the name of a gear card .. 
They describe information about gear, such as weapon type, ma· 

terials. use. or limiting factors. Keywords are rererenced by other 
cards and events. 

Gear Special Rule: Located on the bottom portion of a gear card. 

These list gear abilities. bonuses and requirements. 

Grand: Gear with this keyword Ts a grand weapon. Survivors may 
gain levels of grand weapon proficiency with this weapon. 

Graze: The Screaming Antelope's instinct. Described on the 



Screaming Antelope's showdown story event. 

Green Life Exchange: An ability. In the Aftermath. gain 3 addition­
al Hunt XP. You may not place gear with the "other" keyword in 
your grid. Gain +I permanent evasion with each Age milestone. 
When you retire. you cease to exist. 

Guard: The King's Man's instinct. Described on the King's Man's 
showdown story event. 

Head: A survivor hit location. Damage to the head beyond the 
heavy injury box will prompt a roll on the Head section of the Se­
vere Injury table. 

Head Hunter: An attack that always hits a survivor's head hit loca­
tion. Do not roll hit location dice for this attack. 

Heal X: When a monster performs heal X. return X Al cards from 
the Wound Stack to the bottom of the Al deck without looking at 
them. 

Healing (Survivor): When survhtors heal, erase all filled injury lev­
els and restore all lost armor points. 

Heavy (Gear): A gear keyword. This gear has substantial weight. 

Heavy Injury Level: A heavy lined injury level box. When a survi­
vor's heavy tn)ury level is filled, they are knocked down. Once it 
is filled, this injury level cannot be suffered again this showdown 
unless it is healed. 

Herb: A gear keyword. An item primarily made of herbs. 

Hide (Resource): A common resource keyword. 

Hit (Monster): A hit is the result of an attack roll that meets or ex· 
ceeds the accuracy for an attack using an attack profile. Hits which 
are dodged. blocked, or ignored are misses. Damage outside of an 
attack profile is not considered to be from a hit. 

Hit (Survivors): A hit is the result of an attack roll that meets or 
exceeds the accuracy for an attack using a weapon. 

Hit Location (MonsterJ: Each monster has a unique hit location 
deck composed of hit location cards. There ares types of hit loca· 
tion card: First Strike, Impervious, Super-dense. Trap, and Normal. 
Any hit location that has no listed type is Normal. 

Hit Location (Survivors): Hit locations are areas of the survivors' 
body that can wear armor and suffer damage. The hit locations 
are: Head. Arms. Body, Waist, and Legs. Hit locations may gain ar· 
mor points from armor. Without armor, hit locations have o armor 
points. 

Hit Location Dice: Used to determine the survivor hit location hit 
by an attack. 

Homing Instinct: An ability. Add +5 to your rolls on the Run Away 
story event. 

Hunt Board: The Hunt Board is used during the Hunt Phase to 
track a quarry monster. 

Hunt Board Diagram: Part of a monster's showdown story event. 
It indicates how to set up the hunt board for that monster. 

Hunt Event: A hunt event describes an encounter the survivors 

face on their journey. They can be disastrous, bizarre. or even ben­
eficial. These appear on basic hunt event cards and monster hunt 
event cards. 

Hunt Event Cards (Basic): All basic hunt event cards are identical. 
They direct the event revealer to roll on the hunt event table. 

Hunt Event Cards (Monster): Monster hunt event cards are only 
encountered when hunting a particular monster. They describe 
pitfalls and wonders specific to this monster. Each huntable mon· 
ster has a unique set of hunt event cards. 

Hunt Experience (XP): Survivors gain Hunt Experience during the 
Aftermath of a victorious showdown. When a survivor gains Hunt 
XP, fill in the next unfilled Hunt XP box on their survivor record 
sheet. Some hunt experience levels are milestones (indicated by a 
heavy-lined box) that trigger the Age story event The number of 
milestones filled indicates which Age rules apply. When the final 
hunt experience box is filled. the survivor is too old to hunt. and 
must retire. 

Hunt Phase: The part of each session spent locating a quarry 
monster. When survivors determine what type and level of mon­
ster to hunt. 

Ignore a Hit: Reduce the number of hits by 1. This happens before 
hit locations are determined. 

Impairments, Permanent changes or injuries suffered by a survi­
vor and recorded on the survivor record sheet. These often result 
from the severe injury table. 

Impassable: A terrain special rule. A survivor cannot voluntarily 
move into or through any spaces this terrain occupies. Impassable 
terrain stops all movement, including knockback. If a survivor ls 
knocked back into a space occupied by impassable terrain. they 
collide with the terrain and their movement ends just before the 
terrain. 

impervious: A type of monster hit location. Impervious hit lo­
cations cannot be wounded. even with a Lantern 10 wound roll. 
Wound attempts will never remove Al cards. However. critical et· 
feels may still occur. 

In Play: All cards are considered in play after they have been 
drawn and until they resolve. Most cards are discarded after re­
solving. Others, such as Moods. remain in play indefinitely or until 

a condition is satisfied. 

In Range (Monster): A survivor is in a monster's range if the 
number of spaces between them is less than or equal to its cur­
rent movement (including modifiers). If "in range" is followed by 
a number. such as range (8). that number replaces the monster's 
movement when calculating to see if a survivor is in range. 

lnjury Level: Indicates damage to a hit location. Recorded on the 
survivor record sheet. Most hit locations feature two levels, light 
and heavy, except for the Head (which only has a heavy injury lev­
el). 

Innovation: A type of advancement for a settlement, gained at the 
Lantern Hoard. Innovations alter the settlement and the survivors' 
capabilities. Record new innovations on your settlement record 
sheet. 

Innovation Deck: A setilement's innovation deck is a persistent 
deck that grows as the settlement innovates. 

Insane: A survivor with 3+ insanity. 

Insanity: Protects a survivor from brain damage. 

Instinct: The action the monster undertakes if it cannot find a tar­
get to attack. Each monster has a unique instinct described on its 
showdown story event. 

Instrument: A gear keyword. This gear can be used to play music. 

Intimidate Actions: Intimidate actions cause brain damage. In­
timidate actions are not attacks or hits (survivors cannot spend 
survival to dodge Intimidate actions). Monsters don't need to be 
adjacent to their targets to intimidate. 

Iron Will: An ability. You cannot be knocked down. Reduce all 
knockback you suffer to knockback 1. 

Irreplaceable: A gear special rule. If a survivor dies, archive all ir· 
replaceable gear in their gear grids. 

item: A gear keyword. Gear that is neither a weapon nor armor. 

Jewelry: A gear keyword. Decorative and functional! 

Katana: Gear with this keyword is a katana weapon. survivors 
may not gain levels of katana weapon proficiency. 

Katar: Gear with this keyword is a katar weapon. Survivors may 
gain levels of katar weapon proficiency with this weapon. 

Knockback X: Move the target of knockback X spaces directly 
away from the cause of this effect. 

Knocked Down (Monster): While a monster is knocked down. 
attack rolls hit on 3+ (in place of normal accuracy). Cancel all re­
actions, including reactions that might be beneficial to survivors. 
This does not cancel critical wounds effects (since they are not re­
actions). If the monster is knocked down during a flow, cancel any 
remaining actions on its card. A knocked down monster stands 
when, it draws an Al card, a trap is played, or at the start of the 
next turn (monster or survivors'). 

Knocked Down (Survivor): When a survivor is knocked down, 
turn the miniature on its side. Knocked down survivors always 
stand at the end of the next monster turn. If a survivor is knocked 
down in the middle of their attack. the remainder of that attack 
is canceled. Knocked down survivors may only spend survival to 
dodge (remaining knocked down). and cannot spend activation or 
movement. 

Lantern 10: A die roll result with the lantern face up. Equivalent to 
a 10 for other 10-sided dice. 

Lantern Year: Survivors' basic unit of time. The settlement typical­
ly advances by one lantern year as part of each Settlement Phase. 

Last to Wound: The survivor who last wounded the monster. 

Leather: A gear keyword. Cured hides are a crucial component of 

this gear. 

Legendcaller: An ability. Once a lifetime. on a hunt board space 
after Overwhelming Darkness, in place of rolling a random hunt 
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event, use "53" as your result. 

Legs: A survivor hit location. Damage to the legs beyond the heavy 
injury box will prompt a roll on the Legs section of the Severe Injury 
table. 

Leyline walker, An ability. While there is no armor or accessory 
gear in your gear grid. gain +3 evasion. 

Ufe Trait: A core game variant Instead wounding by removing Al 
cards to the wound stack. wound the monster by reducing the num­
ber on its Life trait When the number is reduced to D. the monster 
is dead. 

Lucernae: An ability. For every blue affinity you have. your ranged 
weapons gain this amount of range and your me lee weapons gain 
this amount of reach. 

Luck (Player Attribute): Luck modifies a survivor's chance to cause 
a critical wound from a wound roll. +l luck causes a critical wound 
on a wound roll result of 9 or lD. +2 luck on 8, 9, or 10. and so on. 
A luck modifier can be negative. making it impossible to critically 
wound. 

Luck (Monster Attribute): Every positive monster luck token re­
duces the range of wound roll results considered critical. Normally. 
critical wounds occur only on Lantern tens. Unless survivors have 
positive luck modifiers. a critical wound ai;:ainsl a monster with 1 or 
more luck tokens is impossible. Each negative monster luck token 
increases the attackers' critical wound range by 1. The rule of Lan­
tern 10 always applies. so even if a monster's luck makes critically 
wounding impossible. a wound roll of a Lantern 10 will still cause a 
normal wound. 

Mad oracle: An ability. Once per showdown. as a monster draws 
an Al, name a card. If the Al card drawn is the named card. gain 
+ 1 evasion token. 

Marrow Hunger: An impairment. If the Murder or Skull Eater set­
tlement events are drawn. nominate this survivor. 

Matchmaker: An ability. When you are a returning survivor, once 
per lantern year. you may spend Oto CD Intimacy. 

Materialize: Remove the monster from the showdown board and 
place it adjacent to the target. It must be placed so its base covers 
as many other survivors as possible. colliding with the survivors. 

Melee: A weapon gear keyword. To attack with a melee weapon. 
survivors must be in a space adjacent to the monster. Melee weap­
ons with Reach can attack from further away. 

Menace: The Butcher's instinct. Described on the Butcher's show­
down story event. 

Metal: A gear keyword. This gear is substantively crafted of metal. 

Metal Maw: An ability. Your Fist & Tooth attacks gain Sharp (add 
ldlO strength to each wound attempt). 

Miniature: The physical representation of a monster or survivor. 
used in the Hunt and Showdown phases. 

Monster Al Deck: Each monster has a unique Al deck. Its show­
down story event describes how to construct a Monster Al Deck at 
the appropriate level. 

Monster controller: The player who draws the monster's Al card. 
They make any decisions and rolls to resolve a monster's actions 
for that round. Designated by the Monster controller tile. Monster 
controller changes at the start of each round. 

Monster controller Bonus: When a monster controller's survivor 
is the target of an attack. this foolhardy action earns that player's 
survivor +l insanity. 

Monster controller Tile: Designates the monster controller. Moves 
clockwise to the next player or survivor at the start of each round. 

Monster Hit Location card: Represents a location on the monster's 
body. These are hit by a survivor's successful attack roll. Many hit 
location cards feature special effects or actions. 

Monster Hit Location Deck: The cards that collectively make up 
the locations a survivor may hit a given monster. Unique to each 
monster. 

Monster Level: Monster level determines the difficulty of the show­
down and the monster's placement on the hunt board. Higher-level 
monsters have longer hunts and more difficult showdowns. 

Monster Reference Card / Basic Action: contains a small overview 
of each monster's characteristics. They serve as a compact remind­
er of frequently-used monster information. 

Monster Resources: Monster resource cards are gained only from 
fighting that monster. Each huntable monster has a unique deck. 
Monster resources can be used and spent as their resource type 
or as their specific resource name. Some monster resources have 
additional rules. 

Monster Showdown Story Event: contains relevant information 
for a particular monster's showdown and hunt. including instruc· 
lions on constructing a monster Al deck. hunt and showdown board 
setup. the monster's instinct and basic attack. and information on 
the aftermath of the showdown. 

Most/Least X: The survivor with the mosVleast of the listed condi­
tion. Zero can count as most or least unless otherwise stated. 

Move and Attack Target Action: A component of most Al cards. 
A Move and Attack Target Action follows a Pick Target Action. Full 
move the monster towards the 1arget and perform the following 
attack profile. 

Movement (Attribute): The maximum amount of spaces a monster 
or survivor may move with in single move action. A monster or sur· 
vivor with less than t movement may still move 1 space each move 
action. 

Mood1 A type of monster Al card. Once mood cards are drawn. 
leave them in the play area instead of discarding them at the end of 
the monster turn. Moods can be removed by some items or through 
conditions listed on the card. If a monster suffers a wound when 
it has an empty Al deck and discard pile but one or more active 
moods. it is defeated. 

Nemesis Monster: Nemesis monsters show up at the outskirts of 
the settlement They cannot be hunted, and will arrive during story 
events. 

Next Monster Turn: Some effects persist undl the next monster 

turn. If it is the survivors· turn, the effect will end on the monster 
turn immediately following this turn. If it is the monster's turn when 
this effect begins. it will end on the following monster turn. 

Next Round: some effects persist until the end of the next com­
plete round. These effects will end after the monster. then the sur­
vivors. take another turn. 

No Target; The last option on a monster's Pick Target list. It indi­
cates what to do it no target is found. This is most often a monster's 
Instinct action. When a monster cannot find a target. subsequent 
actions on the card are not performed. 

Noisy: A gear keyword. This gear is hard to keep quiet. 

Non-deaf survivor: Survivors not suffering from the deaf severe 
head injury. 

Obstacle: A terrain rule. This terrain blocks survivor and monster 
field of view. interrupting ranged weapon attacks and monster tar­
geting. To check if field of view is blocked. draw an imaginary line 
from the center of the miniature's base to the center of the intended 
target's base. If the line comes in contact with a space occupied by 
an obstacle, the field of view is blocked and the target is not in field 
of view. 

Organ (Resource): A common resource keyword. 

Other: A gear keyword. The effects of this gear are otherworldly. 

Overwhelming Darkness: A space on the Hunt Board. The first 
time each hunt the survivors move into the Overwhelming Dark­
ness space. they trigger the overwhelming Darkness story event 
The survivors cannot skip Overwhelming Darkness. If they move 
through the space. instead stop all movement and resolve Over­
whelming Darkness before any other events or effects. Then. re· 
solve other events or effects on this space. If. for some reason. the 
survivors move into or through Overwhelming Darkness more than 
once in a single Hunt Phase, treat it as a blank space. If the monster 
is on the Overwhelming Darkness Space when the survivors move 
into it. skip its event and start the showdown immediately. 

Paired: A gear special rule. Paired weapons are two identical weap­
ons that can be used as one. Add the speed of the second weapon 
when attacking with the first. These weapons must have the same 
name. and both must be in your gear grid. 

Peerless: An ability. When you gain insanity. you may gain an 
equal amount of survival. 

Perfect Hit; An attack dice roll result of a Lantern 10. This always re­
sults in a hlt. When there are multiple Perfect Hits in a single attack. 
trigger any rules applying to Perfect Hits that many times. 

Permanent Injury: An injury to a survivor that does not heal with 
time. Its effects always apply to that survivor unless canceled by 
another effect. 

Persistent Injury: A special injury found on some hit location cards. 
When a monster suffers a critical wound on a hit location with a per­
sistent injury, leave the card in play instead of discarding it. some 
persistent injuries modify a monster's behavior. while others affect 
specific Al cards. 

Persistent Injury Actions: Found on some Al cards. Persistent in· 



jury actions are conditional actions that replace the normal rules 
of an Al card. They are only performed when the monster draws 
an Al card with a persistent injury action that matches a persistent 
injury in play. If a persistent injury action is performed, ignore other 
actions on the card. 

Pick Target: A component of most Al cards. A Pick Target list has a 
series of conditions. The monster controller checks to see if each 
targeting condition is met. starting from the first and stopping 
when one is met Sometimes targets are determined by an area or 
zone (such as adjacent survivors or all survivors in a zone). Some Al 
cards pick more than one target. 

Place: Change the location of a miniature from one space on the 
showdown board to another. This does not count as movement. 

Possessed: An ability. The survivor cannot use weapon specializa­
tion, weapon mastery, or fighting arts. 

Pounce: A gear special rule. Spend O and O to move 3 spaces 
forward in a straight line and activate a melee weapon. This attack 
gains + 1 strength. 

Prepared: An ability, When rolling 10 determine a straggler. add 
your hunt experience to your roll result. 

Principle: Principles are your settlement's guiding philosophies. 
When a principle's story event triggers. your settlement must make 
a choice. Record the chosen principle on the settlement record 
sheet and add that princi pie's card to the settlement play area. 

Priority Target: When a survivor gains the priority target token. 
it signifies thatthe survivor has captured the monster's attention. 
Only l survivor may have the priority target token at a time. When­
ever a monster picks a target. the survivor with the priority target 
token will always be the target of an Al card. The priority target to­
ken is removed only when: another survivor gains the priority tar­
get token, an effect causes the priority target token to be removed, 
or at the end of the next monster turn. 

Provoke: A gear special rule. When you wound with this weapon. 
gain the priority target token. 

Proxy cards: There are 8 proxy cards. These can be used to replace 
lost cards or create game variants. 

Puzzle Affinity: A gear special rule. Puzzle affinity bonuses can 
only be gained if the affinities are completed using the affinities on 
that specific card (indicated by puzzle pieces instead of boxes). 

Quarry: The monster that the survivors have elected to hunt 

Random Hit Location (survivor): Determine using the included hit 
location dice. 

Random Hunt Event: Roll d!OO and apply the hunt event corre· 
sponding to this number on the Hunt Event table. 

Random Survivor: The monster controller or event revealer typi· 
cally determines a survivor by chance, using an equal probability of 
all possible outcomes. 

Range (Gear): A gear special rule. Survivors this many or fewer 
spaces away from a monster may attack with this weapon. Ranged 
weapons cannot be used if field of view to the monster is blocked 

{by terrain with the Obstacle rule). 

Ranged: A gear keyword. A ranged weapon, like a bow or dart, al­
lows survivors to attack from a distance. 

Rawhide: A gear keyword. This gear is crafted of uncured hides. 

Reach: A gear special rule. Reach weapons are long enough to at· 
tack monsters when the survivor is not adjacent. Reach specifies 
the maximum number of spaces away that a survivor can attack 
with this weapon. 

Reaction: A hit location rule. The 3 types of reactions are wound. 
Failure, and Reflex: each specifies the conditions for a reaction to 
occur. Reactions occur after rolling to wound the hit location they 
are found on and before resolving the next hit location. 

Record and Archive: An instruction on certain cards. such as disor· 
ders and fighting arts. Make a note of the listed effects and return 
the card to the game box. 

Red Li fe Exchange: An ability. In the Aftermath, gain 3 additional 
Hunt XP. You may not place gear with the "other" keyword in your 
grid. Gain +l permanent strength with each Age milestone. When 
you retire. you cease to exist. 

Reflex {Reaction): A type of monster reaction. This reaction occurs 
regardless of whether a wound attempt succeeds or fails. 

Remove from the Showdown Board (Survivor): Remove the sur­
vivor miniature from the showdown board. Place it on its survivor 
status card. if it has one. A survivor removed from the showdown 
board has an Act. but may not spend movement. activation or per­
form survival actions. Unless stated otherwise. they do not affect 
and are not affected by anything on the showdown board. When 
the showdown ends. any survivors who are removed from the 
board (but not dead) contipue to the Aftermath as normal. 

Resolved: A card is resolved when there are no more instructions 
to follow on it. This may be due to performing every indicated ac­
tion. or as a result of specific instructions on the card. 

Resources: Resources cards are gained from defeating monsters 
and events. They are spent to develop the settlement and craft 
gear. There are 4 kinds: Basic. Monster. Strange, and vermin. 

Resource rypes: In addition to the specific name listed, all resource 
cards have one or more types that the card may be used as. Com­
mon examples include Bone. Hide. Organ. and Scrap. 

Reveal: Turn a card face up and examine ii. (Do not play it.) 

Retired: When the final Hun! XP box is filled. the survivor retires. 
Some disorders and severe injuries also force retirement. Retired 
survivors cannot depart, but sti II contribute to the total population 
of the settlement. and may participate in settlement events and en­
deavors. 

Returning survivors: All survivors that endured the previous 
showdown are returning survivors. 

Rewards: Rewards are gained by defeating monsters. They are 
listed on the monster's showdown story event. Gain rewards as a 
group, once per victorious showdown (unless stated otherwise). 

Round (Showdown): The showdown proceeds in rounds. consist-

ing of the monster's turn followed by the survivors' turn. Rounds 
will continue until the monster is dead or all the survivors are dead. 

Run Away: Once a settlement has innovated Pictographs. survivors 
may abandon a Hunt or Showdown Phase at any time. Follow the 
instructions on the Run Away story event. 

Savage: A gear special rule. After the first critical wound in an at· 
tack, savage weapons cause 1 additional wound. This rule does not 
trigger on Impervious hit locations. 

Secret Fighting Arts: Secret fighting arts are fighting arts that can· 
not be gained normally. Each secret fighting art has a correspond· 
ing card that describes the rules for using it. These count toward 
your fighting art maximum of 3. 

Selfish: A gear special rule. A gear with this rule may not be in a 
same gear grid with any gear with the "other" keyword. 

sentient: A gear special rule. A survivor must be insane to activate 
this gear. 

Session: A typical session is comprised of three phases: Hunt Phase, 
Showdown Phase, and Settlement Phase. Some events may make 
survivors skip one or more of these phases. For example, Nemesis 
Encounters have no Hunt Phase. 

Set: A gear keyword listed on some armor cards. This means this 
armor is part of an armor set. 

Settlement: The unique collection of locations, innovations. prin­
ciples. gear. resources and survivors that represent the survivors' 
home. Survivors are at the settlement during the Settlement Phase. 

settlement Board: The settlement board is located on the reverse 
side of the Hunt Board. The spaces on the board correspond to 
steps in the Settlement Phase to guide players along. 

Settlement Event: An event occurring during the Settlement Phase. 

settlement Phase: During the Settlement Phase. survivors experi­
ence settlement and story events. spend endeavors. craft gear. and 
determine which survivors depart on the next hunt. This is the only 
phase where survivors may change or rearrange their gear grids. 

Settlement Record Sheet: Helps the players keep track of the de­
velopment of their settlement. 

Severe [Location) Injury: When survivors' armor points and injury 
levels are exhausted. they may accumulate temporary or perma­
nent severe injuries from the severe injury table. When a survivor 
suffers permanent injuries. note the name and rules on your record 
sheet and adjust their attributes as necessary. Some injuries fill the 
Skip Next Hunt box on the survivor record sheet. Otherwise. severe 
injuries last until the end of the showdown and are marked by at­
tribute tokens. 

Severe Injury Tables: Contains sections of possible severe Injuries 
to hit locations. Each hit that causes a severe injury prompts a roll 
on that location's severe injury table. 

sharp: A gear special rule. Add !d!O strength to each wound at· 
tempt using this gear. This d!O is not a wound roll. and cannot cause 
critical wounds. 

Shield: Gear with this keyword is a shield weapon. Survivors may 
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gain levels of shield weapon proficiency with this weapon. 

Showdown Board: used to represent the area where the survivors 
face the monster in battle. Specific rules for setting up the show­
down board are found on each monster's showdown story event. 

Showdown Board Edge: Generally, monsters or survivors cannot 
move off the edge of the showdown board. Any knockback or lull 
move effects that would bring a miniature past a board edge stops 
at the edge instead. 

Showdown Phase: The part of a session where survivors face off 
against a monster. See individual monster showdown pages for in· 
structions on how to start and end the Showdown Phase. 

Showdown Setup: A component of each monster's showdown 
story event. Contains instructions for setting up terrain tiles and 
monster and survivor miniatures on the showdown board before 
a battle. 

Skip Nexf Hunt: Fill in the Skip Next Hunt box on the survivor's re· 
cord sheet. The survivor may not be selected as a departing survi· 
vor. After departing survivors are chosen. erase all filled Skip Next 
Hunt boxes on all survivor record sheets. 

Slam: A gear special rule. Spend O and lull move forward in a 
straight fine. If you move 4+ spaces and stop adjacent to a monster. 
it suffers knockback 1 and ·I toughness until the end of the round. 

Slow: A gear special rule. Slow weapons always have an attack 
speed of l. Do not add speed modifiers. 

Sniff: The White Lion's instinct Described on the White Lion's show­
down story event. 

Soluble, A gear keyword. Able to be dissolved in liquid. 

sour oeath: An ability. When you are knocked down. you may en­
courage yourself. If you do. gain + 1 strength token. 

Spear: Gear with this keyword is a spear weapon. survivors may 
gain levels of spear weapon proficiency with this weapon. 

Special Showdown: Special Showdowns interrupt the Settlement 
Phase. After they conclude (regardless of victory or defeat) the Set· 
tlement Phase continues where it left off. Do not generate endeav­
ors or trigger new story events. Each Special Showdown's details 
are listed on the story event or innovation that triggered it. 

Speed (Attack Profile/Weapon): The number of attack rolls (num· 
ber of dice rolled). Usually determined by a monster Al card's attack 
profile or speed on a survivor's weapon. 

Speed (Attribute/Modifier/Bonus): Speed is added to a survivor's 
weapon speed or a monster's attack profile speed to determine 
the number of attack rolls. If speed is negative, subtract it from the 
number of dice rolled for an attack. A monster or survivor attack 
with less than one speed still has one attack roll. weapons with the 
Slow keyword cannot benefit from positive speed bonuses. 

Stalwart: An ability. Ignore knocked down effects of brain trauma, 
disorders. and intimidation actions. 

starvation Space· The last space of the hunt board. If the survi· 
vors perish on the hunt. reach the end of the hunt board without a 
showdown. or the monster moves off of the hunt board. the Hunt 

Phase ends and the quarry is lost. Apply the rules on the Starvation 
space. The lantern year is over, and a new Settlement Phase begins. 

Stinky: A gear keyword. This item has a strong odor. 

Story of the Forsaker: An ability. You cannot be knocked down 
during a showdown with a nemesis monster. 

Story of the Goblin: An abllity. Once per showdown, you may roll 
Jd!O. On a 3+, gain the priority target token and the monster gains 
+ 1 damage token. 

Story of the Young Hero: An ability. At the start of each of your acts. 
you may choose to gain 1 survival and 2 bleeding tokens. 

Story Event: An event which impacts the settlement/survivors. 
Common triggers include: the settlement timeline: survivor mile· 
stones in Hunt XP/courage/understanding: monster cards; settle· 
ment events. When CD appears. trigger the stor y event by turning 
to the appropriate page in the rulebook and following its instruc· 
tions. 

Strange Resources: Resource cards only gained in specific circum· 
stances. Strange monster resources are not shuffled into monster 
resource decks. 

strength (Attribute/Modifier/Bonus): Strength is added to the re­
sult of a wound attempt. If strength is a negative number. subtract 
it from the wound attempt result 

Strength (Weapon): The number a weapon adds to wound attempt. 

super-dense: A type of hit location. This hit location is unusually 
hard. If a survivor attempts to wound one of these locations with a 
trail weapon. it is destroyed and archived at the end of the attack. 

surge: A type of survival action. When opportunity permits. a sur· 
vivor may spend l survival to surge. Gain +l O which must be spent 
immediately. Ttiis allows them to activate a weapon. interact with 
terrain. use gear, and anything else spending an activation allows 
them to do. Resolve the results of the surge (including any monster 
reactions) before resuming the tum. Each survivor may only surge 
once per round, and only if the settlement has the Inner Lantern 
Innovation. 

Survival: Survival is the desperate desire to cling to life. Surviv· 
al points are gained and lost throughout the campaign. They are 
spent to perform extraordinary feats and change your fate. Update 
the survival box on your character record sheet as it is gained and 
lost. 

survival Action· Survival actions are the most common uses for 
survival points. There are 4: dodge, encourage, dash, and surge. 

Survival Limit: survival limit is the maximum amount of survival 
a survivor may have. Survival limit is recorded on the settlement 
record sheet. Innovations and events raise the sett.lement's survival 
limit. At the start of the campaign. the survival limit is l. Survival 
gained over the survival limit is lost. 

Survival Opportunity: The only times that survivors may dash or 
surge. Survival opportunities exist at the following times: during 
flows on monster Al cards: between actions on the survivors' turn; 
before performing reactions: after critical wound effects; or when a 
monster is knocked down. 

survivor Record Sheet: Represents the permanent status of a 
survivor. Some sections include: attributes. Hunt XP. weapon Profi· 
ciency, and permanent changes. 

Survivor status Card: Special (S) Al cards that track conditions for 
an individual survivor rather than the monster. When a survivor 
gains a survivor status card, place it next to their gear grid. The 
card's effects apply only to them. Some status cards change and 
need to be tracked. Some grant survivors unique actions. If a mon· 
ster's story event has a Survivor Status card in its setup, all survi· 
vors gain the card at the start of the showdown. 

sweet Battle: An ability. You may surge without spending surviv· 
al. If you do. the O must be used to activate a weapon. 

Sword: Gear with this keyword is a sword weapon. Survivors may 
gain levels of sword weapon profic.iency with this weapon. 

Target The recipient of an attack or effect. Some attacks or effects 
may impact survivors other than the target. 

Terrain cards: Represent terrain that can be encountered during 
the Showdown Phase and contain rules for how monsters and sur· 
vivor interact with them. Terrain cards place one or more terraln 
tiles on the showdown board. 

Terrain Tile: Terrain tiles are placed on the Showdown Board to 
represent physical features. The type and amount of terrain added 
to the Showdown Board is determined by the terrain cards speci· 
fled in the setup section of each monster's showdown story event. 

Threat A threat is any survivor that is not knocked down or us· 
ing special gear, terrain, or abilities to prevent being considered a 
threat. 

Thrown: Gear with this keyword is a thrown weapon. Survivors may 
not gain levels of thrown weapon proficiency. 

Thundercaller: An ability. Once a lifetime. on a hunt board space 
after Overwhelming Darkness, in place of rolling a random hunt 
event, use "100" as your result. 

Timeline: Tracks the number of lantern years since the establish· 
ment of your settlement on the Settlement Record Sheet. Trigger 
story and se!llement events as the timeline advances. 

Tinker: An ability. When you are a returning survivor. gain + 1 0. 

Tool: A gear keyword. Some tools trigger story events or grant bo· 
nuses. 

Toughness: Toughness is the number a wound attempt total must 
meet or exceed to successfully wound a monster. 

Toward (Movement): A direction used in reference to another 
point on the showdown board, such as a monster, survivor, terrain 
tile, or board edge. 

Trait: A type of monster Al card. Describes permanent changes to 
the characteristics or behaviors of the monster. Trait cards are not 
discarded at the end of the monster turn. 

Trap: A type of monster hit location. A trap cancels all the attacker's 
lilts, ends their attack, and causes the monster to stand, in addi· 
tion to the actions listed on the card. After the Trap's actions are 
resolved. shuffle the entire hit location deck. 



Trigger: Part of a monster's attack profile. Indicates that an Attack 

Effect is part of this attack. 

Turn (Monster): The first part of a round, when the monster acts. 

The monster controller should apply any "at start of turn" effects, 

draw and play Al cards, then by apply any "at end of turn" effects. 

Turn (Survivors'): The second part of a round is the survivors turn. 

During the survivors' turn, survivors act one at a time, each com­

pleting their entire act before another survivor may take their act. 

Survivors may choose to act in any order. 

Two-handed: A gear keyword. This weapon requires two hands to 

use. Some gear and rules do not work with two-handed weapons. 

Undeathable: A gear special rule. If the survivor dies, roll ldlO. on 

a result of 6+, the survivor lives. If this roll occurs from the survivor 

having a lethal amount of bleeding tokens, the survivor will not die 

until they gain another bleeding token. 

Understanding: A survivor attribute listed on the survivor record 

sheet. Represents a survivor's insight about the world. Reaching an 

understanding level of 3 will trigger the Insight Story Event, while 

reaching a level of 9 will trigger the White Secret Story Event. 

Unique: A gear special rule. A settlement may only have one copy 

of this gear card at a time. 

unshakable: A gear special rule. When this survivor draws a trap 

card, roll ldlO. On a result of 6+, ignore the trap. Discard it and shuf­

fle the hit location deck. 

unstoppable: A gear special rule. Replace all wound rolls with a 

ldlO roll. On 1-5, fail to wound, on 6+ wound. You cannot cause a 

critical wound while using this rule. 

Unwieldy: A gear special rule. If any attack dice roll results are 1, the 

weapon causes 1 random damage to the survivor for each 1 rolled. 

Continue the attack as normal. 

Vermin Resources: vermin resources can be found in Bug Patches 

during showdowns or as a result of events. vermin cards describe 

how each vermin can be used. Vermin can also be used in the cook· 

ing Story Event. 

Victory: Part of a monster's Aftermath. Use this result if the mon­
ster is defeated. Add that monster to the Defeated Monsters section 

of the settlement record sheet. If a Nemesis monster was defeated. 

update the Nemesis monster section as well. 

Waist: A survivor hit location. Damage to the waist beyond the 

heavy injury level results in a roll on the Waist section of the severe 

Injury table. 

weapon: A type of gear card. weapon types in the core game in­
clude axe. bow, club. dagger, fist & tooth, grand, katar, shield, spear. 

sword, and whip. 

Weapon Mastery: Achieved when a survivor has eight or more 

levels of weapon proficiency. When any survivor attains a weapon 

mastery, add that mastery to the settlement as an innovation. All 

survivors automatically gain the Specialist bonus for that weapon 

type in addition to any weapon proficiencies they already have. 

Weapon Proficiency: A survivor attribute listed on the survivor re-

cord sheet. weapim proficiency represents a survivor's skill with a 

weapon type. May be earned for the following weapon types: axe. 

bow, club, dagger, fist & tooth, grand, katar, shield, spear, sword, 

twilight sword and whip. After reaching the first Hunt XP milestone, 

survivors can declare a weapon type to gain weapon proficiency in. 

A survivor must first declare a weapon type before departing on a 

hunt (write it in the space on the record sheet) and then wound a 

monster at least once during a showdown with that weapon type in 

order to gain levels of weapon proficiency. 

Weapon Specialization: Achieved when a survivor has three or 

more levels of weapon proficiency. Survivors develop new skills 

which often empower that weapon. 

Whip: Gear with this keyword is a whip weapon. Survivors may gain 

levels of whip weapon proficiency with this weapon. 

Wound: When a survivor successfully wounds a monster, remove 

the top card from its Al Deck and place it in the Wound Stack. If the 

Al deck is empty, shuffle the Al discard to create a new deck first. 

Wound (Reaction): Listed on some monster hit location cards. An 

action that a monster performs in response to a successful wound 

attempt at certain hit locations. 

wound Attempt: The total power of a survivor's hit. Add the wound 

roll result (ldlO) to the attacking weapon's strength, along with any 

other strength modifiers. If a wound attempt total meets or exceeds 

the monster's toughness. then the hit location is wounded. 

wound Roll: Represents the variable ferocity of a survivor's hit. Roll 

ldlO and add the result to the wound attempt. The result of this dlO 

(adding luck modifiers) determines whether or not a critical wound 

is caused on locations with critical wound effects. 

zone of [ J / [ J Zone: The indicated area for actions and reactions 

on some monster Al and hit location cards. 
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