
Please remove every tray and printed component from the box, 
and lay them out on your table while leaving the game box empty.  
Then proceed to remove packed components from the trays and to 
punch out tokens on Punchboards 1 to 12 before starting to organize 
components back into the trays per the this manual. For a detailed 
list of components, please refer to the start of the seperate Episode 
1, Episode 2, Solo Variant and Chronicle Expansion rulebooks.
Final components, including trays may vary from those shown here.

BEFORE YOU START

TR AY  M ANUAL

L AYER 1

L AYER 2

L AYER 3

L AYER 4



STANDARD & DELUXE EDITION

2+

CHIEF STEWARD

3

2

2+

1

1

CHIEF ENGINEER

2

2+

2

CHIEF OF SECURITY

2+

CHIEF MATE

1

PATROLPATROLPATROLPATROLPATROLPATROLPATROLPATROLPATROLPATROLPATROLPATROL

PROTECTION

2 +

EXPANSION

2 +

MILITARY

2 +

SUSTENANCE

2 +

14

8

4
4

I

2

I

17

5

0

2

2

II

21

6

0

17

10

5
4

II

21

12

6
4

III

PHOENIX

B

0 1 2 3 4 5 6

0 1 2 3 4 5 6 7 8 9

KEONI
B

0 1 2 3 4 5 6

0 1 2 3 4 5 6 7 8 9

TRAINING

JACK

B

0 1 2 3 4 5 6

0 1 2 3 4 5 6 7 8 9

1 +

!!

ADELITA

0
1

2
3

4
5

6

0
1

2
3

4
5

6
7

8
9

=

B

INFLUENCE OFFICER

2

L AYER 1

EPISODE 1

•	 4x Episode 1 Leader miniatures

•	 4x Episode 1 specific dice

•	 4x Assembly Reward tiles

•	 5x EP1 Assembly Scoring tiles

•	 4x EP1 Officer tiles

•	 3x EP1 Breach tokens

•	 4x Community Area cover tiles

•	 4x Dangerous Combat Area tiles

•	 20x EP1 Food tokens*

•	 20x EP1 Scrap tokens*

•	 20x EP1 Story tokens*

•	 8x EP1 Light Challenge cards

•	 8x EP1 Heavy Challenge cards

•	 19x Patrol cards

•	 4x EP1 Player boards

1x Wall die

AdelitaJackKeoniPhoenix

1x Normal 

Dino Die

1x Trap die

1x Dangerous 

Dino Die

*Resources (Food, Scraps, Island Resource, Story) and Soldiers have a different artwork for Episode 1 and 2. You can separate them 
easily by looking at the color of the decorative pattern around the edges: Episode 1 components are marked with blue, Episode 2 
components with purple. The images on page 2 and 3 show the respective components, you can use them as reference.
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L AYER 1

EPISODE 2

AdelitaJackKeoniPhoenix

•	 4x EP2 Leader miniatures

•	 1x Temple miniature

•	 20x EP2 Food tokens*

•	 20x EP2 Scrap tokens*

•	 20x EP2 Story tokens*

•	 20x EP2 Island Resource tokens*

•	 1x Rally Marker

•	 30x Glowberry tokens*

•	 Map hex tiles 
6x Plains, 8x Canyon

•	 5x EP2 Officer tiles

•	 20x Outpost tiles

•	 8x EP2 Light Challenge cards

•	 8x EP2 Heavy Challenge cards

•	 5x EP2 Assembly Scoring tiles

•	 4x EP2 Assembly Reward tiles

•	 Dino attack cards 
10x Plains, 10x Canyon

•	 Adventure cards 
7x Plains Adventure cards 
4x Starter Adventure cards 
11x Canyon Adventure cards 
6x Temple Adventure cards

Deluxe Edition / 
Addon
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4

•	 12x Settlements

•	 1x Leader base cap

•	 1x Patrol and Adventure dual-
sided Stage marker

•	 1x Safeguard tracker token

•	 1x Valor tracker token

•	 1x Vote tracker token

•	 1x Permanent Vote tracker token

•	 1x EP2 Breach token

•	 Threat tracker tokens 
1x Light, 1x Heavy

•	 25x  Influence cubes

•	 5x Player dice

•	 3x Watchtowers

Repeat this for each player color (4x)

L AYER 2

PLAYER COMPONENTS

STANDARD EDITION

•	 6x Camps

•	 Light Soldier cardboard standees 
5x EP1, 5x EP2

•	 Heavy Soldier cardboard standees 
5x EP1, 5x EP2

•	 7x Walls

•	 8x Trap markers
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DELUXE EDITION

5

Deluxe Edition / Addon

Deluxe Edition

•	 12x Settlements

•	 1x Leader base cap

•	 1x Metal Patrol and Adventure 
dual-sided Stage marker

•	 1x Metal Safeguard tracker token

•	 1x Metal Valor tracker token

•	 1x Metal Vote tracker token

•	 1x Metal Permanent Vote tracker 
token

•	 1x EP2 Breach token

•	 Threat tracker tokens 
1x Light, 1x Heavy

•	 25x  Influence cubes

•	 5x Player dice

Repeat this for each player color (4x)

L AYER 2

PLAYER COMPONENTS

•	 3x Watchtowers

•	 6x Camps

•	 Soldier miniatures with base caps* 
8x Light Soldiers, 
8x Heavy Soldiers

•	 7x Walls

•	 8x Trap markers

*Though the different sculpts of the Soldier miniatures have either Episode 1 or Episode 2 traits, we recommend using them as one 
common Soldier pool for both Episodes.
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END OF GAME SCORING

SOLO GAME

Each previous Governorship marked on your Campaign Log increases 
your Follower and Ambition Victory Condition targets you need to 
meet by 5 Followers/Ambition.

If you win

Mark one Governorship,  and Glory as follows: 

EPISODE 1: Score 1 fewer Glory than indicated above  
(to a minimum of 0) for each Dissenter with a High Readiness.  
Score 1 additional Glory for each Dissenter with a Low Readiness.

If you lost

Mark a number of Opposition:

Regardless of outcome:

Score 1 Glory 1 per Chronicle token you have alone on Achievement 
tiles.

After the fourth game, proceed to the Final Glory Scoring.

Otherwise, choose one Achievement you just scored Glory for (if any), 
and pack it in your storage. 

If you lost, choose an (additional) Achievement tile (regardless of 
Chronicle tokens) to pack in your storage.!
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CLAIMING AN ACHIEVEMENT #4

ADDITIONAL RULES FOR SOLO PLAY 

Rules are the same for claiming Achievements with the following 
additions:

On the Dissenters’ turn, between Step 2 (Placing Action cards on the  
Dissenter board) and Step 3 (Resolving Narek’s  turn) add an extra 
Step 2B.

Resolution of Step 2B 

Place a Dissenter Chronicle token on the lone Action card remaining 
on the Action Row at this time.

Then, another step between Step 7 (Discarding resolved Action cards) 
and Step 8 (refilling Action Row) Step 7B.

Resolution of Step 7b

Look at the three “card icons” at the bottom of the Action card you 
marked in Step 2B, and find the Achievement card that  
corresponds to the crossed out card icon on that card:

 » Not marked by a Dissenter  mark it with the Chronicle token 
from the Action card

 » Marked by a Dissenter 

• Every player must unmarks this Achievement. Return the token  
from the Action card as well.

• Mark a number of spaces on the “Opposition” track  
on the bottom of your Campaign Log depending on  
the difficulty of your campaign  
(1 for easy, 2 for medium, 3 for hard)

ALL
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END OF GAME SCORING

Winner of current Episode

Marks one Governorship

Each player except the one  
who finished last:

Marks Glory as follows:
In comparison to the last player,

Each player

Most Achievement tiles alone  1 Glory 1 (friendly ties)

After the fourth game, proceed to the Final Glory Scoring.

Otherwise, all players, in ascending order of final Follower count 
choose one Achievement with their Chronicle token on (if able), and 
pack it in their storage. 

Tie  Choose in turn order

The player with the least Glory (in case of a tie, the player with fewer 
Chronicle cards, if still tied: neither) selects one of the remaining 
Achievements (regardless of Chronicle tokens) to pack in their storage.
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2CLAIMING AN ACHIEVEMENT #3

ADDITIONAL RULES FOR 2 PLAYER GAMES
Rules are the same for claiming Achievements with the following 
addition:

If only one player claimed an Achievement this turn, that player 
must choose one of the following options:

A) Mark an Achievement that does not have a Dissenter 
 Chronicle token with a Dissenter Chronicle token.

B) Select an Achievement marked with a Dissenter  
Chronicle token. Both players and Dissenters  
must unmark that Achievement.

When a Dissenter unmarks an Achievement (by this effect, or by a 
player claiming an Achievement they already had a Chronicle token 
on), return the Dissenter Chronicle token to the pool of matching 
colored tokens.

Each player

More Achievement tiles alone  1 Glory 1 (friendly ties)
Tie  No Glory

After the fourth game, proceed to the Final Glory Scoring.

Otherwise, both players (starting with the player who lost) choose 
one Achievement with their Chronicle token on (if able), and pack it in 
their storage.  

Tie  The player who had the last turn picks second

If one of the players is 3 or more Glory behind, they select one of the 
remaining Achievements (regardless of Chronicle tokens) to pack in 
their storage.

END OF GAME SCORING

Winner of current Episode

Mark one Governorship,  and Glory as follows:
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CLAIMING AN ACHIEVEMENT #2

When claiming an Achievement, check if you marked it before:

 » Not marked yet  mark it and gain 1 Glory

 » Already marked  choose one option:

• Option A) Gain a Chronicle card. (Limited to 4.)

Resolution of Option A) 

1. Draw all the top cards of the four Chronicle decks that 
matches at least one type of the Achievements you marked. 

2. Choose one to keep and discard the rest.

3. Gain the Glory indicated on the chosen card. 

4. Tuck the chosen card on the top side of your player board, 
so that only the top half is visible. If it shows one or more 
Chronicle token spaces, place tokens there.

5. Then, all player (including you) unmarks  
this Achievement.

• Option B) Cycle the Chronicles to gain 2 Glory and  
1 Production/Officer Bonus.  

Only available if you could not legally choose Option A!

Resolution of Option B) 

1. Discard the top card of all 4 Chronicle decks.

2. Gain 2 Glory and one Production  
or Officer Bonus of your choice.

3. Then, all player (including you) unmarks  
this Achievement.

• Option C) Leave your Chronicle token in place.

1. Do nothing, but all other players  
must unmark this Achievement.
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CLAIMING AN ACHIEVEMENT #1

All players, starting from the active player, may claim one  
or more Achievements at the end of a player’s turn as follows:

EPISODE 1  END OF TURN CHECKS

1. Dino spaces full in a Zone  DINO ATTACK 
2. Claim Achievements 

3. Die pool is empty  ASSEMBLY  

EPISODE 2  END OF TURN CHECKS

1. Reset toppled Soldiers/Leader
2.  Ongoing Breach  Lose 1 Follower/Dino 

Then, if there are 2 or more Dinos in it, return 1 Dino to the supply
3. Claim Achievements 
4. Die pool is empty  ASSEMBLY 

You can legally claim an Achievement, if you have met its condition 
during the past turn.

You may claim multiple Achievements (in order of your choosing), or 
even the same Achievement twice—during two different steps* of the 
turn.

You may not claim Achievements you’ve met during a Chronicle 

Action

*Primary Action/Secondary Action/Dino Attack resolution (Ep1)/Resolving Patrol 
or Adventure Stage

1

!

A
TURN SEQUENCE

PRIMARY ACTION

(resolve in this order)

1. Place Specialist Die  

a. Lose 2 Followers when placing opponent’s die 2

b. Set die for 1 Story 

2. Resolve Effect

If a Camp or Outpost was activated:
3. The owner of the Camp or Outpost resolves a Dino Attack   

SECONDARY ACTION

(choose one)
A)  Influence Officer: Pay 1/2/3 Story, place 1/2/3 Influence, and gain  

1 Perk (same Officer)

B)  Place Leader: Place in a Zone, and resolve an Effect there  
(If a Camp or Outpost was activated, the owner resolves a Dino Attack)

C)  Move Leader: Pay 2 Glowberries, relocate Leader, and resolve an Effect 
there (If a Camp or Outpost was activated, the owner resolves a Dino Attack)

D)  Explore: Gain an Adventure card, and choose one of the following 
options: 2 Glowberries/1 Story/1 Valor

ADVENTURE STAGE RESOLUTION

END OF TURN CHECKS
1. Reset toppled Soldiers/Leader
3.  Ongoing Breach  Lose 1 Follower/Dino 

Then, if there are 2 or more Dinos in it, return 1 Dino to the supply

4. Die pool is empty  ASSEMBLY  

E) Counterattack: Defeat all Dinos on a Breach, and gain the “Savior” Bonus
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ASSEMBLY 
DISTRIBUTE  

REWARD TILES

 » Presence majority in each  
Zone awards its Reward tile

 » Tie awards half  
the total Votes instead

CHOOSE VOTES  
OR PRODUCTION

 » Vote side awards 2 Votes + 1 Vote per Settlement or Outpost 

 » Production side awards a single Production and 2 Followers 

 » Second place 2ND  in majority gets half of the Reward  

not chosen by first 1ST   (single Production or 2 Followers)

COMPARE VOTES

 » Rank players based on their Votes
 » Players score Followers according to Assembly Scoring tile 

(friendly ties)
SCORE  

OFFICER CONDITIONS

 » 1ST  Most Influence: Score X  (friendly ties)

 » 2ND  Second Most Influence: Score X  (friendly ties)

RETRIEVE LEADERS 

REROLL DICE POOL

RESET PHASE
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 » Adventure cards Offer
 » Outposts Offer  » Vote tracker

 » Assembly Scoring tile

DINO ATTACK & BREACH

DINO ATTACK

If your Camp or Outpost has been activated,  
resolve these steps in order:

1. Draw the top card of the respective Dino Attack deck  
(matching the location of the Rally marker)

2. Compare the Defense Value Threshold with the Discovered Area’s 
Defense Value, and optionally spend Valor to meet the Threshold

3. Resolve the success or fail scenarios:

 » Success: Gain the Success reward

 » Failure: Gain the Fail reward , and resolve a BREACH

4. Remove the Rally marker from the Discovered area

BREACH

If you already have an ongoing Breach, discard the (previous) card, 
and return every Dino on it to the supply, losing 1 Follower for each 
dino thus returned.

A) Take the failed Dino Attack card, and place it in front of you

B) Place the Dinos shown under the Fail Reward,  
including Dinos from adjacent Dangerous Dino  
spaces (choose freely, if you can)

C) Place your Breach marker under your Camp  
or on your Outpost that has been activated  
(Check location of the Rally marker)

D) At the end of your turn, lose 1 Follower  
for each wild Dino on the card

While you have an ongoing Breach, you must perform  
Step D in each of your turns. Then, if there are two  
or more Dinos on the card, select one of them and  
return it to the supply.
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TURN SEQUENCE

PRIMARY ACTION

(resolve in this order)

1. Place Specialist Die  

a. Lose 2 Followers when placing opponent’s die 2

b. Set die for 1 Story 

2. Place Dino(s)  

3. Resolve Effect 

SECONDARY ACTION

(choose one)

A)  Influence Officer: Pay 0/2/4 Stories to place 1/2/3 Influence  
(same Officer)

B)  Place Leader in Community Area and resolve Effect

C)  Place Leader in Defense Area and gain Safeguard/Valor

D)  Place up to 2 Soldiers and gain Safeguard/Valor

PATROL STAGE RESOLUTION
(if applicable)

END OF TURN CHECKS

1. Dino spaces full in a Zone  DINO ATTACK   
2. Die pool is empty  ASSEMBLY  
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B)  Place Leader in Community Area and resolve Effect

C)  Place Leader in Defense Area and gain Safeguard/Valor

D)  Place up to 2 Soldiers and gain Safeguard/Valor

PATROL STAGE RESOLUTION
(if applicable)

END OF TURN CHECKS

1. Dino spaces full in a Zone  DINO ATTACK   
2. Die pool is empty  ASSEMBLY  
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ASSEMBLY 

DISTRIBUTE  
REWARD TILES

 » Presence majority in each  
Community Area awards its Reward tile

 » Tie awards half  
the total Votes instead

CHOOSE VOTES 
OR PRODUCTION

 » Vote side awards 2 Votes + 1 Vote per Settlement 

 » Production side awards 2x the Zone’s Production 

 » Second place 2ND  in majority gets half of the Reward  

not chosen by first 1ST

COMPARE VOTES

 » Rank players based on their Votes
 » Players score Followers according to Assembly Scoring tile 

(friendly ties)
SCORE  

OFFICER CONDITIONS

 » 1ST  Most Influence: Score X  (friendly ties)

 » 2ND  Second Most Influence: Score X  (friendly ties)

RETRIEVE LEADERS 
 from Community areas

REROLL DICE POOL

RESET PHASE

 » Patrol cards Offer  » Assembly Scoring tile  » Vote tracker
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DINO ATTACK
(resolve in this order)

TRAP PHASE

 » Reveal placed Traps and roll the Trap die  
 » Collect defeated Dinos

WALL PHASE

 » Roll the Wall die for each Wall   
 » Collect defeated Dinos

FIGHT PHASE

Row by row, Soldiers fight with Dinos closest to them:

 » Collect defeated Dinos
 » Topple defeated Soldiers

BREACH PHASE

 1.  Surviving Dinos breach

 2.  Active player loses 2 Followers  
per breaching Dino

 3.  Each Trampler destroys the  
nearest Settlement

 4.  Each Raptor attacks the nearest  
(different) Settlement for -2 Followers

COMBAT REWARD PHASE

 » Sum up each player’s Contribution

 » Pick Rewards according to level of Contribution 
NOTE: Ignore marked Options if there was a Breach 

RETRIEVE PHASE

 »  Return toppled Soldiers and collected Dinos to their supplies
 »  Retrieve Leaders and surviving Soldiers
 »  Move Traps to beside the Chief Engineer

A Light Soldier defeats 1 Dino

A Heavy Soldier or Leader defeats 2 Dinos

A Raptor defeats the Soldier it fights
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WIN LOSE
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SETTLEMENTS
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PIONEER
VICTORY CONDITIONS
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SQUATTER
VICTORY CONDITIONS
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•	 Leader and Dissenter standees 
4x Episode 1 Leader standees, 
4x Episode 2 Leader standees, 
2x Camilla standees, 2x Narek 
standees

•	 4x Leader and Dissenter 
cardboard standee bases

•	 4x Threat track cards

•	 4x Follower Dials + 1x Acceptance 
Dial

•	 8x4 Chronicle tokens

•	 8x Achievement tiles

•	 13x Neutral dice

•	 1x Threat die

•	 50x Chronicle cards

•	 39x Solo cards (Episodes 1&2)

•	 21x Player aids plus Campaign Log

(we suggest putting the Campaign 
Log and Episode 1 player aids 
in one stack, and the rest of the 
player aids in another.)
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L AYER 3

COMMON COMPONENTS

STANDARD EDITION



Deluxe Edition Deluxe Edition Deluxe Edition

DELUXE EDITION
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•	 20x Raptor Dino miniatures

•	 20x Shieldhead Dino standees

•	 24x Trampler Dino standees

•	 24x Trampler Dino miniatures

•	 20x Shieldhead Dino miniatures 

•	 20x Raptor Dino standees

•	 Light Soldier cardboard standee

Heavy Soldier cardboard standee 

Cardboard tracker tokens
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L AYER 3 & 4

STANDEES & MINIATURES



D ISCOVE RING 
PE RS E VE R AN CE

C H RO N I C L E  E X PA N S I O N 
RU L E B O O K

E P I S O D E  1 
RU L E B O O K

S O L O  RU L E B O O K

E P I S O D E  2 
RU L E B O O K


