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----(Iauétcghﬂhi&: INTRODUCTION

his Claustrophobia expansion offers you a
new creature which will allow you to dis-
cover and play many new scenarios. In
each of them, one player will take on the
role of Kartikeya, a monstrous squamata opposed to
both human and demonic forces.

Generally, in a game featuring Kartikeya, one of the
players will control only that creature, as it, by itself,
has the fighting power of many human warriors.

The squamata player’s turn will alternate with that
of their opponent (demonic or human, depending on
the situation). This turn has two distinct phases: the
instinct phase (corresponding to the human player’s
initiative phase, or the demon player’s threat phase)
and the action phase (similar to the phase of the
same name of the opponents).
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« 1 Kartikeya miniature

« 1 Squamata board

« 5 Squamata dice

« 1 rules and scenario booklet
« 13 wound tokens

« 16 deadly destiny tokens

« 10 event tokens

« 3 troglodyte nest tokens

« 7 Squamata tiles




aﬂlnstinct Phase

The squamata player will determine Kartikeya’s stats.
To do that, the player rolls 4 squamata dice and places
them on the spaces of their choice on the squamata
board. The placement of these dice will determine Kar-
tikeya’s stats until the beginning of the next instinct
phase. One restriction: a destroyed part of the body
can no longer receive any dice (see below).

s A
Damage and Wounds

Over the course of the game, Kartikeya will suffer dam-
age like any other warrior. For each hit suffered, you'll
have to place a wound token on the space of your choice
on the squamata board.

A part of the body that has as many wounds as its resis-
tance score is considered to be destroyed and can no longer
be healed (and can no longer receive wound tokens).

A destroyed part of the body can receive no dice during
the instinct phase.

A squamata tile located on a desiroyed part of the hody
can no longer be used.

If all parts of Kartikeya's body are destroyed, he dies.
\ J

a fé Ection Phase of the

Squamata Player

« Kartikeya will move, explore the tunnels, and face
his opponents, whether they are human or demonic.

» The monster moves and acts like any other warrior,
by using the values and talents chosen during the
instinct phase.

 He can explore just like the human player’s warriors.

« There exists one important difference when com-
pared to Claustrophobia’s other warriors.

Multiple Combats: Kartikeya can choose to split his
attacks between multiple opponents and/or multiple
times during his movement. Set aside as many dice as
the CBT value of the squamata in order to keep track
of the available attacks. Before, during, and/or after
his movement, Kartikeya can choose to initiate combat
against one or more foes. Each die that was set aside
can be used only once.

Kartikeya is a warrior but he is not human, or a troglo-
dyte, or a demon.

RULES
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Crarpep (ORRIDOR

Kartikeya is affected normally by the Trapped Corri-
dor tile.

Crap 3prace on the Degciny Boarp

In a scenario in which Kartikeya is present, use the fol-
lowing text:

An enemy warrior of your choice suffers a hit. The
squamata player chooses where the wound is placed
if Kartikeya is targeted.

ADVANTAGE (ARDS

During a game against Kartikeya, the
human player will have to remove from
the advantage cards deck the follow-
ing cards: Oil For Your Lamp(x2), Our
Faith Will Protect Us(x2).

€venc ¢ARDS

During a game with Kartikeya, the
demon player can draw no event cards.

Deaory Desciny

Instead of drawing event cards from that space of
the destiny board, the demon player gains 1 point of
Deadly Destiny, which they can use on the table spe-
cific to the scenario played. The demon player cannot
trigger more than one event per turn. Each event can
only be used once per game (see also the “Sacrificial
Altar” tile).

Flip the event tokens face-down when they are used to
remember that a specific event has already been triggered.

Unless otherwise indicated, these events are triggered
during the threat phase.

Event token Deadly Destiny token
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ar— Two dice

Place two dice in this space. \m
Roll an extra squamata die J

during the next instinct phase.J

\Warifury,

Two even

the beginning of the
next instinct phase.

Place two even dice in this space.\m
Kartikeya is frantic until

dice

frantic

One impressive

Place an odd die in this space.\m
Kartikeya is impressive
until the beginning of the J

next instinct phase.

(( Resistance

7~

N

Place a die of valve
1 or 2 in this space.

-~ of value

Remove a wound token from a
part of Kartikeya's body which
\_ has not yet been destroyed. )

Z A\

The total value of all dice placed
in this space must be equal o 9.

Eeint

Kartikeya is elusive until
the beginning of the

next instinct phase.
\ 74

(( Resistance s

elusive
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‘\(K Basic Characteristics ))

a N
Place at least one die

in this space.
AR The value of the first die placed
in this space modifies Kartikeya's
To) stats until the beginning of

N S— the next instinct phase.

one die Valve 1 or 2: DEF 3+, (BT 5.
Valve 3 or 4: DEF 4+, (BT 3.
Valve 5 or 6: DEF 5+, (BT 1.
Each extra die placed in this
space granfs him +1 (BT

until the beginning of the
next instinct phase.

\o J

C Resistance )

Place a die in this space.

One die Kartikeya gains +1 MVT

until the beginning of the
next instinct phase.

e —— o )
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By CROC

artikeya haunts the abyss of New-Jerusalem
seeRing a power no Squamata has ever eld - that
of demons themselves. Even better, the Lost wishes
to elevate its soul, forged in the harshness of the
infernal circles, to the top of the food chain. It covets
the wisdom and the power of the fallen angels.

To that end, it ceaselessly tracks the Butchers of the
Damned in order to devour their flesh, their spirits, and
their essence. Guided by its flair, the terrible Squamata is
pursuing its new prey — the one called the Crushing Demon.

Squamaca Praver’s Forees

The Squamata player has Kartikeya equipped with
the following Squamata tiles: Steel Blades, Reptilian
Reflexes, and Reptilian Resistance.

Demon Praver’s Forges

The Demon player begins the game with 4 TP. During
the scenario, they can bring no demons into play (how-
ever, see “The Demon’s Lair”).

Jeenario Fecup

Set aside the following tiles: Exit and Pentacle Room.
The other tiles are shuffled and form a draw pile. The
Exit tile is placed in the middle of the table. Kartikeya
is placed on it.

Yigcory (onoiTions

The Squamata player wins the game if they kill the
Crushing Demon. Any other result is a victory for the
Demon player.

Bpeaiarl Rures

THE SMELL OF FEAR
Kartikeya seeks and often finds its prey thanks to its
extremely well developed sense of smell. This works
the same way as the Breath of Fresh Air rule from the
“The Survivors” scenario (see p.16 from the base set’s
rules) with one difference: when the 10 side is up, the
next tile isn’t the Exit tile, but the Pentacle Room.

q |au§f;EI}oh I&l - THE SCENT/OR;PRE

THE DEMON’S LAIR
Place the Crushing Demon on the Pentacle Room when
it is revealed.

Crushing Demon

Health CBT 2

U@/ DEF 4

MvT ()

Any troglodyte on the same
tile as the Crushing Demon
becomes Frantic.

Deadly Destiny Event Table

1 = Slippery soil (2)
Kartikeya suffers a -2 MVT penalty during its
next action phase.

2 - Sprained ankle (2)
Kartikeya immediately suffers a wound to the

legs and suffers a -1 MVT penalty during its
next action phase.

3 = Monstrous claws (3)
The Crushing Demon gains a +2 CBT bonus until
the end of the game.

4 - Poisoned bite (5)
Until the end of the game, the Crushing Demon
causes 2 Wounds whenever it lands a hit.

5 — Impressive girth (3)
The Crushing Demon gains a +5 bonus to its Health
statistic until the end of the game.

6 — Thick skin (5)
The Crushing Demon gains a +1 DEF bonus until
the end of the game.

7 — Not dead yet (2)

The Crushing Demon heals 5 health points. This
cannot bring the Demon’s current fotal above its
health statistic.

8 — Still not dead yet (2)

The Crushing Demon heals 5 health points. This
cannot bring the Demon’s current fotal above its
health statistic.
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@ : \ ( :he faithful slave

“~ must learn to

love his leash
By CROC

( Z he Lost isn’t stupid, an idiot Lemure to be silenced
with a clawed backRhand. Nonetheless, despite its
stealth and its carefulness, it’s being tracked in turn.
Decades of miserable existence have taught it that when it
comes to hunting, no one should hunt alone. It has readied
its pack and intends to sacrifice them in order to survive.

Accompanied by mortal slaves, held at the end of chains,
KartiReya must cleave its way through infernal ranks.

Souamaca Praver’s Forges

The Squamata player has the following models: Kar-
tikeya (equipped with the Reptilian Reflexes and Rep-
tilian Resistance Squamata tiles), and two human
slaves (used the Condemned Blade-For-Hire models).

Demon Praver’s Forges

The Demon player begins the game with 4 TP. During
the game, they will be able to bring into play up to 2
Demons of Combat (but never at the same time).

Jeenario Jecup

Set aside the Exit and the Pentacle Room tiles. Form
a face-down stack composed of 10 randomly-drawn
tiles. Make a second face-down stack composed of
3 randomly-drawn tiles and the Exit tile (shuffle these
4 tiles).

Place the first stack atop the second one. The final
result will be a deck of 14 tiles, with the Exit tile being
among the last 4. The Pentacle Room tile is placed
in the middle of the table. All Squamata warriors are
placed on it.

-*;(lauﬁt;ﬁbhobi ;

Yigeory (onpitions

The Squamata player wins the game if they manage to
get Kartikeya onto the Exit tile. The Demon player wins
with any other result.

Sreaiar Rures

THE HUMAN SLAVES

Each human slave has the following characteristics:
MVT 2, CBT 1, DEF 4, Health 3. These warriors activate
during the Squamata player’s action phase.

Kartikeya has them bound with long chains. If, at the end
of the Squamata player’s action phase, a human slave is
more than one tile away from Kartikeya, the chain breaks
and the slave escapes (it is removed from the game).

A FEwW RESOURCES

The Cache tiles represent the remains of past human
expeditions. Place a threat token on each tile of that
type. Any slave ending their activation on such a tile
can discard that token to heal 1 health point.

Deadly Destiny Event Table
1 = Slippery Soil (2)
Kartikeya suffers a -2 MVT penalty during its
next action phase.
2 - Sprained Ankle (2)

Kartikeya immediately suffers a wound on its
legs and suffers a =1 MVT penalty during its
next action phase.

3 - Terrified (2)

The Demon player moves a slave to an adjacent
tile linked by an exit without faking into account
the blocking rule.

4 - Ferocious (2)

During your next action phase, troglodytes gain a
+1 CBT honus.

5 = Crawling Worms (2)
Each slave suffers 1 point of damage.




amé % ( aternal Instinct

By Philippe Villé

realm of the great infernal powers. 1o claim this realm
uld be a crucial step in its quest for evolution and liberation.

Tgizrtil{gya is jealous of a specific power--creation--in the
wo

In the deepest reaches of the innards of New-Jerusalem
lies an odious creature, said to be an ancient pope
bound for Hell, whose sins earned him the torment of
procreation: he endlessly births troglodytes in atrocious
suffering. After mamny centuries of that punishment,
the Birthing Demon has learned to love its progeny.

Kartikeya now enters deeper into the
Birthing Demon’s lair, confident. ..

Souamaca Praver’s Forees

The Squamata player has the following models: Kar-
tikeya, equipped with the Berserk, Reptilian Reflexes,
and Reptilian Resistance Squamata tiles.

Demon Praver’s Forges

The Demon player begins the game with 4 TP. During
the scenario they can bring into play one Birthing
Demon by following the scenario’s special conditions
(see Protective Instinct).

Seenario Fecup

Before the beginning of the game, the Demon player
randomly forms 3 stacks of 3 tiles each with the 9 tiles
listed below.

- .{:Idu Si'l‘DE?hOihld MATERNAL INSTINGK

Then, the Demon player adds under each stack one of
the following tiles: 2 Dead-End tiles, and 1 Sacrificial
Altar tile.

Finally, create the board shown below by placing the
3 stacks of 4 face-down tiles in the indicated spaces.

Kartikeya begins the
game on the Pentacle
Room tile.

Vigcory (onpicions

The Demon player wins by killing Kartikeya. The Squa-
mata player wins by killing the Birthing Demon.

Speaiar Rures

DEeap INn Ovum
The 2 Dead-End tiles placed in the 3 stack
of tiles each shelter a troglodyte nest.
A troglodyte nest is represented by a token
with an “intact” side and a “destroyed” side,
and has the following characteristics:
DEF 3, Health 4.

A troglodyte nest can be attacked. For

combat, it’s considered to be both an oppo-

nent and a target. However, the troglodyte nest
doesn’t count as a warrior belonging to the Demon
player when it comes to applying the blocking and cor-
ridor size rules.



























