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OBJECT OF THE GAME
In Outlive, each player represents a Tribe that survived a recent 
nuclear holocaust. Your shelters protected your people from 
the worst of it, however they won’t do against the impending 
fall-out. Only six days remain before the arrival of Convoy and 
only the Tribe that has proven their worth will be able join the 
organization. It’s a race against time to gather what you need 
and prove to Convoy that you belong. The survival of your Tribe 
depends on you successfully joining Convoy because it’s doubt-
ful your shelters will protect you for more than a week.
To prove your worth, you’ll need to send scouts to the surface, 
gather Resources to repair your damaged Shelter, and food to 
feed your Survivors. You’ll also need to salvage and repair Equip-
ment to help you in various tasks, protect yourself from the 
ubiquitous threat of radiation poisoning, and Overcome deadly 
Events that will put your Tribe in great peril. Everything you do 
has the potential of earning you Survival Points. The Tribe that 
accumulates the most Survival Points by the time Convoy arrives 
will escape this hellhole and ensure the survival of future gener-
ations of their people.

GAME CONCEPTS
Each player has a Shelter and 4 Heroes with 
different Strength values (represented by 
4 Meeples inscribed with the values 3, 3, 4, 
and 5). A Hero with a Strength of 5 will be 
able to execute 5 Actions in a given turn, 
while a Hero with a Strength of 3 will only be 
able to perform 3 Actions.
• Each turn, players have to move their 4 Heroes on the 
board, one at a time, in an attempt to collect resources:

- Supplies: Meat ( ), Water ( ) and Canned Goods (
) are used to feed your Survivors.

- Materials: Wood ( ), Metal ( ) and Microchips ( ) 
are used to repair Equipment and improve your Shelter. 

- Munitions: They are used to hunt for food and for self-de-
fense. 

It is important to distinguish the terms “Supplies” 
and “Materials”. Each term has a very specific 

application (Supplies are eaten, Materials are used to 
build things).

Heroes can also search through City ruins in the hopes of find-
ing Equipment to improve their chances of survival.
• Heroes on the game board always have two distinct states: 
Activated (standing), indicating that they’ve already done 
something, or Idle (laying down) meaning they have yet to 
act.

• A player’s Shelter has many different Rooms that can 

accommodate a certain number of Survivors and potentially 
provide bonuses. 
• A Room will provide a bonus every turn as long as it is fully 
populated with Survivors. More powerful Rooms will cost more 
to maintain.

• Players will also have to spend Supplies, Materials, and 
Munitions to overcome harmful Events that will occur during 
play. 
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TODAY’S WORLD 
2079: Nation states as we know them have 
been wiped out in a global con�ict over the 
world’s supply of clean drinking water. The 
world’s population has been decimated. 
Only an estimated 30,000 souls survive.
Four distinct Tribes eke out a brutal 
existence in the underground shelters of 
a blasted world. Their only hope for a 
better life is «Convoy», an organization 
that scours the earth in search of Survivors 
worthy of citizenship in their secret sub-
aquatic colonies.
Only manpower, equipment, and survival 
skills matter in Today’s World, and only 
one Tribe will earn the privilege of joining 
Convoy: the Tribe that has the most to 
offer.


















