~ SPALCE STATION THESEUS,
I SOMEWHERE IN A DISTANT OR3IT,

IT SEEMS TO 3E A DEAD PIECE OF JUnNK,
CHAL 0 R AL 1 A ' 3UTINFACT...

Its pulse comes from the clatter of Marines’ machine

| .
guns and the rumble of their battle dresses. It breathes
. with the battle cry of Aliens, bellowed from the depths
of long forgotten corridors brimming with eggs. It looks
. ~ around with hundreds of cameras, the greenish light -~ %
' 8 of a screen’s glow the only remainder of a scientific 4

expedition from long ago. And when the mysterious
T H E I] A H H ﬂ H B l T - Greys penetrate its recesses, strange whispers fill the
/ : | space station, and things are not what they seem.
. ... Theseus: The Dark Orbit is a tactical board game in
which players not only have to foresee their opponents’

moves, but also make full use of their own strengths
and weaknesses.

Take control of one of the four unique factions. Lead %4
your troops as a Marine officer. Hide in the tunnels and
place strategic surprise attacks as terrifying Aliens.

"™ Cometo grips with the mysteries of the station and
outsmart your enemies as the |eader of the Scientists.
Contral your opponents with the psionic powers of the
Greys.

It's useless to scream in space.
You know this. So don't scream. Fght!

GAME’S GOI\L

Each player commands one of the chosen factions. These factions are fighting each other on a space
station - Theseus, created with a few boards called Sectors. By moving his three units around the
boards and by playing cards, each player tries to destroy or weaken the enemy factions as much as
possible. In addition, two of the factions in the game can acquire data that can also bring them victory.

At the beginning of the game, each faction has 20 Life Points [LPs) and O Data Points [DPs]. If during

the game one player brings his opponent's Life Points to O or scores 20 Data Points, he immediately

wins the game. In a 2-player game, if both players have more than O Life Points and less than 20 Data

Points at the end of the game, the player with the highest sum of both Life Points and Data Points wins. S i

You can skip over the
rules and learn the o
game with our video A2 3:'

tutorial!
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\ME COMPONENTS

Before playing for the first time, carefully remove the cardboard components
frorm their frames.

12 FACTION UNIT PAWINS

(3 pawns for each one of the 4 factions, represented by different colors])

71 SECTOR 30ARDS - -
(4 faction sectors and 3 common sectors) E | pu _ e
- ! ; ? [
: ol 1
;.l ALIETI UNIT GREYS UNIT MARINES UNIT SCIENTISTS UNIT Fae
";‘ Before the first game, you need to put the stickers on the tokens according w—
b to the colors — e.g. the red background sticker on the red token, etc. Each
token should show a base unit on one side and an upgraded unit on the other.
e -
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3ASE UNIT UPGRADED UNIT -
These tokens represent units of the players' factions. Players will move them
around the Sectors to conduct different Actions and trigger various card effects.
[ TLE
Players will use the Sector boards to create the playing area - players will & P
place their cards there and move their units on it. Sectors are described in 100 FACTION CARDS T

(25 cards in each of the 4 faction colors])

detail on pages 6 and 10.

1LIFE AND DATA POINTS SOARD

This board is used to track the players' Life Points and Data Points. The Life
and Data Points board is described in detail on page 12.

AM3USH

f amamy unil comes |, you atask B [ Tea rucaive f Oupraan dakna
anmnaticaily, igeerisg Waiks in | 1s sactat - -

BiFAEECIan

F  INCUSATOR “TRANSTER

Piase 1 Minse Klies (o til seging | Elﬂﬂ'l!l\'ll'llﬂl!llrl‘!‘!'luml i
et Y ape B

. a = I. "
{ oy

The faction card decks consist of cards the player will place on the Sector
boards, and a few Instant cards played to carry out some immediate effects.
These cards can give the player some advantages or enable him to act
against his opponents. The different types of cards are described in detail on
page 13.
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30NUS CARDS

Bonus cards do not belong to any
faction. They are placed on Sector

{"{fi

1 ALIANCE TORENS
These tokens are only used in the
multiplayer game. For more details,

see page 11.

the game's end.
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These markers are used to mark the

. see page 15. boards at the beginning of the sector action. For more details,
Mfir. 1 ¥ :
game and can be gained by players see page 11.
W during the course of play. = -
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" b ¥ACTION MARKERS : . 20UPGRADE TORENS
| [2 markers for both the Scientists | Players can use these tokens to
:’L""- and the Greys and 1 for the Aliens F 1 END TOXEN upgrade their units or several card
s and the Marines). E : _ ; effects. For more details,
P & This token is used to establish :
|
z
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sty Players’Life Points and Data Points. |
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v PAMOORA

e} The game includes an additional, fifth faction - Pandora.

It has its own set of elements, different from other factions. For more details, see page 16.
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10 smaller unit tokens [Embryos]:
2 Catchers, 4 Runners, 4 \Warriors.

3 standard unit tokens [Creatures)

-

1 faction marker

1 Pandora's sector token
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1 MALFUNCTION TOREN

This token is used to mark a card
disabled by the Control Room
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SUPPLEMENTAL TORENS

These tokens are introduced to the
game by various card effects. Each
faction has its own supplemental
tokens in their faction color.

2 Defence
System tokens

- /
2 Fire tnkerlaw

2 Tentacles
tokens

3 Deactivation
tokens

2 Gripper tokens

&

2 Invisibility tokens

2 Parasite tokens

3 Minor Alien
tokens

4 Creepers tokens

5 Hidden tokens

5 Camcorder
tokens

=



Each player chooses the faction he wishes to play and takes all the
components of the chosen faction.

Each of the four factions in the game consists of the following components in
the same color:

* A faction Sector board
e 3 units

25 faction cards

One [or two) small markers to mark the Life Points level (and Data points level).
* ([Other faction tokens

All of the faction pieces that do not participate in the game should be put back
into the box.

The owner of the game has the privilege to start the game. He may also
choose another starting player or the starting player may be chosen
randomly.

Now you can proceed with creating the playing area.
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1) PLACE THE 3OARDS

1A] Place the Life and Data Paoints board in the middle of the playing area (put
the End token next to it).

Then, each player places a wooden marker of his faction on the ,20" space of
the Life Points track.

If a player chooses the Scientists or Greys faction, he also places a second
wooden marker of his faction on the ,0" space of the Data Points track.

Now place the Sector boards around the Life and Data Points board in the
following order as shown in the picture:

13] Corridors

1€) Control Room [place the Malfunction token over the Malfunction symbaol)
18] The Faction sector of the first player

1E] Tech Bay

1¥) The Faction sector of the second player
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The arder in which the sectors are placed determines the order of the
players during the game: the first player is the player whose Faction sector
is placed first after the Corridors (clockwise). The order of the other players
Is determined by the order - in clockwise direction - in which the other faction
sectors are placed.

SETUP FOR ADVANCED PLAYERS

Example: There are two factions in the game, the Marines and the Aliens. The

Sector hoards are placed in the following order: Carridors, Contral Room, Place the Sector boards around the Life and Data Points board in any order
Alien Hive, Tech Bay, Unloading Dock. The first player is the one commanding (players can place the boards randomly or, for example, alternately place one
the Aliens. selected sector at a time].

5,
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SCIENTIST GREYS' SHIPWRECE UNLOADING DOCK ALIEN'S HIVE CORRIDORS CONTROL ROOM TECH 3AY

LASORATORY [GREVS) [MARINES) (ALIENS) [common SECTER] [COMMON SECTOR] (COMMON SECTOR)
(sCEnTISTS)
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SECTOR ERAMPLE =il
1) PENDING CARD SLOTS ey
The effect of the cards placed here are not taken into consideration. In order for these + =
cards to begin to operate in the normal way, the players have to install (place] them in .
any of the Installed card slots during the game. The Sectors have O, 1 or 2 Pending e
card slots. -
There can be only one card in each Pending card slot, P -
2) INSTAILED CARD SLOTS e
The effect of the cards placed here are resolved in the normal way during a player's turn. P
Placing a card on the Installed card slot is called card installation. s
There can only be one card on each Installed card slot. o~
! e

3) UNIT’'S AREA [ROOMS)

Each Unit's area consists of four Rooms (3a, 3b, 3c, 3d). There can only be one
unit in each Room at the same time. The individual Rooms may be connected with
passages - the passages indicate which units can attack each other [more about
Attacks on page 10].

U] TRAP TOXENS AREA

Players can place Trap tokens next to the Unit's area, to remind players of the Trap
cards placed in the sector;

- Crescent-shaped Trap tokens (e.qg. Fire, Tentacles, Defense System) are placed on the
left side of the sector. These tokens will remind you of Trap cards installed here that are
active while moving through the sector.

PASSAGE - All other Trap tokens (e.g. Hidden) are placed on the right side of the sector.
5) SECTOR ACTION SYM30OL

Each sector has its own sector action, which is represented by an icon on the Sector
board, Sector actions are described on pages 10-11.




) GAME SEQUENCE

A] EJECTION INTO SPACE

If there is no empty Room in the sector in which the unit ends its Move, an
Ejection occurs: one of the units already in the sector (selected by the ejector)
is transferred to the SPACE field [located on the Life and Data Points board -

a detailed description of the Space field can be found on page 12). The unit that
" moved in takes the place of the gjected unit. The ejecting unit therefore fills up

F the sector and — after resolving all the Traps in the sector [see below] — it starts
the Lesser Onslaught [for a description of the Lesser Onslaught, see page 10).

The player can, if he wishes to, eject his own unit into Space.
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GOLDEN RULE

Installed Card rules take precedence over and modify the general rules.

GAME SEQUETCE

* 1
E The first player starts the game by taking his turn. A player's turn consists of
"m four consecutive steps:

-“i 1) Movement Phase '}
=R 2] Action Cards Phase E
I 'E 3] Sector Action Phase i
H) Pending Cards Phase =

1) MOVEMENT PHASE

BB The player chooses one of his units from any sector and makes a MOVE.

Mote: If you move an enemy unit {e.qg. using the Contral aor Team Tactics
cards), you are still the ejector, even thaugh you move an enemy unit, and not
your own

3] POSSISLE TRAPS

If the unit has completed its Move in the sector with an installed enemy
Trap card [or has been moved there using a card effect), the Trap effect

¥ is resolved immediately after the Move is finished (for a description of Trap
cards, see page 13).

Trap cards are marked with the "'3 icon.

) Mate: The player may choose to move his unit located on the Space field
S L1 instead of a unit located in one of the sectors. In this case follow the rules
presented on page 12,

Mote 1: There are several Traps [e.g. Fire, Tentacles) which are resolved not
only when the player completes its Move in the particular sector, but also
when the enemy passes through this sector - the crescent-shaped tokens
are placed on the |eft side of the sector board to remind player of active Traps
during 8 Move through the sector
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. MOVE RULES ~
d Move the unit a number of sectors equal to the number of all units o

[regardless of faction)] standing in the sector from which the unit starts its
move.

Note 2: If the order of resolving Traps in the sector is important, the player
taking his turn decides in which order they take effect.

The unit must move the exact number of sectors [neither more nor less).
The number of sectors that the unit has to move during its Movement Phase
is called its Move points.

The unit can only move clockwise.

The unit may be placed in an empty Hoom of the player’s choice in the sector
it ends up in.

Move exampie:
Any unit in sector A must move 2 sectors (to sector CJ, because there is a
total of 2 units in sector A.

Any unit in sectar B must move 4 sectors (to sector A], because there is a
tatal of 4 units in sector B.

A unit in sector C must move 1 sector [to sector D), because there is only
1 unit in sector C.

Any unit in sector D must move 2 sectors (to sector A], because there is a
total of 2 units in sector D,
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Mote: There are several cards that modify the movement of units. Particular
attention should be paid to the Shortcut cards [ ), which allow the player to
completely skip the sectar in which they are placed,
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C) LESSER ONSLAUGHT
If a unit fills up a sector (all Rooms of this sector contain a unit] at the end of

this sector [more on page 10).

Move Example (see the image below). The player commanding the Aliens
moves one of his units standing in the Alien Hive (1]. There are two units
standing there, so the player must move the unit two sectors forward. It
should, therefore, end its Mave in the Unloading Dock, but the player has a
Vent Shaortcut [2) card that allows him to skip this sectar during the Move.
The player decides to end his Mave in the Corridors sector (3] and proceeds
to resolve Traps. There 1s one enemy Trap - it is 8 Landmine {4), so the Aliens
lase two Life Points, and - as it is a single use card - it is removed from the
game. The Alien unit that has just entered the sector is the fourth in this
sector, so it triggers a Lesser Onslaught - according to its Attack rule it deals
one wound to each enemy unit in this sector (it's an upgraded unit] —each of
the three Marine units are in Attack range [the Rooms in which these units
are stationed are connected by passages), so the player commanding the
Marines loses 3 Life Points. The Moverment Phase is aver and the player
commanding the Aliens may proceed to the Action Cards Phase.
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SUMMARY: THE ORDER OF
THE POSSIILE MOVEMENT
EFTELTS

* Move the unit to the
appropriate sector,
if all the Rooms are
occupied in the sector,
an Ejection into space
DCCUrs.
Resolve possible Traps.
If all the Rooms are now
occupied in the sectar,
perform the Lesser
Onslaught,

Note: In some cases
these phases may
repeat; for example, a
player moves his unit,
which filis up the sectar
—he resolves Traps

and a Lesser Onslaught
is triggered, then
continues to resolve an
Installed card action that
allows him to Move an
enemy unit after which
another sector is filled
up and again Traps are
resalved and a Lesser
Onslaught is carried out.

its Move and all Traps have been resolved, it triggers the Lesser Onslaught in
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3) ACTION C

After finishing his Move, the player resalves all the Actions of all his installed
Action cards in the sector in which he stopped (if he has any installed Action
cards there). The exact rules of the actions are described on the particular
cards [for a description of Action Cards, see page 13).

Action cards are marked with the -; icon.

Note: If the order of resolving the installed Action cards in the sector is
important, the active player decides in which order the cards take effect.

Example [see the image below]; A unit enters the Corridors sector and after
resolving the Landmine card and triggering a Lesser Unslaught the sector still
contains the following cards: Battle Position (it activates during Marine attacks],
Tentacles (Alien Trap - activates when an enemy unit enters the Roomj and Alien
Onslaught. The player therefore triggers an Onsisught (5] - all the units in all the
sectors attack. There are no Marine units that the player could attack in the other
sectors - all three enemy units are in the Corridors - the player commanding the
Marines receives another three wounds, therefore losing 3 Life Points.
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CORRIDORS B eecronmac:__saseunr uPcanoes

'11_ ; : 4
1 Marines attacks one enemy unit attacks all enemy units
SECTOR ACTION: ONSLAUGHT v, Al 2 —— d :
p " k o8 1ens none attacks all enemy units
All your units [in all sectors!] automatically attack enemy units in accordance -_._-...l — Y :
w“;h the pules Df Attacks ESEE be|nw]_ d Scientists none attacks one Enemy unit -
CE | Greys none attacks one enemy unit [DP) F

Note: Only the units of the player that caused the Onslaught attack enemy units -9
The enemy units do not attack the units of the player that caused the Onslaught
" LESSER ONSLAUGHT

S 4 : 1y _'_""1 Whenever the unit is the fourth one to enter the sector and therefore fills
et e “E up this sector, it triggers a Lesser Onslaught in this sector. This is resolved

(%] o in the same way as a standard Onslaught, but only in the sector in which the
A.“.Ac" RULE" ° fourth unit entered.
1) The unit attacks enemy units standing in the same sector only if their
Hooms are connected by passages (such units are considered to be in Attack

range].

Mote 1: In case the unit is the fourth one to enter the Corridors sectar, it
triggers a Lesser Onslaught (by filling up the sector], and then a standard
Onslaught is carried out across the sectors [by resolving the Corridors sector
action).

Example: In the picture below you can see a Marine unit attacking anly two
out of three Alien units in the sector because the third unit is in a8 Room
separated by a Wall fand there is no passage to its Hoom)].

MNote 2: If you move an enemy unit [e.g. using the Control or Team Tactics
cards) and you fill up the sector, it is still you who triggers the Lesser
Onslaught, although you move an enemy unit, and not your own,

2) The unit can attack up to as many enemy units as its Attack limit allows
[the Attack limit is depicted on the unit).

AITACS TYPES

LI? - Attack inflicts one wound on up to one enemy unit in Attack
range in the sector

‘E?%— Attack inflicts one wound on each enemy unit in Attack range
in the sector

'5? — Attack up to one enemy unit in Attack range in the sector;
this Attack gives the player one Data Point instead of inflicting one
wound.

TECH3AY — o
[ AM m o
SECTOR ACTION: ADDITIONAL TURN I:I\>

Choose another of your units (located in any sector)] and take an extra turn

with it

During a player’s turn, none of his units may move twice [in any way].

Example: if a player moved a second unit as a result of an Additional Turn
action, and it also ended its Move in the Tech Bay, it would allow anather
Additional Turn action. If the third unit Moves, and also finishes its turn in
the Tech Bay. then the player cannot resolve the Additiona! Turn action a
third time, because there are no more units that he can move,

3) Each attack on an enemy unit results in wounds for the enemy.
All of the wounds received by a faction should be immediately noted on
the Life Point track by adjusting the faction marker respectively (1 wound
decreases a player's Life Points by 1).

This sector action is mandatory, even if its effect would be disadvantageous

Note: The Greys gain Data Points instead of dealing wounds. for the player

Example: Twa of a player's units are dealt one wound each, so he decreasss
his Life Points by 2.

Note: If a player has the possibility to move a few of his units because of
the Tech Bay action (as in the example above], he can indicate and easily
remember which units the player already moved during his turn by moving
them to the edge of the Room. There are spaces indicated on the sector
board for this purpose, At the end of his round, the player moves his units
back to the middle of the Rooms
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CONTROL ROOM

Take the Malfunction token [from where it is currently placed) and place it on
any Pending or Installed card of your opponent [in any sector).

MNate 1: The Malfunction token can be placed on any card, and therefore it
can be placed back onto the same card where it was to start off with

Nate 2: You cannot place the Malfunction token on a Bonus card

As long as the Malfunction token is on a Pending card, this card cannot be
installed or discarded by any player.

As long as the Malfunction token is on an Istalled card, this card's effect is
not taken into consideration, it cannot be discarded, no Upgrade token can
be placed an it, etc. It is completely excluded from the game.

MNote 1. If the card has already introduced a token into the game (e.g. Parasite,
Minor Aliens, Invisibility], despite the card's exclusion from play these tokens are
not remaved from the board but stay in effect.

Note 2: If the card does not introduce any tokens into the game but you use a
supplemental token [Fire, Tentacles, Defense System, Hidden] as a reminder
of the card's effect, then for the time the card is excluded from the game by
the Malfunction, this token should be removed and for example placed back
onto its card [because this token is used only as a reminder of the Installed
card in the sector).

Naote 3: If the card's effect has already been improved with the Upgrade
tokens or activated (e.g. Defense System), or another token is placed an the
card [e.g. on the Camcorders card) and the card is excluded from the game
by the Malfunction, the token is not removed from the card nor is the card
deactivated, but it is also temporarily excluded from the game.
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TACTION SECTORS
(MARINES’ UNLOADING DOCH, SCIENTISTS’ LASORATORY,
ALIENS’ HIVE, GREYS' SHIPWRECE)

The player resolves the sector action only if it is his own faction sector. If a
player stops in an enemy faction sector, he does not resolve its action.

.
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Each faction sector gives the player the choice of one of two possible actions.

PLAYER'S FACTION SECTOR ACTION: UPGRADE TOXEN
Receive 1 Upgrade token from the general supply.

PLAYER'S FACTION SECTOR ALTERNATIVE ACTION: 3ASE CLEAN-UP Q

Discard one of your enemy's Installed cards from your faction sectar,
remaving it from the game.

. EMEMY’'S FACTION SECTOR ACTION: NENE
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UPGRADE TORENS
Upgrade tokens can be used in one of the following ways:

1) You can discard 1 Upgrade token to turn any of your units
to its reverse side [upgraded side].

2] You can place an Upgrade token on any of your Installed card that has a
number depicted on the Upgrade symbal ' y

Each Upgrade token placed on the card increases the number on the card by 1.

Example: A Landmine card deals 2 wounds to an enemy. If there's one
Upgrade token on this card, it deals 3 wounds.

Placement of the first Upgrade token on a card is free. To place another
token on the same card the player must first discard as many Upgrade
tokens as there are already on the card.

Example: There are two Upgrade tokens on the Battle FPosition card. To place
a third token the player must have three Upgrade tokens — two need to be
discarded, and the third is then placed on the card,

Upgrade tokens are kept visible to other players.
Each card can have up to 6 Upgrade tokens.

3] You can keep the Upgrade token for later and use it at any time during one

of your future turns in any of the ways outlined above.

If a player has many Upgrade tokens, he can use any number of them in his

turn, even using them all at once.
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TACE-UP CARDS FACE-DOWN CARDS

All cards in the game are always placed face up.

On the front of a card you will find the summarized rules of the card, which
functions as a reminder of the full rules described in detail on the back.

The back of the card contains a detailed description of the rules of the card.
During the game a player can always look at the back of a card to find out the
exact rule of that card.

Note: There is a symbol on the back of some cards that reminds
the player to place a token when the card is installed in the sector
[a crescent-shaped symbal on the Fire and Tentacles cards,
circle symbol on the Hidden card, a symbol of a few tokens on the
Creepers card]

CARD TYPES:
ACTION CARDS

Whenever your unit ends its Move in a Sector with an installed
Action card, resolve the card's action.

The -; icon means; MVhen your unit ends its Move here,
resolve this card"

MODULE CARDS

A Module card affects other cards or units in the sector in
which it is installed,

TRAP CARDS

A Trap card affects an enemy unit that ends its Move in the sector
in which the Trap is installed.

Traps are resolved both when the unit ends its Move in the sector,
and when it is moved to the sector as a result of a card effect.

Some Traps [Fire, activated Defense System, Tentacles) are

also resolved when the enemy passes through the sector in which |
they are installed. These Traps also use crescent-shaped tokens
placed in the Trap tokens area on the Sector board to rermind
players of their effects.

The «3 icon means: ,WWhen the enemy ends his Move here, resolve this Trap”;
(in case of Traps with crescent-shaped tokens like Fire, Defense Systern, and
Tentacles it means: ,VWWhen the enemy ends his Maove here or passes through,
resolve this Trap").

INSTANT CARDS

An Instant card is not installed in any sector but is played
from a player’'s hand and is resolved immediately.

If you do not want to use the Instant card immediately when
yau acquire it, you can keep it and use it at any time during
your future turn. Keep it face up and visible for the opponent.

If a player has many Instant cards, he can use any number
of them in his turn, even playing them all at once.

All Instant cards are single use and are discarded afterwards.

SHORTCUT CARDS

A Shortcut card ’ modifies the movement of your own units
through the sector in which they are installed.

DUPLICATION CARDS

A Duplication card copies the effect of each card (including all
the tokens placed on the card) of the same faction that is
directly adjacent to it [vertically or horizontally — Duplication
does not work diaganally).

It is possible for the Duplication to copy up to 3 cards at a time
if it is directly adjacent to these cards [this can happen in the
Corridors and the Tech Bay).

A Duplication card cannot copy a card excluded from the game
by a Malfunction or remaoved from the game.

Adjacent Duplication cards do not copy each other.

SPECIAL CARDS

A Special card affects the whole game (e.g. according ta the
card rule it can affect all the sectors, all the units, etc.).

30NUS CARDS

A Bonus card does not belong to any faction.
All Bonus cards are Instant cards [see above).
Bonus cards can be used immediately when acquired.

o
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SUPPLEMENTAL TORENS

Some cards, such as Parasite, Invisibility, Incubator, and Gripper, introduce some
tokens into the game that are placed when the card is resolved.

Other cards: Fire, Tentacles, Defense System, Hidden, and Creepers
also use some supplemental tokens, but only to remind players of the
corresponding Installed card's effects, which are resolved during a
Moaove [crescent-shaped tokens: Fire, Tentacles, Defense System) or
during the Onslaught [Hidden token].
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7) The Pandora sector action is Upgrade token — the player receives
1 Upgrade token.

It can be used in the standard way to Upgrade any Pandora unit
or can be placed on a taken over Installed card that has a number
depicted on the Upgrade symbol.

Mote: If the Pandora sector is one of the common sectors, then the player
cantrolling the Pandora performs t ector action as well as the action of

the Pandora sector when he ends | love in this sector. The p

in what order he takes the actions; for example, if the Pandora ¢

Corricdors, the playe =5 whether to receive the Upgratdle & first [which
he can use immediately] and then perform an Onslaught, or vice versa

MNaote: If the Pandora sector 1s one of the common sectors, the sector's action
is still available to the enemy.

8) When the Pandora player shares his sector with an enemy, he can
still discard Pandora cards [taken-over ones) from their sector using the

alternative sector action. The Embryo token from the discarded card returns

to the available token pool of the player commanding the Pandara.

9] The player commanding the Pandora does not perform Pending card phase.
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Meuroshima Hex is a strange hybrid, deeply strategic,

surprisingly fast. and violently efficient.”

- Bruno Faidutti
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2-4 PLAYERS, 30-90 MIN., AGE 10+

“It is more of a game to play with your serious gamer friends.
(...} Forthat group it will be a thoroughly satisfying
experience.” - Elfiott Miller, Tha Gaming Gang
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PRET-A-PORTER

2-4 PLAYERS, 45-120 MIN.. AGE 10+

Incredibly challenging game that rewards players who throw themselves
headiong into it. Here's hoping that Portal get the success it deserves
from this fantastic game. - Michael Fox, The Little Metal Dog Show
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2-4 PLAYERS, 120-240 MIN., AGE 10+

Whether you sit on the Ameritrash, or the Euro side of the board
game fence, there is a quite a bit to enjoy in Stronghold,
and | whole-hieartealy suggest giving it a play. - NerdBloggers
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1-4 PLAYERS. 60-90 MIN., AGE 10+

The story-telling is rich and works really well but without pre-determining
your actions so much that you feel you're ‘'on ralls’. - Metagames
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; 2 PLAYERS, 30-40 MIN., AGE 10+

s g, | e 5 If you're interested in a two-player horizontal-area-cantrol
i game that will set your world on fire for forty minutes,

{ definitely recommend.it. - Space-Biff!
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