


| HUNTINGNET
Y e

SETUP CONFIGURATIONS
2 PLAYER

9 Tribes are used - 2 pairs of allies and 1 non ally.
Deal 12 cards each, the rest becomes a draw deck.
Play 2 cards per turn (AB,A,B).

Draw 2 cards after each Trick is won.

| 3 PLAYERS

5 Tribes are used - 2 pairs of allies and 1non ally.
Deal12 cards each, the remaining 4 are out of the game.

4 PLAYERS

| 6 Tribes are used -2 pairs of allies and 2 non allies.
~ | Deallcards each, the remaining 4 are out of the game.
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6 PLAYERS

8 Tribes are used - 3 pairs of allies and 2 non allies.
Deal 10 cards each, the remaining 4 are out of the game.

LUCKY GRETIN (OPTIONAL)

Include 1 Lucky Gretin card per player. Deal each player
1 extra card.

ALLIANCE MODE

You may play Alliance mode at 4 and 6 players.

4 PLAYERS - A, B, A2, B2

6 PLAYERS - A, B, C, A2, B2, (2

Tricks are added together with your partner to determine
scoring. If using Personal Objectives, both players should
know which objective the other is using.
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DVERSITY
L Scamﬁn?s for eal:h set of cards that contain one card
~fromeach tribe in play.

T (7 points with 4-6 players)

 BUILDING STRENGTH
Scarr'lts equalto the low \falue card from each
e . P ~Tribe myau

CHAINOF COMMAND.

( Score § point for each straight of 5 cards

(eg’IZb&j,ﬁ.Eulurdﬂmlybemmmune
stralght.

| YougUes
[ Score 4 points for each Youngling.

ADVANTAGE IN NUMBERS

| Score points equal to the difference between the number

of cards in your Village and the number of cards in the
| least populated village, to a maximum 13 points.

| NEETINGOFTHECHIEFS
== ﬂﬂﬁ}lﬂltsiﬂml Tribal Chief.

s

o - TRIBAL IINIT

e Scmm for each card helnngmg to a Tribe of your

e choice.

CSTEALTHMISSION |
| Score points equal to the difference between the number

| of cards in your Village and the number of cards in the
> ~ most populated village, to a maximum 13 points.
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. yhyers add a random card from thelr hani to 3
- the cards from this trick. Give one card from
~ that group of cards hack to each player.

When you play this card, add 110~
~its value for every 2 Ignis cards

 already in your Village

When you play this card, add Tto™
 its value for every 2 lgis cards

~already in your Village

. yhyers add arandom card from thelr hani to 3
- the cards from this trick. Give one card from
~that group of cards hack to each player.

When you win a trick with thi other
-~ players add a random card from thelr hani to

- the cards from this trick. Give one card from
~that group of cards hack to each player.
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" When laye,thi cardcounts s being an
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When you win a tickwith this card, you may select

~ anonTachydus card from any ane player’s Village
| and retum it toits owner's hand. That player then
| discards adiferent card from thei hand.
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When you win a tickwith this card, you may select

L | anonTachydus card from any one player's Village
L | and returit o ts owner's hand. Thatplayer then

- discardsaifferent cardfrom thei han.

:

When you win  trickwith this card, you may select

| anon Tachydus card from any one player’s Village
L | andreturmittoits owners hand. That player then
[ discards adiferent cardfrom their hand.
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Tribal Village Print and Play

| Designed by Ben and Shae Boersma

Thank you for checking out our Print and Play for ‘Tribal Village'. We hope that you enjoy the game.

To play, you will need to:
* Print out these 15 sheets of paper and cut the cards out. We suggest sleeving the Tribal cards
(and Lucky Gretins) in one colour sleeve and the Objectives in another. The Tribe Alliance cards
themselves do not need to be sleeved, but if you want to randomise them for each
game, then sleeving them in the same colour as the Objective cards is probably best to keep them
separate from the Tribal cards.

* Provide up to six different player pieces to represent each character. This will be important to
help mark which Objective you are going for and (if you are using the Hydris Tribe) which Hunting
Net belongs to you. (You could use the figures from our first game Dawn if you have it).

*15 Tokens to stand in as Wild Luftle Tokens (you could use the Luftles from Dawn if you have it).

* A number of tokens to use as Victory Points (or you can just track this on a piece of paper.

In exchange for this full colour print and
nlay...

We please ask that you provide us feedback in a timely manner.
This will help us with the final stages of preparing the game and
allow us to be nimble in making required changes.

We will ask specific questions of our playtesters to look for feed-
hack on particular things we are testing, however, we are always
interested in:

* Clarity of rules

* Balance of the Tribes

* Balance of the Objectives
* Ease of play

*ls it fun?

Thanks once again for joining us on this journey and becoming part
of the Occulite’s history. You input and help is greatly appreciated.

Cheers,
Ben and Shae Boersma




