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Note: Although they share
a common back with Action
cards, they form a separate deck.
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STANDEES/MODEL

Note: Depending on your version of the game,
you will find either miniatures or standees in your box.
Regardless of the version, they will be refered to as “models”.
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Nemesis: Retaliation is a semi-cooperative board game designed for 1-5 players, which focuses on em
the action-horror genre. Each player assumes the role of a marine squad member equipped with profess|
ity infested with deadly alien life forms and tasked with a mission — yet their own goals may conflict with

thing they must do above all: survive.

Attention, Marines!

This introductory story is designed to familiarize you with a standard
Nemesis game’s flow and give you a thematic overview of the es-
sential Nemesis rules. All the terms, items, characters, and locations
appearing during the game are bolded to make them more distin-
guishable. We hope the story will

more enjoyable. And after a few p

your own stories to tell!

n has the most accurate brief-
iven, because we’ve got no in-
s of the , no blueprints
gh ideas about which

bre, spilling out of the vessel into
, with our shiniest

ar : to eliminate
bst has taken over this place. Of
nal parties always find their way
o there could be some, let’s say,
a stay alert on all fronts.

, this is right up my alley.

Private Objectives
Move

e the first, as it
al in the end. As | lead the party
ther with a bit too much

rages inside, flames bursting
e to back out into the corridor,

, looking like hell it-
in the corridor between me and
uickly: | toggle my

Fire a Burst my into their ugly faces,
yself through the blaze to get to
will have to deal with the rest,
bce alone in the dark... or so |
that, either — working solo has

Section B
rium,
another Intruder appears, lured
hin — wasting bullets on a blind
at fast-moving bastard. After a
Shooting, blls, but not before it manages to
Scratch s,

bn. Gotta find some fast.
bver a reasonably intact

elp much with suffocating, but
too. Finally, suffocating, I enter
ht to the serving . Those
units usually carry some Oxygen tanks on them... and fresh air
works better than combat drugs.

Searching
tinguisher

The reports on their progress: they proceeded method-
ically, Rooms and . Wise and
slow. Not my style, but they manage to reach the

Room. As they there, a blessed
hush of cleansed air flows through , my Room included.
Before | could express my gratitude, the sounds of heavy fire reach
me through the comms. | instantly recognize it’s something very,
very ugly, and I'm not wrong. The has arrived. That means
she is not guarding the

by the screams of my team in
somehow manages to wound

). ‘Evac, now!’ Officer
bull this off, | have a plan.

ve come for: the . Backing into
the corridor, | neutralize a lone and locate my way back to
the to initiate the

. It’s the only option lefft. means killing
the Queen and eradicating the Nest, right? And everything inside, us
included. | contact my squad, or whatever is left of it, to direct them
to the rendezvous point in . Then, | run like hell.

As usual, | arrive first. The , our last resort, sits
patiently in the dock. I try not to pay much attention to the ex-
cruciating pain stinging all over my body. Little | can do about ei-
ther or more now, as the

is on the other side of the Facility. | don’t even care about

Bandaid, the squad’s . shows up a while after
me — but she wants to double back. Damned angel of mercy.
She grabs some supplies, then tells me to hold the perimeter.
Well, | don’t share her heroism kink. ‘What the hell, Zero?’ she
shouts through the comms as | prep to launch the shuttle to finally

. ‘Get your ass back here! You won’t survive
the journey; you're infected!’. But | don’t catch the bite. Cheap
bluffing... My objective is completed.

Hkk

Damned medic, how did she know? | can feel it now. It’s mov-
ing inside me, and it grows fast. | don’t have much time, do I?
Alright... | never managed to make my old man proud, but | can
sure still make him rich. Yeah, that should make the old bastard
feel even worse, having to live off my creds for the rest of his
life... Hear that, corpos? Make the transfer, and then some. I've
got you twice the samples we agreed on. And | really hope you
have some decent procedures set for opening cans of worms like
the one I’'m in - like the one | am. Because if you don’t... Well, then
fixing the shuttle’s destination coordinates straight back to Earth —
‘for corporate safety’ — may turn out to be quite a good joke.




WINNING ANDBLOSIN(

A game of Nemesis may end up with multiple winners, but it is not
a cooperative game. Each Character, in the end, fights for their own
agenda. Each Character not only strives to fulfill one of the two Ob-
jectives they start with, but they also must survive this mission,
and finally find a safe place.
Each Character that meets all the following conditions is considered
a winner:

1. Escapes the Facility or Hibernates — Each Character must

ensure their safety before the game ends. Not only does it
mean not dying, but also using one of the Rooms that brings

nder in the Landing Zone.
pod by Hibernating

ough the Escape Shuttle.

ives — At the start of the game,
Objectives — Private and Mission.

unique Objective for a Character.
spond to a team’s common Mis-
r card — Mission Task.

r chooses one of their Objectives

Eclosion Procedures — These
heck if Characters die as a result

rocedures: see pages 38 and 39.
ive and meet all of the 3 condi-

The game ends when one of the following takes place:

e Round 14 ends — Time is up, and all Characters who have
not Escaped/Hibernated are beyond saving and are consid-
ered dead.

OR

¢ All Characters have died or Escaped/Hibernated — In such
a case there are no more players left in the game and the
game ends.

In either case the game proceeds to the End of the Game to deter-
mine winners.
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Setup is divided into two parts — Game Setup and Player Setup.

Game Setup is straightforward and can be done in advance.
Player Setup involves drafting Characters (fgﬁ) and Support Equip-
ment. Since it requires player choices, it should be done with all play-

ers gathered at the table.

A fully setup game can be seen. To set up the game perform the fol-
lowing in order:

1. Find the 3 Section border
pieces, connect them to eac
2. Place the Undiscovered Hil
bernatorium Room.
Note: This tile rests there until Characters reach the Hiberna-
torium. Until then, the Hibernatorium is considered Undiscov-
ered, Noise tokens cannot be placed on the connected Corri-
dors and the Robot cannot be Activated.

3. Place the Round marker on|

Place the Lander token ('A‘

5. Place the Autodestruction
slot above the Round track.

6. Place 1 Universal marker o
jective Choice section.

7. Place all 3 Life Support tok
Inactive side up (P2 a
slots of the 3 Section borde

8. Shuffle all Robot cards, drg
and place it face down on thq
der piece. Leave the rest of {

9. Place 1 Ammo token (full
the slots next to the Robot g

£

Note: Ammo tokens are two-sided — portraying
i a full side and a half-full side. All Ammo tokens
enter the game (during setup or during the game)
on their full side.

10. Assemble the Robot model §

Note: If you have the Terrain Expansion, do not assemble
the Robot now. In the Hibernatorium place only the base Ro-
bot part and wait for the Robot to be revealed to assemble
the other part.

11. Shuffle and place both Ant
on top of the other, in the A
border piece.

12. Place 5 Egg tokens in the
border piece.

13. Take 4 Ammo tokens (full si

Oxygen tokens ([m) and 4

them on their corresponding

. Shuffle all Corridor tiles, f

DEADLY MODE
Some Corridors contain a second, smaller Noise value.

This value is used only in the Deadly mode — see page 40.

15.

16.

PRIMEBLOODS ARE INTRUDERS

ing equivalent.

One by one, draw 3 randj
to the Landing Zone — pld
with the non-zero values)
If any of those Corridors
placed with the slot on a

Take all Room tiles. Sort
“A “B” “C” and “?”. S
down near the Corridor ti
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Take the Exploration deck, shuffle it and place it face down.
Leave space for a discard pile.
Take all Intruder tokens and separate them into piles by their
Intruder type. Shuffle each pile separately and place it model
icon side up.

Take the Intruder bag and place the following inside:

— 1 Blank token

— 2 Larva tokens

— 3 random Adult tokens

— 1 additional random Adult token for each Character

taking part in the game

Place the bag by the remaining Intruder token piles.
Take an insert with the Intruder models and place it nearby.

B2

— R

0:0 il (0P| =

GULEH HEALTH —_—

Take the following decks:

— 3 Item decks (red, green, yellow)

— Contamination deck

— Serious Wound deck

Shuffle each deck separately and place it on the right side
of the Facility face down. Leave space for discard piles
for each deck.

Take the insert with the following components and place it
in easy reach:

— Noise markers (42))
— Fire markers

— Malfunction markers
—_Door tokens (with stan

en, Grenade and Med-

remaining tokens and

]
[
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These steps only apply to Characters other than the Contractor. Since
the Contractor already starts with 2 Items, they do not take part in
the Support Equipment draft.

To setup the players, perform the following: Perform the following:
1. Find Help cards with numbers corresponding to the number 1. Take the Support Equipment deck, shuffle it, draw 7 cards
of players taking part in the game (e.g. if there are 3 players in from it and reveal them to all players.
the game, find cards “17, “2”, and “3”). Shuffle them and deal 2. The player with the highest player number chooses 1 of those
one Help card to each player. Each player reveals their card. cards and places it in the appropriate place in their player

area — Heavy Item in an empty Hand slot, Armor on the Heav-
ily Injured part of the Health track.
3. Eachother player, in descending player number order, chooses 1
Support Equipment, until all players have 1 Support Equipment.
2. Take all Objective cards and divide them into 2 decks — Pri- 4. If any of the chosen Equipment have empty Tactical Gear

Note: The number shown on the Help card is used in the fol-
lowing Character Draft, as well as for determining some Ob-
Jectives during the game.

vate and Mission. Also, takestig
each deck remove all carg

symbol higher than the nu he placed only in Tactical Gear slots
the game. Then, shuffle ead rs.

opriate Tactical Gear tokens from

a. Deal 1 random Private Gear token can be placed.
sion Objective card to & tokens: see page 16.
of those cards back in thq pport Equipment from the game and

Do not show Objective g ent deck close to the Item decks.

during the game. They the game.

of the Game. Objective yer chooses 4 Tactical Gear tokens

lied about. bination from the insert, and places
b. Draw 1 random Missio

on the Mission Task slo

Put the rest back in the

3. Shuffle all Character dra

to Player 1 — they shoulq Note: For the first game we recommend starting with 1 to-
ers. That player chooses ol ken of each type.
play as) and reveals it. The

BEGINNING OF THE GAME

the deck unseen. Repeat th
in ascending player numbe

1. Take 1 Character board and place it in front of you. Then,
place the Character tile matching your chosen Character in
the Character board.
2. Take 1 Universal marker and place it in the left-most slot of
the Health track on the bottom of the Character board.
3. Set your Oxygen counter to the max value: 7.
4. Take your chosen Character’s miniature, place it in the col-
ored ring matching your Character’s color, and place the min-
iature in the Landing Zone.
5. Take the Backpack card holder with your player number
and place it above your Character board.
6. Take all Action cards for your Character, shuffle them
and place them to the left of your Character board, face.
down — leave some space to the right of your Character board
for an Action cards discard pile.
Note: The Contractor has 5 cards marked as Contractor and 5 cards
marked as Contractor: Consultant. This distinction is needed only in
Expansions and should be ignored for now.
7. Take your Character Item card — If it’s a Heavy Item, place it >
on one of the Hands slots of your Character board. If it's Ar-
mor, place it in the Heavily Injured section of the Health track.
Then, if the Iltem has Ammo slots, place 1 Ammo token
(L. 1) from the insert full-side up on each such slot.
Note: The Contractor starts with 2 Character ltems.
8. Finally, take all Character Draft cards and put them back into = : a
the box. 2

10
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Each Round is divided into 4 separg
Player Phase, Intruder Phase, Ev

In the following pages you will fi
detail. Below you can see the whg
description of each step.

PLAYER PHASE
Beginning with the Starting Player
Player token) and continuing cloc
which they resolve the following 3 {
1. Perform 2 Actions — Perfo
on the Character board.
Oxygen Loss
port Systems (P2
Fire Damage — If you are in @
Point (S4).
This process repeats until all playe

INTRUDER PHASE
1. Intruders Burning — Intrud
ceive 1 Hit.
2. Intruder Attacks — Intrug
the same Rooms.

EVENT PHASE
3. Event Card Resolution —
4. Bag Development — Intrud

CLEANUP PHASE
5. Starting Player Change —
becomes the Starting Playe
6. Drawing Action Cards —
by drawing cards.
Time Advancement — Thg
a new Round begins.

PLAYER PHASE

During this Phase players take their Turns in clockwise order, begin-
ning with the Starting Player. If a given player has Passed, they are
skipped in Turn order.

Note: Player numbers on Help cards do not matter in the Turn order. Af-
ter setup they are used only for the purposes of some Objective cards.
TURN ORDER AS TIEBREAKER
Turn order is the most common way to break ties in Nemesis.

bsolve the 3 following steps in order:

e, choose an Objective during their

e: see the next page.

orm 2 Actions choosing from the list

. If they are unable to perform any

he “Pass” Action. Players may per-
es in any given Turn.




REACTIONS

Some Action cards may be used outside of normal Turn order to react
to something happening in the game — they are Reactions.

At any point, a player is able to play a Reaction effect if the conditions

be, the Reaction card is
tion Effect is resolved,
fcard pile.

toward the Actions per

E

heir Objective.
e per game, while they

any of the 2 Actions in
)T considered an Action

bf their Objective cards
ing it to other players.
Ifilled before the game
e track is moved down
ion cards according to

v

v
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INTRUDER PHASE

In the Intruder phase, Intruders (5) will burn and attack.

The Intruder Phase is divided into 2 shorter steps that are resolved in
order. After the last step is resolved an Event Phase begins.

1. INTRUDERS BURNING
Each Intruder in a Room with Fire (€%) is dealt 1 Hit.

If Fire is in the Nest, 1 Egg is destroyed.
More on Fire: see page 23.
More on Intruders’ Health: see page 33.

Note: Since no die is rolled, this Hit can never kill an Intruder (except
for a Larva).

2. INTRUDER ATTACKS

Each Intruder in each Room Attacks a Character (if there is any). If
there is more than 1 Character in a Room, it Attacks the Character
first in Turn order.

Each Attack is resolved separately starting with the Room on the top-
left of the Facility and going row by row.

If there is more than one Intruder in a Room, start with the largest
Intruders first — they all Attack the same Character first in Turn or-
der, unless that Character dies or leaves the Room. If that happens
the Intruders who have not Attacked yet, do so against the next Char-
acter in Turn order.

More on Intruder Attacks: see page

14

EVENT PHASE

In this Phase, an Event card is drawn that can drastically alter the situa-

the card
sentence

Note: Intruders move in different ways depending if they en-
ter a Corridor, a Room with a Character or an empty Room.
More on Intruder Movement: see page 30.

ORDER OF EFFECTS
All effects mentioning Characters should be done in Turn order.
All effects mentioning Noise markers (@) in Corridors are re-
solved starting with the Corridor on the top-left of the Facility
and going row by row.

e B

4. Discard the card.



The Intruder bag represents Intruders living in the Facility outside of

Characters’ reach. In this step their numbers will shift. S. STARTING PLAYER CHANGE

Draw a random Intruder token from the bag, resolve it according  The Starting Player token passes clockwise to the next player.

to the Intruder Help sheet — at this point you are only interested in 6. DRAWING ACTION CARDS ' A}
o ﬂ' lm.' Il

the token’s front — you should completely disregard the back of these
tokens.

| O
L
4. BAG DEVELOPMENT CLEANUP PHASE —
-_

Each player draws Action cards from their deck until they have
5 cards in hand.

e
#

Then, discard the token to the bottom of the matching Intruder to-
ken pile.

Intruder tokens are always placed in the bag from the Intruder token
piles and are discarded from the bag back to th
Note: Effects on tokens change upon Queen death — see “The Queen
is dead” side of the Intruder Help sheet.

ACTION DECK RESHUFFLE

ynhen i d N0 More

Queen token

|
T

wilciive

......

Page 36

]
|
[

BLANK TOKEN ALWAYS IN THE BAG L
]
I

The Blank token is the only token that is returned to the bag
after each time it is drawn and resolved.

All other tokens are discarded afterward.

\D.OF
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GOLDEN RULES

Nightmare Rule — If you are at any point unsure about a cer- For example: “Discard a Malfunction marker” means you discard
tain ruling, order of effects, or cannot find an answer to your a Malfunction marker from the Room your Character is currently in
questions, you should always resolve the particular situation in or any object in your Room (like a Weapon your Character is holding).

I GOSN ST A e T Component Limits — Most components are limited and have spe-

Ifthe situation is still unclear, perform itin the worst possible sce-  ¢ja| rules on what happens if they run out. For any other compo-
nario for the Character first in Turn order. nents, consider them limited with no special rules — if they are

Local Effects — Every effect in the game, which target is not to be used, and no more are available, nothing happens instead.
clearly specified or defined, is local — meaning it is resolved in  FOr example: Characters cannot gain Ammo tokens if all are al-

the same Room as the Character performing the effect. ready in players’ possession.
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HEALTHY - INJURED =N
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CHARACTER

A. NAME AND RANK

B. HEALTH TRACK

bkens are 2-sided. One side shows a Full Ammo token,

C. TACTICAL BELT ther shows a Half-full Ammo token.
Ammo token allows you to Reload a Weapon — choose
and move an Ammo token from your Tactical Gear slot
blot on the chosen Weapon.
never move an Ammo token that is already loaded into
— Ammo cannot be swapped between Weapons.




rf"ﬁ OXYGEN TOKENS

Oxygen token icon: E] Even though there is Oxygen in
the Facility, it is heavily contami-
nated and cannot be used without

rotate the Oxygen dial to indicate that. A Character’s Ox
can never exceed 7.

#21 GRENADE TOKENS
Grenade token icon:

Grenades are an effective way of fighting again
truders (¥%) in Corridors.

When a Grenade token is used, the Character
Corridor, rolls a Burst die, and adds 2 to the resulf]
Hits in the chosen Corridor. Rolling | 3l does no

This roll does not count as a Character Bursting

Pages 12-15

SPENDING OXYGEN

D. HAND SLOTS

Suffocating

Next time you
§, youdie.

]
ORend Turnin
a Section with
an @

F. ACTIONS LIST

This Section of the Character Board lists all available Actions in
the game.

More on Actions: see page 12.

Page 36

The Action cards deck is placed on the left side of the Character board

- face down and the Action card discard pile on the right — face up. RoBOT
. . Page 37
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— HEALTHY = INJURED

e Healthy
e |Injured — - $
* Heavily Injured - -

= 7 INJURED

>

INFRUDER ATTACK EXAMPLE
-

s If you are Heavily Injured,
r (% o

. Otherwise, gain

. 1 Serious Wound
{*@\ and 1 Contamination.

DRONI

DISCARDING SERIOUS WOUNDS




The Map in Nemesis shows a Facility which is divided into 3 Sec-

tions - A, B, and C. The Facility consists of Rooms, which are al-  gection B is the middle Section with the Hibernatorium Room — one
ways placed in one of the 3 Sections. The Rooms are connected by \yay to safely finish the run in the Facility. Important Rooms include:

figeept.Commidors, Hibernatorium — Provides a way to ensure safety for multiple Char-

Characters may only be placed in Rooms, while Intruders (5) may  acters. It is both Undiscovered and turned off ((@¢®)) at the start,
which means it cannot be Used, but it can be turned on in Life Sup-
port Control “C”.

More on Hibernatorium: see Rooms Help Sheet and page 38.
Cooling System — Allows you to turn on the Autodestruction Proce-
dure in case of emergencies.

More on Autodestruction Procedure: see page 38.

Systems in
nti-Aircraft

SECTIONS

bu to gather

> & SECTION C

s include:
Systems in

letely shuts
SECTION A om turning

uction sys-

acility, but

h fration
khows all slots
ih which Rooms
s may
a
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- i

A (LiFe surporT conTroL *A* 1) D
Flipan Q/(J in Section A,
OR

Discard a from any Room
in the Facility.

% — Such Rooms are never Secured and can never have Se-
cure tokens placed on them.
More on Secure tokens: see page 23.

%% — These Rooms can never be broken. A Malfunction
marker is never placed on them.
More on Malfunction markers: see page 23.

Whenever any Character Uses the Room (most commonly by perform-
ing the “Use the Room” Basic Action), they resolve the Room’s effect. -

Note: All Rooms are described in detail on the Rooms Help sheet.




To Move from Room to Room Characters use adjacent Corridors. As
a result of Movement and other Actions, Noise markers ((&)) are
placed in Corridors alerting you to incoming danger.

Noise may finally turn into Intruders (&), which are placed in Corri-
dors — such Intruders will then move between Corridors and Rooms.

In contrast to Rooms, Corridors may sometimes be placed on a bor-
der of 2 Sections. In such a case, that Corridor is considered to be
in both Sections.

A Corridor can hold:
e A Queen and up to 2 other Intruders
R
p to 6 Adults, Drones, and Larvae in total

Noise marker

INTRUDERS AND NOISE MARKERS

REINFORCED CORRIDOR

Note: Corridors leading to the Hibernatorium can never be Reinforced.

COMMON CORRIDOR KEYWORDS

UNEXPLORED
CORRIDORS
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Closed Doors block access to anything (with the exception of a Noise
marker) on the other side. Characters cannot perform any Actions
h in anca ohig hahind a) ed DoorS.

Note: Effects that specifically call out “any object in the Facility”, like
Moving to any Room in the Facility, still work and allow you to Move
even to a Room closed by Doors from all sides. Those effects allow
you to reach the Room in another way, like moving through a venti-
lation corridor.

Burst etc. through a Corridor with
n or Destroy the given Door first
s or Item cards).

g to move through Closed Doors,

page 30.

Note: All Corridors, at the moment of placement, should be oriented
with a Door slot in the direction of the Room just placed.

o i
- o —=
SEEURITY TOBCT ROGM [

.

Doors highlighted

Intruders highlightedif TG ETAE
Corridor Al



1. ON ROOMS

Each Room may only contain 1 Malfunction marker. If a Malfunc-

] ) T one already, simply ig-
brs Limit rule described

Action is unavailable,
s not affect Item icons

Pages 12-15

eavy ltem, it cannot be

hnd that Item cannot be
at Item had no effect’s
ms can still be used.

Discard hn Item with one already
1 Serious Woung, ed instead.

) cannot be used in any
bot, nor Robot Actions).

icons. Tactical Gear to-

at only require a Robot 24-27
e Action card).

Robot when there is one

28-29

ction markers — you
n, or any ltem/Robot in

¢ FIRE MARKERS

30-32

33-34

35

SECURE TOKENS

Page 36

ROBOT
Page 37

Note: Some Rooms may be impossible to Secure (such as the Nest LANDER AND

Room) and some Rooms are always Secured (such as the Shelter ﬁNT"QTCRAFT
age

Room).

PROCEDURES
Pagelli

MALFUNCTION MARKERS

END OF
THE GAME
Pagclkll

MISSION TASK
PagclEl

ADDITIONAL
MODES
Pageltl

ICON GLOSSARY
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MOVEMENT SEQUENCE

Characters (/g}) may Move as a result of many different effects,
most commonly by performing the “Make a Move” Action. Character
Movement is always done from a Room to another Room. Characters

are never placed in Corridors.
The Movement sequence goes as follows:

1. Choose Direction — Choose an adjacent Corridor your Char-
acter is going to Move through.

2. Resolve Opportunity Attacks — If there are any Intruders
(5) in the same Room as the Character and/or in the Corri-
dor the Character wants to Move through — for each such In-
truder, starting with the largest Intruders, resolve an Intruder
Attack (up to 3 Attacks maximum).

More on Intruder Attacks: see page 32.

3. See the effect of your Movement:

a. If you are Moving to an already Discovered Room:
— Move your Character there.
— If you are Moving Cautiously place a Secure token

(ﬁ ) there.

— Make a Noise roll.
More on Noise rolls: see the next page.

b. If you are Moving through an Unexplored Corridor
to an Undiscovered Roo

Reminder: ‘
if you are Moving Cautiously. |

Entrance Effect:
Close all Doors around this Room.
Remove this card from the game.

SECRET PASSAGES

regardless of distance. In such a case resolve the sequence
above with the exception of the Choose Direction step.

EXPLORATION SEQUENCE

Note: Corridors do not lead to already placed Rooms, because Corri-
dors should not appear out of nowhere around Rooms that were es-
tablished to have only certain entrances.

Note: Exploration cards do not always show the Corridor the Charac-
ter has Moved through, since their purpose is to show new Corridors
to be placed.



&

Noise markers are resolved most frequently as a result of rolling
the Noise die, but may also occur from other effects, such as from
Event cards. Resolving a Noise marker is understood as a chance of

NOISE RO

A Noise roll is performed as a y different Actions and ef-

fects (most commonly as a result of Movement) and is also the main
way of Noise markers (4B)) appearing on the map.

J

Intruders appearing in Corridors.

To resolve a Noise marker remove it, draw a random Intruder to-
ken from the Intruder bag and resolve it in the same Corridor ac-
b the Intruder Help sheet. The number on the token’s back
how many Intruders are placed in the Corridor. Red num-
b how many Drones are placed in the Corridor.

many Drones are placed in the Corridor.

jard the token back to the Intruder piles (unless stated otherwise).
Note: The Blank token is always returned to the bag.

'

RESOLVE
IN A CORRIDOR

@y

Place 1 Larva
in the Corridor.

RESOLVE BAG
IN A DEVE.OPMENT

. Anucr e/ onthe token

| Ly in the Room.

\ LARVA

Add 2 random Drone
tokens to the bag

Add 2 random Adult tokens
| tothe bag. Add this token back |
to the bag.

Pages 8ol ]

Pages 12-15

Page 36

ROBOT
Page 37

LANDER AND
ANTI-AIRCRAFT
Page 37

4 i~ Activate the Queen. 1 Activate the Queen. Activate the Queen
:‘% If not possible - place her | | If not possible —place her Ifnat possible—add 2 Larva
i in the Corridor. \,atiEEN in the Room. tokens to the bag
B - PROCEDURES
ey L place the PagelH
24 124 44k number of
X “"_"\ e shlg\::g:rtshe = Add 2 Queen tokens
P i
f i f token (Adults "t‘?{\a to the bag
130 2+00 3+ Yin G L Place 1 Intruder END OF
S the Corridor. P 3 Sfithe type showyy

THE GAME
Pagclkll

MISSION TASK
PagclEl

ADDITIONAL
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Pageltl
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Page 36
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Page 37
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Page 37
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Items come in many different types. Each Character starts the game
with their own Character ltem. During setup they also get a Support
Equipment (except the Contractor), and throughout the game they
may find other regular Items.

Most often, Items must be Used (for example by performing “Use an
Item” Basic Action) for their effects to be applied. However, there are
Items with passive effects, which are applied when the timing on the

card calls out for it. Those Items may never be used by performing
the “Use an Item” Basic Action.

}'LIFE SUPPORT CONTROL "B"
[

Most Items

¢ Hea
plag
Ar
Mog
g O O
mo
thei
Ong
Req
and

Note: For the sake of Actions that require Weapons with
R R e R e ez REGULAR ITEMS
an Ammo token on them.

—5

_ ONE USE ONLY

Discard a Q ¥

= OR"—I‘ Ty

There is no limit to the number of regular ltems that may be
held in the Backpack. Items in the Backpack are a secret infor-
mation and should not be revealed to other players until used.




Various Items offer slots for Tactical Gear tokens. Most Weapons
have slots for Ammo tokens, since they require Ammo to be shot

with.
MILITARY TASER
ONE USE ONLY, HEAVY er Items. The color of

be placed in such a slot.

Pages 12-15
Repel 1Y% from the Room. g

OR
] . .
A g\ of your choice discards all [}

be placed in any your
ken (Tactical Belt slots

3 MAP
0 loses all Tactical Gear 19-23

24-27

6 ]
ARMOR ITEMS oY
Ak 6 &

30-32

33-34

INTERPLAY

35

HEAVY ARMOR

ARMOR

Whenever you would gain Page 36

I
== —
'y ROBOT

Discarding Page 37
aining §

LANDER AND
ANTI-AIRCRAFT

TRADING Page 37

PROCEDURES
Pagelli

END OF
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ADDITIONAL
MODES
Pageltl
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INTRUDERS

INTRUDER TYPES INTRUDER MOVEMENT

GENERAL RULES:

INTRUDER BAG

INTRUDERS TARGETING
When Intruders have multiple Characters they could Attack/move

> Closest Character

> If there are multiple Characters in the same distance, then
out of them the Character Activating the Attack/movement
(if there is any)

> If there is still a tie, then out of possible Characters, the
one that is first in Turn order.

30



Event cards — Intruders move according to the icons on the Event  Details about Noise Rolls: see page 25.

card. Whenever a Character makes a Noise roll, if Intruders are in adjacent
Noise roll - May sometimes result in Intruders entering a Room from  Corridors indicated by the result of the roll, one of the Intruders (priori-
an adjacent Corridor. tizing the largest forms) from each such Corridor enters the Character’s

Repelling — Different effects may result in Intruders moving away Rl acK therrh

from Characters.

Queen Activation — One of the possible effects of the Queen’s Acti- Many different effects may cause Intruders to be Repelled. If a Char-

vation may result in her movement. acter Repels an Intruder from the same Room or an adjacent Cor-

They are described in detail below. ridor, that Intruder moves away from that Character (or any other
source of the Repel effect) — if they were Repelled from the same
Room, the Character chooses which Corridor they move to.

If an Intruder is being Repelled, and is farther away from the source of
o s to the Corridor/Room

Pages 12-15

bred Corridor outside of
uder stays where they
her.

prs — they Destroy them

hracters — in that case,
urn order in that Room.

A QUEEN'S ACTIVATION

All ¥§ ineach 3 move.
Then, all 5 in every Room move.

en’s Activation — which
ing. The Queen moves

In Sections with an @39:
Placea in each Room witha S

Each f%\ in a Room without a ﬁ
resolves Y7J.

The first pal
You may fin
All ¥ in  (¥%§) in
the Facility tation to

the appropr

Al ¥ in

rently in

Rooms, reg{

When resol s (always s
move towar| e) — start ZTTEN
Intruder moj bf the Fa-

cility and, g bup of In-

truders indi LANDER AND

Page 37

INTRUDERS MOVING THROUGH DOORS
1. When deciding on the path the Intruders move, use the shortest route regardless if Doors are in the way, or not.
2. Whenever Intruders would move through a Closed Door, they destroy that Door and do not move instead.

END OF
THE GAME
RARE MOVEMENT EXCEPTIDNS ARD TIEBREAKS] Page 39

1. 1N
X

MISSION TASK
PagclEl

Page 40



INFECTING

STANDARD ATTACKS

INTRUDERS CHOOSING A TARGET
Whenever an Intruder enters a Room with at least 1 Character,
the Intruder resolves an Intruder Attack (unless prevented by

If the Intruder entered as a reult of a player effect, they Attack
that Character if possible.
Otherwise, they Attack the Character first in Turn order.

LARVA ATTACKS

PREVENTING ATTACKS




INTRUDER HEALTH AND COMBAT

Characters can fight Intruders in many diffel
use precise, single shots at Intruders in the sa
the hordes charging through Corridors. In the di
lee Attacks are also an option.

No matter which type of Combat occurs, the effd
sults in assigning Hits to Intruders. When Adult
ridors each Hit kills a single Adult Intruder (by {

Pages 8ol ]

from the map). When they are in a Room each Pages 12-15
stood as an injury dealt to an Intruder (by placing
the Intruder’s model).

. 19-23

erwise. Effects of rolling a specific result are described on Weapon
cards and are done in addition to the standard result provided below.

SHOOTING

a narrow Corridor it’s i
fire. It uses a significal
Ammo, but it’s well wo

Characters may only
truders in an adjace]
and only if they have
loaded Ranged Weapo

INTRUDERS
Pages 30-32

8.
hllow you to score multip

a Corridor — Choose a 35

on marker and with at le

CRONCIERT WA R

pr to Burst at.

urst roll — The numbe Page 36
be applied to Intruders

Intruders in the Corridol
rolled on the Burst die

1.2, 304.
it per Adult and 1 Hit p

A Critical hit. actly 2 Hits per Drone. LANDER AND
ber of Hits to the Queq Page 37
A A A A Normal hit that sometimes kills.
solved differently depe
| 35]
A\ You've lost too many bullets. h 1 Hit and Drones with
e Intruder pool. END OF
b the Queen advance thg THE GAME
Note: Larvae and the Queen are dealt Hits the same way, but their Pade 39
Health is resolved differently. For details see the next page. g
SPEND mbol, check for any ag MISSION TASK
An Ammo token can be spent twice before it's the used Weapon or A Pageli
donlotad 1f uouboug Amma talan and tha , this symbol does not d
game InStructs you to spend it —Tlp It Note: The ( ) is on the same face of the Burst die as the 4| - roll-
If you have a half-full Ammo token and the game instructs you ing this result means applying both 4 Hits and the additional effects. MODES
to spend it — discard it. PagelEl

Page 40



In dire situations, a Character (f.?‘:\) may choose to Melee Attack
an Intruder (&) in the same Room. This should be done only as
a last resort, because if the Intruder lives through the Attack it will

ry to retaliate.
0 perform a Melee Attack resolve the following:

Gain 1 Contamination card — Getting that close to Intruders
is always a bad idea.

Choose a target — This must be an Intruder in the same
Room as the Character.

Deal 1 Hit — Place 1 Universal marker next to the Intrud-
er’s base.

Make a roll — Roll a Shoot die and resolve the result to check
if the Intruder dies.

AL\ Critical hit.

A A A A Normal hit that sometimes Kills.

A\ Ineffective attack.

Note: Placing a Malfunction marker on a Weapon that already
had one destroys the Weapon.

Note: Larvae and the Queen are dealt Hits the same way, but
their Health is resolved differently. For details see below.

HEALTH OF OTHER

INTRUDERS
LARVA HEALTH

DRONE HEALTH

INTRUDER HIT MARKERS

An injured Intruder moving to a Corridor discards all Hit mark-
ers they may have had.

QUEEN HEALTH




QUEEN HEALTH CARDS

If there are no cards here:

Remove the Queen’s model
and flip the Intruder Help sheet
to the black side.

[f there are no Eaas here]
The Nest is now destroyed. The Queeniis now dead] LIFE SUPPORT Pages 12-15

EGGS IN THE NEST

=

QUEEN HEALTH ce (or 3 is

b a result of

arker back

is consid-

QUEEN HEALTH CARDS

QUEEN ACTIVATION

utorem e enaracre : e Al ovement (if
there is any)

> If there is still a tie, then out of possible Characters, the one
that is first in Turn order.

/ L




CONTAMINATION CARDS

Contamination cards are one of the undesirable consequences of in- HIDDEN IEAX

teracting with Intruders (¥%). Some effects, such as Intruder At Each Contamination card contains hidden text that remains a secret unti
o — L E=u

USING SCANNER

CONTAMINATION

CONTAMINATION

SHBALD
1esHBAL

INFECTED
185

s5f
1GHWAET
11SFEW

When a Co
acter’s disd]
Contaminaf
two ways:
1. The INFECTED BY LARVA

cardg

be g

The

tion
mo
More on In

fects, such as the Surgery Room.




Note: The effect of the Exploration Robot is the only exception, allow-

ing it to Explore a new Room — it could make a Noise roll in that case.

LANDER AND ANTI-AIRCRAFT SYSTEM
ﬁ LANDER

INACTIVE

ACTIVE

Note: This is not a collaborative decision! It is enough for 1 Character
to decide to Launch the Lander.

Pages 12-15

19-23

T

CONTAMINATION
CARDS
Page 36

LANDER AND
ANTI-AIRCRAFT
Page 37
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PagelEl
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There are several Procedures that
Any time the game instructs you to
ply follow the steps below.

The Infection Procedure is used to
becomes infected with a Larva.

The Infection Procedure is always p
but may also sometimes be perfori
by using the Rest Action card).

To resolve the Infection Procedure:

1. Scan all Contamination carq
2. Look for the word “INFECTH

— If you find the word “Inf
place a Larva on your C
one already.

— Ifyou don’t find such a

3. Place all Contaminations in
pile.
More on Contamination card

The Eclosion Procedure is used to|
and Kills a Character in the proces§

The Eclosion Procedure is always
but may also sometimes be perfor

To resolve the Eclosion Procedure:

1. Draw 4 cards from your Act
2. Check if any of your cards i
do not scan them.

— If you don’t have any Co
alive. Discard all cards f
— If any of the cards in yo
your Character dies.
If a Character dies this way during

Room. It may result in an Intruder
in the same Room.

The Facility is installed with an Autg
emergency. It can be easily turned ¢
task, because it requires a compld
tor Room.

When the Procedure is Activated|
ken (‘Q‘) on the Round track 5 sp
marker (there should be 4 empty s
and the Autodestruction token). If
the Round track, place the Autod
space — the Autodestruction activa

When a Round marker moves to thg
tion token, the Facility is destroyed

The Autodestruction Procedure ma;

PROCEDURES

DURE

PROCEDURE

ESCAPING/HIBER

must (@mong other things) Escape

der in the Landing Zone.
bernating in the Hibernatorium. This
ibernatorium is Active ((FJR®)).
ugh the Escape Shuttle.

use one of the 3 aformentioned
roll as a part of that Room’s effect.
rule:

ere is an Intruder (é) in the same

, the Action is unsuccessful and
b Room.

Note: Anti-Aircraft systems do not interact with the Escape Shuttle
in any way.



OBJECTIVES AND
END OF THE GAME MISSION TASK

Pages 8-11

| e
VENI, VIDI, VICI

The Nest (Section C)
must be destroyed.
=

IVE

" The Mission Task must be filfilled. F \
I Mis&BN OBJECTIVE

Note: A Character may have gained a Larva during the game or during
this Sequence.

4 Al ;EJ_; who Escape from the Facility 5
must be carrying at least 2 Eggs
intotal among them
{no matterifthey Survive after Escaping).

Note: If a Character has not chosen an Objective until that point, they HESIQRGELASK

simply do so now (before other players reveal their Objectives).

acter has their own ambitions and
e are rarely set in stone. Objectivi
ring the game.

I!
I nll
|||‘N

Miss| is @ common mission for |0
ht the start of the game and can ne
.
ask is not always available to all Ch
bjec_twg cards, if chosen by a playe] rm—
e Mission Task. r—
Objectivg come in 2 types listed bel T
ch player is dealt 1 random Objec
e game players must make a choi] BUBOT
. l fulfill all the requirements on that rage 3]

E: . ‘ﬁ ; 'hoosing an Objective: see page 13.
e 2 —— ‘, A M — It is often co

sk in some way. Most often it requi
b fulfilled.
P — This card may fe
pns for a Character to fulfill.

LANDER AND

Page 37

of the Game check would leave them dead in the process.
Characters that have Hibernated do not Escape the Facility.

ADDITIONAL
MODES
Pagell

ICON GLOSSARY
39 Page 40




This mode increases the difficulty of the game
in the standard and in the Solo/Coop version of

If you wish to play with this mode during the gal
dard Noise values and the second, smaller N
|

Corridors are treated as having both of those Noisqg
This means that Noise rolls are much more dange
Intruders appearing and entering Rooms are higl

Note: Secured Corridors still have only one value of 0.
For the sake of any tie-breaks use only the sta

RULES

While Nemesis shines as a semi-cooperative
also play it in fully cooperative mode, or even §
special Solo/Coop Objectives are used.

Apply the following changes to the setup of the

1. Instead of placing a random Mission
place a number of random Solo/Coo
equal to the number of Characters taki
Do NOT draw standard Objective card
in this mode.

To win, all Mission Tasks must be
must Survive.

Note: If there are multiple Objectives requiring you to fulfill the same
requirement (such as gaining a Data token), that many Characters
must do so and Survive.

In this fully cooperative mode, the
a special AutoDoc device, allowing
death person.

Whenever one of the Characters dig
knocked over and discard all their |
containing the model, another Cha
them by discarding 1 additional Acf
If a knocked over Character model §
(and no Intruders and no Malfunctio

back up, discard all Serious Wound§
the left-most space of the Injured sq

Note: There may be a situation in which the Tasks require you to have
more Data tokens than there are starting Characters in the game. In

that case simply gain as many as there are Characters in the game.
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