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AT THE DAWN of humanity, when the fires of the civilizations to come
had yet to be kindled, tribes of cavemen and cavewomen roamed the
vast and untamed wilderness. They lived in harmony with the land, drawing
sustenance from its bounty and carving out their existence amidst towering
forests and sweeping plains.

But as the ages passed, the tribes began to intertwine, their paths converg-
ing like the rushing streams that carved through the rugged terrain. It was
a time of great change, a time when the bonds of kinship were tested and
new alliances forged. Yet amidst this merging of tribes, there arose a primal
urge, a fierce desire that burned within each member of these ancient clans
- the desire to lead, to stand at the forefront of their people and guide them
towards greatness.

And so it was decreed that a trial of strength and bravery would be held, a
test to determine who among them was worthy to lead. The challenge was
simple yet daunting: hunt down the mightiest beasts that roamed the land,
prove their prowess as hunters, and claim the title of leader for their own.

Among the creatures that stalked the wild, none loomed larger or more fear-
some than the Moogh - a towering behemoth whose thunderous footsteps
echoed across the plains. This colossal beast was both revered and feared,
a symbol of strength and power that would test even the bravest of souls.

And so, with hearts filled with determination and spears held high, the
cavemen and cavewomen set out on their hunt. Through vast plains and
treacherous swamps they journeyed, their senses honed to a razor’s edge
as they tracked their quarry. Each step brought them closer to their goal,
closer to the chance to prove themselves as the mightiest of warriors.

As they ventured deeper into the wilderness, the air thrummed with antici-
pation, the tension mounting with each passing moment. For they knew that
beyond the next hill, beyond the next bend in the river, awaited the ultimate
challenge - a showdown with the legendary Moogh.
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TRIBES OF CAVEMEN and cavewomen are
joining forces. To decide who should lead
the new combined tribe, they will hunt down big
beasts and the most savage team may then claim
the leadership of the tribe - if they survive the hunt.
With your tribe, try to be clever, anticipate, take
your actions and throw dice in order to take down
the big beasts.

" GAME FORMAT
You can play either in a campaign, or in skirmishes.
If you choose the campaign format, play the scenarios
~ from the Scenario booklet in order (and follow the
' special rules explained in the Scenario booklet). If
- you choose the skirmish format, play the scenario of
your choice. No campaign rules will apply. Whether
in campaign or in skirmish, you can play any scenario
solo, cooperative or competitive (see p.16).

~ DIFFICULTY

- Each scenario may be played either in Tracker,
Hunter or Predator mode.
If you are just discovering the game, we advise you
to play in Tracker mode. As soon as you feel more
daring, you can experiment with the Hunter mode!
4 And if you are bold enough, then Predator mode
~ might be for you.

" Hunter and Predator modes
The difference between the Tracker mode and the
Hunter or Predator modes is outlined in the setup
~ (there may be more beasts, tougher creatures
~ and/or beasts with more life points in Hunter and
~ Predator mode), and lies in the fact that the beasts
~ will activate more often. Brace yourselves, this
~ won't be easy.
- When you play in the Hunter or Predator difficulty
- mode, you must, for each beast, shuffle its extra turn
order card (with this symbol @) with the basic turn
~ order cards. This way, beasts activate more often.
- The difference between Hunter and Predator
odes are that in Hunter mode, each caveman and
vewoman starts with a rage token. In Predator

de, they do not. ;
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COMPETITIVE PLAY
From here on, we will detail how to play
competitively. The general rules are the same for

competitive, cooperative and solo games, so read
these rules no matter the way you want to play. If
you are looking for cooperative or solo-specific
rules, see p.16.

END OF THE GAME
The end of the game depends on the play you

choose.
In competitive play, the game ends immediately if:

+ you have fulfilled the objective(s) of the scenario.

+ the objective(s) of the scenario cannot be fulfilled
anymore (for example, if you must kill a big beast
but it runs away from the board).

+ there is only one remaining tribe (the other tribes
have lost all of their cavemen and cavewomen).

WINNING CONDITIONS
When the game ends, check these conditions to
determine who the winner is:

+ If there is only one remaining tribe, this tribe wins!

¢ If the objectives of the scenario have been
fulfilled, or if at least one beast was killed, the
tribe (@among the remaining ones) which has the
most savage points wins!

o If the objectives of the scenario have not
been fulfiled and no beasts were killed,
everyone loses.

In case of a tie, the tribe with the most cavemen
and cavewomen still alive wins. If there is still a tie,
the tribe with the most uninjured characters wins.
If a tie still cannot be resolved the tied tribes share
their victory and rule together.



1. choose your tribe members according to the
number of players:
2 players — each of you chooses and controls a
tribe (one leader and one sidekick )
3 and 4 players — each of you chooses and
controls a leader
4 players (2vs2) — each team chooses a tribe
(one player controls the leader, and the other
the sidekick)

2. Then, each of you places their cavemen and
cavewomen uninjured side faceup in front of
them. Each of you takes a cube - in the color
of your tribe - for each of your cavemen and
cavewomen.

3. set up the board in the center of the table, as
indicated in the scenario.

4. Place the standees for the beasts as indicated
in the scenario.

5. Take the beast action cards corresponding
to the beasts in play and place them next to
the board. Choose the faceup side of each
card at random. Finally, place an action
disc on the bottom left space of each card -
unless the scenario specifies a higher starting
rage level. In that case, place the disc on
the indicated row, on the leftmost space.

6. Take the beast cards corresponding to the -

8. Starting with the last caveman or cavewoman

9. Place a supply of rage tokens and savage‘_

10. Shuffle the idea cards and place three of .

7. Take the turn order cards for each beast,

Place a health die (red die) on the health icol
of each beast action card. It must show the
value indicated in the scenario. This is the
beast’s health. Ve

beasts in play and place them next to the
board as well. L
caveman and cavewoman in play. Rememberto
take an extra turn order card for each beast if
you play in Hunter or Predator mode. Place them
in a random order, following the turn start card.
Place the turn marker below the turn start card.

in the turn order, and continuing until the first
one, place your cavemen and cavewomen
on the board. To do this, look at the scenario-"k
you are playing and place them anywhere in :
the area colored in green. You cannot place
your caveman or cavewoman in a space
where another one is already standing. :

]

point tokens within reach. Place the bone
dice near them. &

them faceup on the table.

I1. you are playing in Hunter mode, aII

cavemen and cavewomen receive a rage G
g
token to start with. F
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 three phases:

1. APPEASEMENT PHASE
Ignore this phase during the first round

+ Roll a die for each beast to see if its rage changes.

The game is played in rounds, alternating between players and the beasts. Every round is divided into

3. ACTION PHASE
At the beginning of the round, the turn marker is
always on the leftmost card.

- i + The caveman/cavewoman or beast corresponding
Decrease the beast’s rage level once. This i . !
to this card takes their actions.

does not trigger an action.

em— « If it is a caveman or cavewoman, carry out O,
x Increase the beast’s rage level once. This 1 or the 2 actions linked by their action cube.
-~ | does not trigger an action. You may carry them out in any order, and

<& 1 none of them is mandatory (see cavemen and
o III Nothing happens. cavewomen actions below).

A 3 ) - If it is a beast, perform its actions (actions of
¢ Move the first card of the turn order (either a the beasts, p14). They are mandatory.

beast card or a caveman/cavewoman card) to
¢ Move the turn marker to the following card in the

4 the end of the row.

A turn order. The caveman/cavewoman or beast
corresponding to this card takes their actions,
and so on until every character and beast has

- played. Then, a new round begins.
2. PROGRAMMING PHASE »
K This phase is simultaneous. All of you play it at
- the same time.

‘.
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¢ Take your action cube(s) and place a cube on
each of your cavemen/cavewomen. To do this,

place it on the colored space between two icons.

~ The two icons linked by your cube are the actions
your character will attempt in the next phase.
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‘WOMEN ACTIONS .

When it's your turn to carry out your actions, you may perform 0O, 1or the 2 actions linked by your action cub
in any order. There are two kinds of actions: basic actions (Move and Think), and bold actions (every othe
action). When you perform a basic action, you simply perform the action, without any conditions. When you

e

perform a bold action, you have to roll one or several dice in order to see if you succeeded or not. % -

m You need to obtain this

' symbol on at least one die to
succeed in your action. Any
extra symbol rolled isn’t taken
into account. If you do not roll
any of the indicated symbol,
the action fails and nothing .
happens. o

The icon indicates

which action you_’re/_,

performing.

Roll this many dice
when performing the /
action. Here, you roll

6 dice.
If there is this icon, subtract one die to your action

for every space between you and your target.

' ] CAVEMEN & CAVEWOMEN CARDS
An.lACEN" 1Y { Leader icon il Placeholder for

your action cube

Adjacency will come up a few times
throughout this rulebook. You are
- considered adjacent to something
when you are orthogonally or
diagonally adjacent. Both are always
considered valid.,

Reminder of
- the leader skill

Placeholder for
your action cube



Rur; towards the beast like the
intrepid hunter you are, or run
away if the beast seems too
angry!

-'n This is a basic action. No dice roll is needed.

- Move your character up to two spaces.

‘When you move them, place them in any adjacent
space. You cannot move to a space containing a
boulder, a cliff, another caveman/cavewoman or a |
~ beast. You cannot exit the board either. ]

If you are standing on a beast, you can move to
~ any space adjacent to the beast.

.

% A

" just used, leave it with the other idea cards.
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Take the time to observe your
environment and make something
out of it.

This is a basic action. No dice roll is needed.

Draw two idea cards and choose one that you
reveal and add to the other idea cards. Discard
the one you did not choose. Then choose one of
the idea cards. If you meet its conditions, apply
its effects.

Ideas are shared, so do not discard the card you've

P
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REST
Even seasoned hunters need
some rest when fighting such
creatures!

~ You must already be injured.

4 A If you obtain a symbol indicated in the red splash,
you rest and heal yourself. Turn your character
~ card to its other side.

,.

N

With this recipe, a dying saber-tooth
tiger would be back on its legs!

You must be adjacent to an injured caveman or

- Cavewoman.

p 0 you obtain a symbol indicated in the red splash,
- you heal them. Turn the card of the character

HEAL ]

~ you've just healed to its other side. This character
~ immediately benefits from a free action of their 4

{
)

- : _choice, chosen from the actions they can perform. |

g~

|

5%

MAKE A TRAP

No need to run to your death.
If you place this trap there, this
might be as effective as any
spear.

You must be adjacent to at least one empty space.
If you obtain a symbol indicated in the red splash,
you make a trap. Place a trap token on an empty
space adjacent to your character.

| If a beast moves onto a trap:

# Its turn immediately ends.
¢ Get 1 savage point.
+ Reduce the beast’s health by 1.

¢ Increase the beast’s rage by 1 (move its action
disc up one space).

' & The beast performs the action on which its action

disc landed (see actions of the beasts, p.14).

¢ Remove the trap token from the board.

(i
- If a caveman or cavewoman moves onto a trap,

' they get injured (see Being injured, p11) and you
remove the trap token from the board.
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Try to hit your fierce opponent J \ L) Grab the sharpest thing around

4

? with all your strength. and throw it at your prey. o
@ < G '

You must stand adjacent to the beast You must be able to see a beast in a straight lin

you are trying to hit. Look at how many from where you are, orthogonally or diagonall
dice are associated with this action, (see example below).

and then: ﬁ Look at how many dice are associated &3f

+ Add 1 die to your attack for each weak spot with this action, and then: @ﬂ i

shown on the beast card at the location you are

# Subtract 1 die from your attack for each defense u
attacking from (see around the beast, p13). #

the beast has on the line where the action disc is. .
# Subtract 1 die from your attack for each defense Do not take into account the defense u and
u the beast has. They are shown on the beast weak spots [#3 on the beast card. ]

: : ) Past s 5
action card, on the line where the action disc is o Subtract 1 die for each space between your
as well as on the beast card at the location you

: ; caveman/cavewoman and the targeted beast.
are attacking from (see around the beast, p.13). Do not subtract anything if you are adjacent to
You must subtract both.

the beast.

WHO CAN YOU SEE ?

If you obtain a symbol indicated in the red splash, you hit
the beast!

* Get savage points for your successful hit (see savage

points, p.11).

¢ Reduce the beast’s health by 1.

¢ Increase the beast’s rage by 1 (move its action disc up

one space).

# The beast performs the action on which its action disc
landed (see actions of the beasts, p.14).

STAB EXAMPLE

Your caveman is standing behind the beastn He
is attacking from a corner, which is represented
by the highlighted space on the beast card E
This space is part of the red area. Therefore, he
benefits from a weak spot , which means he
should roll an extra die. But the beast’s rage is at 2,
so the beast has an extra defense u B You roll
4 dice, as indicated in your action n because the
weak spot (+1 die) and the defense (-1 die) cancel
each other.

You obtain g} ij ij ijso you hit the beast!

You get 1savage point, the beast loses 1 health, its
rage increases by 1 and it performs the action the
action disc landed upon (w ).

A\
" i '.
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T Y 10 -
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‘CLIME
Climb onto the beast to find its
weakest spot! But be careful.
If the beast shakes, you are
going down!

You must stand on a space adjacent to a beast.

- You must also check on the beast card that you are

- not standing on a space where it's impossible to
climb from (see example beside).

If you obtain a symbol indicated in the red splash,

you climb on top of the beast!

If there was already a caveman/cavewoman on
¥ - top of the beast, exchange their position with your

. ' caveman/cavewoman.

If you are standing on top of a beast, you may only

perform move and stab actions.

SEDATE
Your knowledge of herbs is
impressive. You can easily calm

/7 TAUNT
2 If you can draw its attention,
maybe it can trample a person

L% any beast with this concoction... or two...
e If you can hit the beast with it.
;‘
U
i You must be able to see a beast in a straight line from where you are,
, "’ orthogonally or diagonally.
-«
¥ Look at how many dice are associated with this action, and then:
-2 # Subtract 1 die for each space between your caveman and the targeted
i e
X beast. Do not subtract anything if you are next to the beast.
: + This is not an attack, so do not take into account any defense u or
" weak spots ).
"
g

I, ~ If you obtain a symbol indicated in the red splash,
~ you sedate the beast!

+ Ifthe beast’s rage is above 2, reduce it by 1. Move
its disc to the icon directly below.

3 .'.T-h,is does not trigger an action of the beast.

is way, you will lower the defenses of the beast

‘_‘“ t v UL -_.'-‘. B 4 lA’. \

If you obtain a symbol indicated in the red splash,
you taunt the beast!

¢ Rotate the beast 90 degrees towards your
character.

o lf you were directly behind the beast, choose

which way you rotate it.

L -y ~ heA [T, LSl

¢ This doe_s-‘ not trig
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" OTHER IMPORTANT RU

SAVAGE POINTS BEING INJURED

b
In a competitive game, you need them to win. Show At the beginning of each game, your cavemen and

your strength and gather as many as possible! cavewomen start uninjured (their illustration has nab' -
Each time you earn a savage point (SP), take an SP  blood on it). -
token and keep it with you. It is shared with your

If your character was uninjured when they take an

whole tribe. injury:

’

Here are the different ways to earn SPs:  Flip their card injured side up. Reposition their

¢ When you hit a beast, earn one SP. action cube immediately, anywhere you want.

When you hit a beast from above, earn an o Take a rage token and place it near the injured
additional SP. character.

¢ When you hit a beast while being in front of it, & Earn one SP for the heroic act. ¥

earn an additional SP. You cannot earn this bonus ¢ your character was already injured when they 'f'

with a trap. take an injury, they are knocked out and removed
from the game. Your tribe still earns one SP for
their bravery. e

RAGE TOKENS
When a caveman or cavewoman gets injured, they
get a rage token.

Each character may not carry more than one rage i -
* When you deal the lethal blow to a beast, earn  token at any time.

iwo additional SPs. You can discard a rage token in order for your

* When one of your cavemen or cavewomen gets  character to do one of these things:

IR i s L% + Re-roll all of your dice. g

¢ Move up to two spaces for free during your turn.

+ Try to save themselves. If your character would .
be knocked out, roll a die. If you get a EJ
ignore the injury. Otherwise, your character is
knocked out.

« Try to stay on top of a beast. If your character

would be sent flying away, roll a die. If you

get a @, your character stays on the beast.

Otherwise, they are sent flying away (see

Shake, p.15).

B

LEADER SKILLS
Each tribe leader has a passive skill, written
on their card. Make good use of it.
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TERRAIN

Successful attacks from bushes do
not increase the beast’s rage.
Bushes are not obstacles.

WATER / MUD

Some elements on the board have effects.
Each step you take into water or
mud is difficult.

4l
] . Every time you enter a space

containing water or mud, roll a die. On a ij,
~your movement ends immediately. Beasts are not

affected by water and mud.
/ . affected by trees. They can stand on
a space with a tree.
~ On the other hand, trees are obstacles for beasts.
They cannot stand on a space with a tree.

TREE

Cavemen and cavewomen are not

Boulders are obstacles for cavemen/
cavewomen and beasts. They cannot
stand on a space with a boulder.

HUTS
They are used in some scenarios.
They are not obstacles.

CLIFF

g Cliffs represent a shift between a
1| lower (bottom) and a higher (top)

g elevation.

- A caveman/cavewoman cannot move from the
bottom to the top. A caveman/cavewoman cannot
- voluntarily move from the top to the bottom and
~ if they are so involuntarily pushed, they are
~ knocked out.
Beasts can move from the top to the bottom but
if they fully move from the top to the bottom,
they immediately die. Try to work that to your
advantage!

HE BEASTS __

Lo

SIZE

During your hunts, you will encounter both small
beasts and big beasts. Each scenario will tell you
which beasts you have to defeat in order to reach
the end. It’s pretty easy to recognize the beasts:
small beasts take up one space on the board,
while big beasts take up four spaces (2x2).

ORIENTATION

At the beginning of the game, place the standee
of each beast and their respective beast card in
the same orientation. This means the beast card
must be oriented so it faces the same edge of
the board as the beast’s standee. This will make
it much easier to see where weak spots and
additional defense apply, as well as which spaces
are impossible to climb from.

Every time a beast turns, turn its beast card in
the same direction.

ANGER

The beasts may have different versions of
themselves. Not all of them, though.

Usually, a calm beast is easier to defeat than
an angry beast ‘ But both types will have their
rage increasing when they are injured, so be
careful either way.

There is also a nice small Moogh ‘ This one is
not a huge threat. But if you are playing with kids,
you may want to replace a beast with the small
Moogh to make the game easier.

HEALTH

Each beast has a beast action card. The scenario
you're playing tells you with how much life each
beast starts with. Place a health die (red die) on the
health icon of each beast action card. It must show
the number indicated in the scenario.

Every time a beast suffers damage (by being hit or
walking into a trap), lower the die’s value by one.
When a beast loses their last health point, they
are killed. Remove them from the game along with
their turn card(s).



DEFENSE
When you perform an attack on a beast, roll 1 less
die for each defense u the beast has.

¢ For a throw, take into account the u indicated
on the beast action card, on the row of the
action disc.

¢ For a stab, take into account the u on the
beast action card, just like a throw, plus the u
indicated on its beast card at the spot you are
attacking from (see “around the beast”).

TOP

When your character climbs on top of the beast,
move it onto the beast card. On the beast’s back,
there are weak spots. When you perform a stab
from the top of the beast, you benefit from these
weak spots, so you will roll more dice, with a better
chance of hitting the beast.

When you are on top of a beast, you can only perform
move and stab actions. If you perform a move, you
can move to any space adjacent to the beast on the
board. If the beast moves while you are on top of it,
your character stays and moves along with it.

There can only be one character at the top of a
beast. When you climb on top of a beast, if there
was already a character on top of it, place them
in the position your caveman or cavewoman came
from. In other words, you swap the positions of the
two characters.

RAGE

The beast’s rage determines
how many actions it will take
on its turn and how much
defense points the beast has. ©
This is all indicated on the left
u and right & of the line the action disc is on.
When you have to increase the beast’s rage, move
its action disc onto the space directly above it n
When you have to decrease the beast’s rage, move
its action disc onto the space directly below B

If you moved the action disc because you hit the
beast, then it immediately performs the action on

which the disc landed. \

Maximum rage — If the beast is already at ii
maximum level of rage and you hit it, move its
action disc one step to the right and the beast
immediately performs the action on which the
disc landed. o

AROUND THE BEAST
When you want to stab a beast or climb on top of -
it, the space you are standing on is very important.
Depending on where you are, you might benefit
from bonuses (E#d), the beast might have extra ‘_
defense points (E), or it might be impossible to
climb on top of the beast ( Ik :

Look at the beast card to see whether any of‘,
the above applies. Big beasts are surrounded by '
twelve adjacent spaces, while small beasts have'.
eight adjacent spaces. All these adjacent spaces
are indicated on the beast card. '

Each beast has four sides. The front side and back"‘: ;
side include the corner spaces, which is why these 2
spaces have the same color on the beast card.

A symbol in a space on the front side of the beast
applies to any space on the front side. A symbol
on the left side applies to any space on the left

side, and so on. .
ir,

ACTION RESOLUTION 4
When it's a beast’s turn to play, it will perform
actions. The amount of actions it performs depends s

on its level of rage. On the right
of the card, on the row the action
disc is on, the number of arrows
determines the number of actions
the beast will perform this turn. 4

 *

Each time the beast has to perform an action,
move the action disc one step to the right and g
perform the action corresponding to where the A--f
disc is now (see actions of the beasts, p.14). ";','

If the beast has to perform several actions, :
perform them in order, one after the other. il

When the action disc is on the rightmost space
and you need to move it to the right, place it on

the leftmost space of the same row.
. A

§ o s it
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~ When it's a beast’s turn to perform an action (move
- its disc one step to the right), or when a beast gets

injured (move its disc one step up), the beast performs
the action on which the action disc has landed.

A MOVE FORWARD

The beast moves forward as many spaces as there
are arrows. If it encounters an obstacle (see below),
then its movement stops.

- Any caveman/cavewoman or small beast in the
moving beast’s path is pushed to the closest side.
Push it orthogonally if there are no obstacles on
the space it is pushed to. If the space is occupied
by an obstacle, move it to the nearest free space

- of your choice.

- When a caveman/cavewoman or small beast is

pushed into an obstacle, it gets injured.
If a caveman/cavewoman or a small beast is
& pushed by a small beast, roll a die. On a y_]} they
- are pushed to the right. On a iJ or i} they are
pushed to the left.
E If a beast moves entirely out of the board, it has
escaped. It then leaves the game.
A

~ EXAMPLE - MOVEMENT OF A BEAST

Here, the beast should move three spaces forward.

- Because of the boulder, it will only move two

spaces. The caveman in the path of the beast is
pushed to the left of the beast (it is pushed to the

- closest side of the beast). Since there is a second

~boulder, the caveman gets injured and you choose
0 move him to the right of the boulder. Because of

e injury, flip his card to the injured side, and earn
BRateospoint andioperageloken,

23

Obstacles — They are different if you are
looking from a beast’s point of view, or
from a character’s point of view. For beasts,
obstacles are boulders, big beasts, trees and
the bottom of cliffs. For characters, obstacles
are boulders, cliffs, beasts (any size) and
other characters.

V¥ MOVE BACKWARD
This works the same way as Move Forward, but
the beast goes backward, without turning around.

s, L "N by
@ SEEK FREEDOM
The beast tries to find an escape route to flee!

In order to determine which path the beast will
follow, look for any obstacles. For each direction
the beast could take, except backward (forward,
left and right), count the number of spaces
without obstacles from the beast to the edge of
the board.

As big beasts take four spaces, each direction
has two rows to take into account. To count
the number of spaces without obstacles in a
direction, only take into account the row with the
nearest obstacle from the beast.

The beast turns to face the direction of the
longest path without obstacles on it. If this path is
on the left or right, turn the beast. If it is forward,
leave the beast as it was. If there is a tie among
the longest paths, the beast cannot decide and
makes a U-turn instead.

EXAMPLE - SEEK FREEDOM
Here, the Moogh has obstacles
forward, on its left and on its
right. The beast should turn left
or right, since there are two free
spaces before an obstacle, and
there is only one forward. But as
the beast cannot decide, it turns
backwards and hopes there will
be a path out that way.




<® LOOK FOR A TARGET

This action works the same way as Seek Freedom,
except that the beast will turn to face the closest
caveman or cavewoman instead of the closest path
to escape. If the beast can’t see any target, it makes
a U-turn. If there is a tie for closest target in front of
the beast and on its side(s), it will not turn. However,
if there is a tie for closest target to its right and left
side, rolla die. On a [II, the beast turns to the right.
Ona iJ‘or ¥ | the beast turns to the left.
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& TRAMPLE A TARGET
When several icons are together, start resolving

the bottom-most icon. Here, the beast looks for a
target first, and then it moves forward two spaces.

& ATTACK

For each ®=icon , the beast attacks once.

When the beast attacks, roll one die to determine
which section the beast attacks. Look at the beast
card to see if the symbol rolled corresponds to the
front of the beast, to its sides or to its back.

Each caveman/cavewoman or beast standing on
an attacked spot takes an injury.

& BITE
Any caveman or cavewoman adjacent to the
beast and standing in the space in front of it (or

any of the two spaces in front of the big beast)
takes an injury.

i - -
‘o CLAW
Any caveman or cavewoman adjacent to the

beast and standing in a corner around it takes
an injury.

‘ dQes nothlng

9 1AL swipe

Any caveman or cavewoman adjacent to the
beast and standing in any of the three spaces
at the back of it (or any of the four spaces at the 4
back of the big beast) takes an injury. 3

‘A" SHAKE
If there isn’t any caveman or cavewoman on top
of the beast, nothing happens.

But if there is a character at the top of the beast, 4
they are sent flying away. On the right of the
beast action card, on the row the action disc is
on, the number of arrows determines how many
spaces away the character is thrown. o

To determine in which direction the character is '_
thrown, roll a die. On a @ they are thrown to the
right of the beast. On a <} they are thrown to
the left. On a ij, they are thrown in the direction .‘
the beast is facing. There are always two possible
rows (in any direction) from the top of a big beast. '
The character’s controller chooses which row to 4
take. If the character encounters an obstacle (i.e.
a boulder, a cliff, a beast or another caveman) _"_
or reaches the end of the map, they stop and
become injured. Then, move the character to the
nearest free space.

Remember you can avoid being thrown away by 4
using a rage token and succeeding the roll (on a g])._
[ MAKE A U TURN

The beast turns in the opposite direction. ,';'

“" 1 MAKE A RANDOM TURN

Roll a die. On a m} the beast turns right. On a i]
, it turns left. On a ‘_} it doesn’t turn. It stays on the
same space in each case. o

ZZ7Z SLEEP

3 }
The beast is either confused or really relaxed
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" END GAME
When playing solo, the game ends immediately if:
+ you have fulfilled the objective(s) of the scenario.

+ the objective(s) of the scenario can’t be fulfilled
anymore (for example, if you must kill a big beast
but it runs away from the board).

+ you exceed the time limit.

. WINNING CONDITIONS

If you have fulfilled the objective of the scenario,
b ;‘ you win! In any other case, you lose.

- SETUP
y ' Only the parts differing from the usual setup are

listed below. Otherwise, set the game up as usual.

1. Choose your tribe members depending on the
- difficulty level:

Hunter mode — take four cavemen/cavewomen.
~ One of them may be a leader, the others must be
sidekicks.

. Predator mode - take three cavemen/cavewomen.
=5 One of them may be a leader, the others must be
~ sidekicks.

You may not play in tracker mode.

2. Then, place your cavemen and cavewomen

¥ 1. faceup in front of you uninjured side up. Take a
-4 ~ cube - of any color — for each of your cavemen
ol and cavewomen.

- APPEASEMENT PHASE

; When playing solo, there is a time limit you should
~ notexceed. Otherwise the sun sets, the beasts flee,
- and you lose the game. During the appeasement

phase (the first phase), place a savage point on the
- turn start card. Ignore this on the very first turn.

: ~ If a beast has fled on the previous turn, place three
: ' savage points on the turn start card instead of one.
'he'n you have placed a savage point this way,

eck how many savage points are on the turn start

'. If there are as many or more points as the time
A e i oy oo T S . T
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limit indicated in the scenario you are playing, the
game ends and you have lost. Otherwise, start a
new turn as usual.

There are no other changes in the rules for the
solo play.
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COOPERATIVE PLAY

This plays exactly the same way as the solo
play, except that step 2 of the setup depends on
the number of players, and not on the difficulty

chosen (you can only choose between Hunter and
Predator mode, though):

Choose your tribe members depending on the
number of players around the table:

2 players — take one leader each.

3 players — take one leader and two sidekicks in
total.

4 players — take one sidekick each.

Then, each player places their cavemen and
cavewomen faceup in front of them uninjured side
up. Each of you takes a cube in the color of your
character.

Nothing else changes. 44‘:-\
e :9,\
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