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In Isles of Terror, players adopt the role of a captain and 
lead their expedition of soldiers and pioneers into fabled 
adventures on mysterious isles.

Every adventure takes the players to new islands, each with 
their own threats and discoveries. By conquering new areas 
through skilled negotiations or combat you may then raise 
camps and strengthen your different positions on the isle.

Your journey starts with the enclosed adventure book “The 
Dagger of Tza’Tanosh”. This first adventure is set during 
the Seven Years’ War in North America and encompasses 
the years 1754 to 1762. It will take you deep into an alter-
native reality of that time containing occult rituals of native 
tribes, demonic invocations, magic artifacts and a long-lost 
bloodline of original conquistadores.

Players have a choice between several adventures that 
can either be played separately or as part of a campaign. 
The goal of the game is always to complete the adventure 
related victory conditions and to be the player with the most 
victory points by the end of the game.

The campaign mode also offers the chance to gain unique 
advantages for upcoming games and tell an intense, over-
arching story at the same time.

The following rules describe the competitive game. Isles of 
Terror can also be played cooperatively or as a solo variant. 
Those rules are mentioned at the end of this rulebook.
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Bonjour, landlubbers! My name is Pierre and a long time ago I was the first mate of captain Funès. So, you really 
do want to travel to the Isles of Terror, do you? Well, I cannot say that this is a mighty good idea, but go on if you 
wish and make your own experiences. I will try my best to help with words and deeds whenever I can.

Isles of Terror™
by Martin Müller & André Schillo

Game & Rules Design
Martin Müller & André Schillo

Background Development
André Schillo, Marcus Pohlmann

Layout & Graphic Design
André Schillo

Cover Artwork
Hauke Kock 

Illustrators
Hauke Kock, Anna Wedler,
Maurice Wrede

Logos & Iconography
Hauke Kock, André Schillo

Editors
Marcus Pohlmann, David Fisher,
Gerd Blase, Trevor Hollingsworth,
Krista Griffiths, Raoul Hippchen,
Simon Hosseus

Playtesters
Raoul Hippchen, Simon Hosseus, 
Michael Klein, Marc Wesemann, 
Marcus Pohlmann, Anja Paaßen,
Matthias Winges, Stephanie Krayer,
Fabian Ries, Dirk Scheidemantel,
Nils Ziegler, Christian Metz,
Tanja Klingspohn, Tina Hofmann,
Susy Hirschmann, Jessica Rühl,
Benjamin Herrmann, Frank Müller,
Alexander Schillo, Dirk Schöneberger,
Vincent Schöneberger, Bernd Siegel,
Andy Cezanne, Sebastian Gräßer,
Nico Bludau, Bettina Faber-Frenzel,
Simone Fritsch, Julia Niebergall,
Alexander Schoeneberger, Arvid Müller, 
Torvik Müller, Marco Weil, Michael Hahn, 
Roland Metz, Ingo Wolff, Daniel Cohen, 
Stefan Faber, Jan Plamann, Sven Plamann, 
Jürgen Wierz

Many thanks to all of our Kickstarter backers 
whose great support helped to make Isles of 
Terror a reality!

And also a big thank you to all the demo 
players at past conventions!

©2018 Voodoo Games. All Rights Reserved.
All contents herein including Voodoo 
Games™, the Voodoo Games™ Logo, Isles 
of Terror™, places, things, names, factions, 
and their distinctive likenesses are property 
of Voodoo Games and are either © copy-
righted, ™ trademarked and/or ® registered 
by Voodoo Games 2018 in the USA, Europe 
and other countries by law. 

Voodoo Games, Schillo & Müller GbR,
Zur Pappelallee 4, 65474 Bischofsheim, 
Germany.

No part of this publication may be duplicated 
in any way and/or stored in any retrieval 
system, or transmitted in any form without 
written permission from Voodoo Games. 
Duplicating or publishing any portion of 
the materially herein, unless specifically 
addressed within the work or by written 
permission from Voodoo Games, is strictly 
prohibited.

WWW.VOODOO-GAMES.COM

Credits



Game
A game is played for a predetermined number of years with 
four seasons (game rounds) each. Each season consists of a 
fortune phase, an action phase and the end of a season.

Fortune Phase
Players draw strategy cards and a new event card defines 
the positive or negative effects for the current season.

Action Phase
During the action phase players perform one of five pos-
sible actions in turn order beginning with the starting player 
and continuing clockwise. Placing an action token on a 
player board will determine which actions may be used. 
Some actions may be used more often than others:

Land
Players may hire characters and place them in an area 
adjacent to a sea area. In addition, you gain all resources 
gathered on your sea card.

Move
By spending rations, players may move their characters on 
the isle to adjacent areas. This way it is possible to reveal 
unexplored areas through negotiations or combat, attack 
other players, conquer adventure areas or reinforce areas 
you control.

Exploration cards create new situations with every explora-
tion and you will encounter minions, bosses or rare locations.

Recruit
Gold is used to recruit new characters and place them into 
areas you control to strengthen them or prepare new expedi-
tions.

Produce
To gain new gold and rations you may produce the resour-
ces shown on all areas you control.

Supply
You may request any two resources of your choice that are 
placed on your sea card; they go into your resource pool 
once you perform a land action.

The following short summary of the game will help you to lose all fears that might arise by looking at this rule-
book. You will notice that it is all much easier than you might think at first!

End of a Season
At the end of a season specific effects are resolved, such as 
ongoing effects from strategy cards. If it is a winter season 
you will also check whether the end of the game has been 
reached or if a new year begins.

End of the Game
Each adventure will define when it ends and who will be 
the winner of the game. Usually, this is the player with the 
most victory points, but there are also other opportunities to 
decide the game in your favor.

5

Game Overview



Before starting a game, players will need to agree on the 
kind of game they want to play:

Regular Game
Players choose any one adventure out of the adventure 
book.

Campaign Game
The players start a new campaign or continue with one as 
described in the adventure book. In this case, adventures are 
predefined and follow a given order.

Selecting an Adventure

Setup

Player Materials
Each player randomly draws a faction card and places the 
front of the appropriate player board (1) in front of them. 
The back of the faction card should be placed next to the 
player board and is used as a sea card (2).

Each player then places their strategy cards facedown on 
their player board (3) and draws a mission card (4) that they 
put faceup in front of them.

Tempt fate by shuffling all cards and area 
tiles during each setup!

Prepare the Game Board
As specified by the adventure, the front or back version 
of the game board is placed in the center of the table (A). 
Then place the mission cards facedown on the correspond-
ing card field (B) and all success tokens next to it (C). Sort 
the area tiles by color (green, yellow, red) before placing 
them facedown on the area tiles pool (D). Place the terrain 
tiles into the terrain bag to form the pool of terrain tiles (E). 
Similarly, place the location tiles into the location bag (F). 
Then lay out the resource tokens (rations and gold) (G) as 
well as the dice (H). Lastly, place the year token (I) on the 
first-year field.

C

E

F

G

O

4

From now on follow the adventure specific setup rules 
described in the “ADVENTURE SETUP” section of the 
chosen adventure. These rules specify which minion (J) and 
boss cards (K) are used, how the area tiles form the layout 
of the isle (L), which exploration deck is used (M), which 
progress tokens are laid out (N) and which event is resolved 
for the first season (O). 
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In addition, players take the number of figures of their fac-
tion color as defined in the “Player Materials” section of the 
adventure. The ship figure is put on the sea card (5) and the 
camps on the camp fields (6). The soldiers and captain (7), 
as well as rations and gold (8), form a player’s pool and are 

D

H

I

J
K

L M

N

1

2

3

7

8

9

10

placed next to their player board. The victory, progress and 
mission tokens are put onto the starting field (9). Finally, 
the action tokens (10) are placed on the player boards.

6

5

7



Seasons and Years
A season defines a game round and a year describes a cycle 
of four game rounds. One year always consists of four sea-
sons; spring (A), summer (B), autumn (C) and winter (D).
 

Game Terms

Even here on this cursed island a year always 
consists of four seasons.

After the winter season ends, the current year ends as well. 
Some adventures last several years, which means that all 
four seasons are repeated for each year. Use the year token 
to track the current year (E).

A B C D

E

Areas & Area Tiles 
The shape of each isle differs by the layout of the area tiles 
used for an adventure.
 
Only fields that contain an area tile are valid and are called 
“areas”:

• Green areas (A) have the lowest threat level
• Yellow areas (B) are a little more dangerous
• Red areas (C) mark dangerous regions
• Adventure areas (D) have their own rules (as described 

in the specific adventure)
• Sea areas (E) are possible landing fields for ships

Areas can adopt different states:

A B C D E

A B C D
• A facedown area counts as an unexplored area (A)
• A faceup area counts as an explored area (B)
• An explored area with your own figures in it counts as 

a controlled area C)
• An explored area with enemy figures in it counts as an 

enemy area (D)

Dice
Isles of Terror uses 6-sided dice (D6) and 8-sided dice (D8). 

Special Rules
The special rules of event cards, strategy cards or adven-
ture descriptions may modify or contradict the rules in the 
rulebook. In all cases, special rules are always prioritized 
and supersede those of the rulebook.

Figures
Every player is in possession of their own figures, identified 
as follows:

• Figures refers to all kinds of figures (captains, soldiers, 
camps, ships).

• Characters are always only captains and soldiers.
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Don’t get fooled, pay attention to the exact 
wording of a rule to see if it affects all figures 
or just characters!



A game round always begins with the starting player.  At 
the start of the game the oldest and most experienced player 
should go first.

They receive the starting player token (A), which is later 
passed on to the player with the most camps in play at the 
beginning of each new season.

In case of a tie, the previous starting player must choose 
one of the tied players who then receives the starting player 
token and becomes the new starting player.

Resolve Events
At the beginning of a season the starting player draws an 
event card (A) and places it faceup in the field for the cur-
rent season (B).A

Each event card describes special rules (C) that are im-
mediately applied to all players until the end of the current 
season:

• Green event cards: usually have a positive effect
• Red event cards: have a negative effect
• Gray event cards: have a strong negative effect   

Develop New Strategies
During spring every year each player draws the top three 
cards from their strategy deck. In subsequent seasons each 
player draws just one of their strategy cards.

Alex, Thomas, and Denise are beginning summer of the 
first year of their adventure. While the event card for spring  
was pre-defined by the adventure, the current one is drawn 
by the starting player. This is Alex, so he draws an event 
card and places it on the second season field. Its effect is 
applied immediately and each player draws one of their 
strategy cards. Then the fortune phase ends.

A B

C

It all starts with the first season and all players must resolve 
the fortune phase and the action phase before the season 
ends and a new one begins. This is repeated until all four 
seasons of a year have been resolved.

If an adventure lasts for more than one year, all four sea-
sons must be resolved again for each additional year the 
adventure lasts.
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Determine Starting Player

Starting a Game

1. Fortune Phase

A round always consists of the following 
phases in the following order:
1. Fortune Phase
2. Action Phase
3. End of a Season

To make sure everyone understands what 
awaits them on the next island, the starting 
player should read aloud the background 
story, adventure objectives and victory 
conditions, as well as the progress tasks and 
special rules, of the chosen adventure in a 
baleful voice!

Imagine you just set sail and cannot wait 
to land on the shores of the mysterious isles 
when suddenly a maelstrom crushes your 
landing plans! Because of such unfavor-
able happenings, the first seasonal event 
card is always pre-defined by the adventure. 
But beware of possible strokes of fate in the 
upcoming seasons!



B

AC

D

E

1

2

3

3

3
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2. Action Phase

It is mandatory to perform one action in each turn. The different actions will be detailed in upcoming sections 
(starting from p. 12).

Turns & Their Order
During the action phase, each player possesses three turns 
in which they can act. The starting player always performs 
the first turn. Then continue in clockwise order with every 
player performing one of their turns. After each player has 
performed all three of their turns the action phase ends. 

Active & Passive Players
Because of certain rules it is important to distinguish 
between active and one or more passive players during a 
turn. The active player is always the one whose turn it is. 
All other players are considered passive players during this 
turn.

Actions
In each of their turns a player may perform only one action:

Land (A)
Bring new troops and resources to the isle.

Move (B)
Allows exploring, negotiating and fighting on the island.

Recruit (C)
Raise new troops on the isle.

Produce (D)
Your controlled areas generate resources.

Supply (E)
Request additional seaborne resources.

To perform an action the active player must place one of their three action tokens (1) on an empty action field (2) of their 
player board. There are three possible actions that are linked to the chosen action field (3). The player can then perform one of 
those actions.

Keep an eye on where to place your action tokens as some of your actions may be used more often than others.
If you are really unlucky, misplacing an action token might even block certain actions for the rest of the season.



D

E
F

G

C D
E

F
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3. End of a Season
Bonus Resources

Every time a player performs an action (A) and there is a re-
source symbol (B) shown on the line between the chosen action 
and the just placed action token (C), the player may immedi-
ately add one of the resources shown to their sea card from the 
supply (D).

B

AC

D

There can be unlimited resources on a sea card 
but resources on the sea card do not count to-
wards the resource pool of a player and cannot 
be used or otherwise spent.

Alex is the active player and places his second action
token (A) on the empty action field (B) to the left. He may 
now perform a move (C), recruit (D) or supply (E) action. 
He decides to perform a recruit action. While doing this 
he knows that he will not be able to perform a move action 
this season because he just blocked this option by placing 
his action token. Alex checks if there is a resource symbol 
between his just placed action token and the performed
action and immediately adds a bonus gold (F) resource to 
his sea card (G). After resolving the recruit action, Alex’s 
turn ends and Thomas becomes the active player, starting 
his second turn.

A

B

C

Resolve Effects & Hoist Anchor
Some effects (e.g. effects of event cards, strategy cards, ad-
venture areas, etc.) end or are applied at the end of a season. 
Resolve all such effects for all players beginning with the 
starting player.

Each player then places their ship, and all characters cur-
rently in the same area, on their sea card..

A New Season & End of a Year
If it is not the end of winter, continue the year with the next 
season’s fortune phase. Otherwise the current year ends and 
you apply the following:   

Gather New Strength
The starting player rolls 4D6. The result is compared to the 
position of each victory token on the threat bar, just as when 
performing a minion attack (p. 23). For each die result that 
is equal to or higher than their threat bar value, a player 
must remove one resource from their pool to strengthen 
their expedition. For each resource a player is unable to 
remove, they must remove one character or one camp and 
put it back in their pool.

Review Strategies
All players shuffle their used and unused strategy cards 
back into their strategy deck.

Check for End of Game
The game ends after the last year of the adventure has been 
completed. Based on the victory conditions of the adven-
ture, a winner will be determined who should then read the 
epilogue of the adventure aloud.

Begin a New Year
If the end of the game is not yet reached, begin a new year 
by moving the year token (F) to the next year and placing 
all displayed event cards (A-D) on the discard pile (E). The 
new year begins with spring and all four seasons will be 
resolved again.

A B
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Actions
The following is a detailed explanation of all possible actions a player can perform during their turn. 

Land

A landing delivers additional resources and allows you to hire new crew members that may immediately explore 
an area, conquer it or just strengthen one of your own areas.

The active player transfers all resources from their sea card 
into their pool and may immediately use them from now on. 

Then they place their ship and all characters on it (i.e. those 
in the same sea area or still on the sea card) into any sea 
area without enemy figures. If this is an unexplored sea 
area, flip over the sea area tile and leave it face-up for the 
rest of the game.

Furthermore, a player may immediately hire additional 
characters by spending 1 gold per soldier and 2 gold per 
captain up to a maximum of 3 characters in the current sea 
area or on the sea card.

If there are no more characters left in a player’s pool they 
may not hire any further.

Any number of characters in a sea area may then immedi-
ately be placed in an adjacent area.

If this area is unexplored, immediately perform an explora-
tion (p. 16). If the area is already controlled by the active 
player (p. 8 “Game Terms”) he may place characters in it 
until the maximum of 3 characters per area is reached. If 
the characters are placed on an enemy area (p. 8 “Game 
Terms”) immediately perform a combat (p. 18).

A sea area can only be controlled by a ship. 
Then it can be used for various actions (re-
cruit, produce, move, etc.). Characters may 
only move onto a sea area when it is con-
trolled by one of their ships.

A

Denise places her ship and one soldier (A) that was still on her sea card in an unexplored sea area (B). Then she hires two ad-
ditional soldiers for a total of 2 gold (C) and puts them in the same sea area. The maximum number of characters in this area 
is reached. The sea area is now flipped over, and she controls it (D). Next, she places the three soldiers in an adjacent unex-
plored area (E). This triggers an exploration of this area and the land action ends thereafter.

B
C

D

E
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Move

Let your men strive through the thicket of the isle and explore it. But beware of dangers and your adversaries, 
whom you will have to appease with negotiations or defeat in combat.

The active player chooses a target area and may now move 
up to 3 of their characters into it. The following rules for 
moving apply:

• Your own characters may only move through or onto 
your controlled areas (including sea areas) and may not 
move through unexplored or enemy areas.

• Characters may only move onto unexplored and enemy 
areas if it is the target area.

• You may not move your characters across or into areas 
that already contain 3 of your characters.

• Moving a character costs one ration for each area it is 
moved. The spent rations are immediately returned to 
the supply.

If the target area is an unexplored area, immediately perform 
an exploration (p. 16). If the area is already controlled by the 
active player (p. 8 “Game Terms”) they may place characters 
into it until the maximum of 3 characters is reached. If the 
characters have been moved to an enemy area (p. 8 “Game 
Terms”) immediately perform a combat (p.18).

Each time the consequence of moving into a target area has 
been fully resolved, the active player may choose an addi-
tional target area and again move up to 3 of their characters 
to the new area. The new target area may be the same area 
again and you may move characters that have already been 
moved this turn.
 
This is repeated until the active player either decides to end 
his move action or cannot spend any more rations on mov-
ing. In either case, the move action ends.

Characters may never be moved to enemy sea 
areas.

It is important that moving into a target area 
is always resolved completely before a new 
target area may be selected and characters are 
moved.

Thomas selects an unexplored area for his move action (1). He spends one ration to move soldier A from an adjacent area into 
the target area. Additionally, he moves soldiers B and C by two areas into the target area. Moving soldiers B and C costs 1 
ration per soldier and per area moved, for a total of 4 rations. Thomas then performs an exploration of the unexplored area 
and thus resolves moving into the target area. He then selects an enemy area as a new target (2) and spends 2 rations to move 
soldiers A and B into it which immediately triggers a combat. Once the combat has been resolved, Thomas could perform ad-
ditional movements and only when he decides not to or when his rations are all spent does the move action end.

A

B A
B

1 2
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Recruit

The active player may place any number of characters in 
their controlled areas by spending 1 gold per soldier and 2 
gold per captain.
 
If the player runs out of characters in their pool, they may 
not recruit additional characters.

Newly trained men are immediately available in your controlled areas and do not have to be painstakingly 
moved there.

There may never be more than three of your 
characters in an area at the same time.

Supply

Don’t be shy about ordering more resources from the mainland to advance your schemes on the isle.

The active player may immediately place up to 2 resources 
of their choice onto their sea card.

Thomas performs a supply action and chooses to place 1 
gold and 1 ration (A) on his sea card (B). The next time he 
performs a land action, the resources on his sea card will 
go into his pool and he may use them.

If resources are on the sea card they do not 
count towards the resource pool of a player 
and cannot be used or spent.

Denise recruits 1 captain (A) and 1 soldier (B) by spending 
3 gold. She places her captain on area C and her soldier on 
area D.  She could not place both in area C because with 
the captain it already contains 3 of her characters and the 
maximum is reached.



Choose to gain either 1 gold or 1 ration for each bag symbol 
on a controlled area tile.

Alex controls areas A, B, C and D. By performing a produce 
action, area B generates 1 ration, area D 1 gold and area 
A and C each generate 1 resource of his choice; he chooses 
1 gold and one ration. He therefore places a total of 2 gold 
and 2 rations into his pool.

Player Board - Competitive Side

All previously described actions are valid 
for the competitive play mode and are part 
of the competitive side of the player board. 
When playing the solo or cooperative 
modes, the cooperative side of the player 
board is used as described in the chapter 
“Solo/Cooperative Rules” (starting from 
p. 25). On this side of the player board 
you will find a new “Pacify” action that is 
described on page 25.
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Red Coats

=

=
X

Produce

Your controlled areas permanently supply you with fresh resources that are essential for your survival on the isle.

X

The active player gains the resources shown on the area 
tiles of all their controlled areas:

Gain 1 gold for each gold symbol on a controlled area tile.

Gain 1 ration for each ration symbol on a controlled area tile.

All resources gained through a produce action 
are immediately put into your pool and may be 
used immediately.

A

B C

D



Perform Explorations

First, the active player draws an exploration card (A) and 
reads out its text (B). All special rules on this card are 
applied to the current area for the duration of the explora-
tion. The exploration card is then discarded face-up on the 
discard pile (C).

Explorations are necessary when your men 
move onto unexplored areas. Explored areas 
cannot be explored a second time.

A

B

C

Some exploration cards have the keyword 
“KEEP”. These are put to a player’s hand and 
may be used at a later time (as described on 
the card).

The area tile is then flipped over and the colored area value 
determines how the area can be explored:

White area value (A): The player may choose combat (p. 18) 
or negotiation (p. 20).

Red area value (B): A combat (p. 18) is resolved

A B

There are the following types of area tiles:

Sea Areas

Sea areas can only be explored by ships and remain face-up 
as an explored sea area for the rest of the game once they 
have been explored.

When exploring a sea area, no exploration 
card is drawn.

The 1 scratch symbol on a green back-
ground refers to the minion on the level 1 
minion field  (A). 

The 2 scratches symbol on a yellow back-
ground refers to the minion on the level 2 
minion field (B). 

The 3 scratches symbol on a red back-
ground refers to the minion on the level 3 
minion field  (C). 

The skull symbol on a purple background 
refers to the boss on the boss field  (D). 

Each minion and boss possesses their own special rules as 
described in their card text (E). These are applied during the 
exploration of the current area.

C D

E

Minions & Bosses
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Locations

If a location tile (A) is flipped over, it gets removed from 
the game and a random location tile (B-G) from the location 
bag is drawn. This new tile is placed into the current area 
and the exploration continues normally. As soon as a loca-
tion tile has been successfully explored it remains face-up 
for the rest of the adventure.

When a player controls a location they place the corre-
sponding location card in front of them and benefit from its 
special effects for as long as they control it.

Terrain

A B C D

E F G

All areas adjacent to a river area also count as 
adjacent to each other.

Swamp (C)
When moving characters out of a swamp you need to spend 
one additional ration over the total of rations required for 
that movement.
 
Mountain (D)
A player exploring a mountain may immediately raise a 
camp within this area. As long as a player controls a moun-
tain area through a camp he may re-roll one attack die once 
per round of combat in any of their combats in adjacent 
areas.

Successful and Unsuccessful Explorations
An unexplored area changes to explored when a player 
successfully negotiates (p. 20) or wins a combat (p. 18) in 
this area. It automatically becomes a controlled area for that 
player and remains so whilst the player maintains figures in 
this area.

If the active player does not have any figures in a target area 
at the end of the exploration, the exploration failed. In this 
case, the current area tile is exchanged with a new face-
down area tile of the same type (green, yellow or red) from 
the pool and continues to be an unexplored area.

If a terrain tile (A) is flipped over it gets removed from the 
game and a random terrain tile (B-D) from the terrain bag is 
drawn. This new tile is then placed into the current area and 
immediately counts as explored. It remains face-up for the 
rest of the adventure. 

River (B)
All characters in the current river area must be moved to 
an adjacent area immediately. This movement is free and 
is resolved as a new movement (select target area, resolve 
combats or another exploration, etc.).

This is also the case when an already explored river area is 
selected as the target area of a move action and characters 
are moved onto it (which is always possible).

A B C D

Thomas spends 2 rations to move 2 soldiers (A) onto an 
adjacent river area (B). This means they must immediately 
be moved to another area adjacent to the river area for 
free. Thomas places them on an unexplored yellow area 
(C) and draws an exploration card. He applies all special 
rules from the exploration card for the duration of this ex-
ploration. He then flips over the area tile and encounters 
the level 1 minion (D) with an area value of 3. As the value 
is in white, Thomas may now negotiate or fight. The area 
counts as explored if his negotiation is successful or if he 
wins the combat. If he is unsuccessful, the area tile is im-
mediately exchanged with a new face-down yellow area tile 
from the pool.
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Combat
A combat is triggered each time:

• A player moves their characters onto an enemy area or 
an adventure area.

• A player encounters minions, bosses or locations and a 
negotiation is not possible.

During a combat, the active player counts as the attacker 
and all others (player controlling the enemy area, minions, 
bosses, etc.) involved count as defenders.

1. Determine Combat Dice
Players determine their attack and defense dice as follows:

• 1D6 for each of their soldiers involved in the combat.

• 2D6 for each of their captains involved in the combat.

• 1D8 for each of their camps involved in the combat.

Minions, bosses, and locations always gain as many D6 as 
shown by the area value of the current area.

2. Roll Combat Dice
All involved players roll their dice.

Attackers and bosses then exchange one of 
their D6 with a D8.

If this is a combat against minions, bosses, 
locations or adventure areas, the player to 
the left of the active player should take on the 
role of the enemy and roll the corresponding 
dice.

The player with the highest single die result wins the round 
of combat. Equal dice results from the attacker and the 
defender cancel each other and are not considered when 
determining the highest dice roll.

Each dice result can only cancel one enemy 
dice result. If all dice cancel each other, the 
defender automatically wins this round of 
combat.

3. Remove Casualties
The loser of a round of combat must remove one of their 
figures from the current area and places it back into their 
pool.

Minions, bosses, locations and adventure areas instead 
reduce their area value by 1, which effectively means that 
you remove one of their combat dice. A D8 may only be 
removed when it is the last option.

4. Subsequent Rounds of Combat
If there are still figures belonging to the attacker and the 
defender in the combat area, or the area value of minions, 
bosses, locations or adventure areas have not yet been 
reduced to 0, a new round of combat is started. In this case, 
repeat all previous steps (1-3).

5. End and Result of Combat
A combat ends when either:

• Only the attacker has figures in the combat area and the 
area value of minions, bosses, locations or adventure 
areas have been reduced to 0. In this case, the active 
player counts as victorious and the area counts as being 
conquered. The active player immediately places the 
resources shown on this area tile into their pool.

• The attacker has no figures left in the combat area. In this 
case, either the defenders (including minions, bosses, loca-
tions or adventure areas) have been victorious.

If the defender was successful, nothing else happens.

If minions or bosses have been victorious, the current area 
tile is placed face-up on the corresponding discard pile (A) 
and exchanged with a new face-down area tile (B) of the 
same type (green, yellow or red) that again counts as an 
unexplored area.

Please note that the loser of a round of com-
bat also reduces his amount of combat dice 
due to the casualty taken!
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Retreat
At the end of each round of combat, it is possible to retreat 
and prematurely end the combat. First, the defender must 
declare if he wishes to retreat, then the attacker.
 
When retreating, a player must place all their remaining 
characters from the combat area into an adjacent area they 
control (including sea areas). This does not count as move-
ment and does not cost any rations.

Minions, bosses, locations and adventure areas 
never retreat.

Camps may never retreat and count as being immediately 
destroyed when retreating.
 
If a player does not control an adjacent area they may not 
retreat from a combat.

Thomas explores an area with 2 soldiers and 1 captain. He encounters a boss with a red area value of 3. A red area value 
automatically triggers a combat.

4 3 15
7 6 2

C

5 26
6 5 1

D

5 32
6 1

E

1st Round of Combat
Thomas’ characters generate 4D6. Since Thomas is the 
attacker, he may exchange one of them with a D8 and there-
fore gains 1D8 and 3D6 attack dice.

The boss gains 3D6 based on the area value. Because it 
is a boss, it also exchanges one D6 to a D8 for a total of 
1D8 and 2D6 defense dice.  Denise sits on the left side of 
Thomas, so she rolls the dice for the boss.

Result (C): With her first roll, Denise scores a 7 as her 
highest result. This result is higher than any of the dice re-
sults of Thomas’ roll. Denise wins the round of combat and 
Thomas must remove one of his characters from this area 
as a casualty. He places one soldier back into his pool.

2nd Round of Combat
Because of the casualty, Thomas’ attack dice are reduced to 
1D8 and 2D6.

Result (D): The two 6s and 5s cancel each other and since 
Thomas’ 2 is higher than Denise’s 1, he wins this round 
of combat. Denise removes one D6 of her defense dice to 
show that the area value of the boss is reduced by 1 for this 
combat.

3rd Round of Combat
Result (E): Denise manages to score the highest dice result 
by rolling a 6. Thomas places his second soldier back in 
his pool. Thomas feels that continuing the combat with just 
his captain is too risky and so he decides to retreat. He 
places his captain into an adjacent area he controls and the 
combat ends immediately. The empty area tile is exchanged 
with a new face-down tile of the same type and counts as an 
unexplored area again.
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Negotiating
Each time a player explores an area with a white area value 
they may choose to negotiate instead of initiating a combat.

To successfully explore an area through negotiation, a 
player needs to spend an amount of gold equal to its area 
value.

If a player does not possess enough gold to successfully 
perform a negotiation, this is not an option and a combat is 
triggered automatically.

Alex explores an area and encounters a minion with a white 
area value of 2. Instead of fighting it, he decides to pay 2 
gold and successfully explore the area through negotiation.

Raise a Camp
Each time an area is conquered through combat, the active 
player may immediately place a camp in the conquered area.

The empty camp field on the player board must then be 
occupied by a soldier from the player’s pool. A soldier 
occupying a camp field is not part of the player’s pool and 
cannot be used.

Negotiating is a convenient alternative to 
fighting. But there is a slight drawback to it 
because the area will not count as conquered 
and you don’t receive the shown resources on 
the area tile.  Additionally, you are not able 
to raise a camp as you will learn in the fol-
lowing section.

Camps

Denise just conquered an area through combat and immedi-
ately places a camp on it (A). To fill the empty camp field on 
her player board she must place one soldier from her pool 
into it (B). This soldier may not be used whilst it is occupy-
ing the camp field.

Destroyed Camps
Each time a camp is destroyed it is placed back into the 
player’s pool, except when another player destroys a camp 
in which case it counts as raided (see below). Simply re-
move a destroyed camp and put it back on a camp field on 
the player board. The soldier currently occupying the camp 
field is returned to the player’s pool.

Abandon a Camp
A player may abandon one of their camps at any time dur-
ing their turn. To do this,   treat the abandoned camp as 
being destroyed.

Let’s assume that Denise has no more camps left that she 
could raise. She could immediately abandon another camp 
of hers to place it in the current area she just conquered.

Raid Camps
If a player destroys an enemy camp, they immediately place 
it on one of their raid fields on their player board (A).

An experienced captain understands the 
relationship between his soldiers and his 
camps on the isle. The more camps you raise 
the fewer soldiers you have available for your 
expeditions.

If a player does not possess any more soldiers 
in their pool, they may place a soldier from the 
current area onto the empty camp field of the 
player board.

Each time an active player raids a second camp both camps 
are returned to the pool of their controlling players.

The active player may then take one resource of their 
choice per returned camp from each player they returned a 
camp to (if they have any available). 
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Strategy Cards

The special rules on strategy cards can be used to manipu-
late specific game situations.

There are two types of strategy cards:

•	 Action: may be used at any time during your turn.

•	 Reaction: may be used at any time, even during other 
player’s turns.

Played strategy cards are put face-up on the left side next to 
the player board to show which effect is currently active.

Each time a player plays a strategy card, place it on top of 
any card on the left that is currently still active. A player 
may only ever benefit from one strategy card effect at a 
time so by placing additional cards on top of previous ones, 
the old ones are clearly inactived.

After the effect of an active strategy card is complete, move 
all played cards to the right side of the player board where 
they form a discard pile.
 
Alex plays a strategy card with an effect that lasts for his 
whole turn. Later in his turn, he decides to play another 
strategy card with an immediate effect. This one is placed 
on top of the previous strategy card canceling the previ-
ous effect. Once the current card effect is resolved, both 
cards are put on the right side of the player board to form a 
discard pile.

Re-roll Dice
In addition to playing them for their special rules, strategy 
cards may also be used to re-roll any number of your dice 
once after a dice roll. To do so, discard any one strategy 
card without using its effects and place it on your discard 
pile to the right.

Be wary of the other players and ensure they 
don’t spy on you! Keep your strategy cards to 
yourself for the whole game!

Strategy cards may only be played whilst the 
captain of this player is present on the game 
board. This also applies to using strategy cards 
in order to re-roll dice.

Adventure Progress

Adventures always define three progress tasks (A-C) each 
with their own progress bar (D-F).

If a progress task is accomplished for the first time, the 
successful player places their progress token (G) on the first 
field of the respective progress bar.

If the same progress task is accomplished again, move the 
progress token by X fields to the right where the exact num-
ber of fields is mentioned in the adventure description.

Each adventure offers players different op-
tions on which to focus in order to earn pro-
gress points which in turn earn victory points.

If a progress token reaches the end of a prog-
ress bar, no more additional progress in this 
progress bar is possible.
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Missions

Each time a player accomplishes a condition on their mis-
sion card (A), they may put a success token (B) on it.

If there are as many success tokens on the mission card as 
its mission value (C), the mission counts as fulfilled. After 
fulfilling a mission, the player may place their mission 
token (D) on the first field of the mission bar (E) and may 
move it up one field to the right for each additional mission 
they fulfil.

Certainly you must already be asking your-
self what these face-up missions are for that 
everyone gets at the beginning of the game.

If the mission token reaches the end of the 
mission bar, no more additional mission prog-
ress is possible.

C

D
E

Enforce Missions
Most missions allow for placing a success token on them 
without accomplishing the mission task. This is possible 
through enforcing a mission:

After a player places their action token they may forego 
their action to immediately place a success marker on their 
current mission

New Missions
As soon as a player fulfills a mission, they place the mission 
card on its discard pile (A) and draw a new one (B). The 
new mission is placed face-up in front of them and can be 
fulfilled from now on.

Your previous deeds are inconsequential for 
your new missions and do not count as suc-
cesses. You will have to earn new successes 
for each new mission.

Strengthen Morale
Each time the mission token of a player hits a morale field (A), 
this player may move one of their progress markers by one 
field to the right.

Denise gets a success token for her mission every time she 
conquers an area. Previously she enforced her mission 
by placing an action token on one of her free action fields 
without using any action. This gained her one success token 
for her mission. With her current action she conquered an 
area and gains her second success token. Since her mis-
sion card requires 2 success tokens to be fulfilled, she just 
fulfilled her mission. She immediately moves her mission 
token to the next morale field and may immediately move 
one of her progress tokens one field to the right as well. She 
discards her mission and draws a new one that says she 
must raise camps to fulfil it. Denise raises a camp in the 
area she just conquered and gains her first success token 
for her new mission.
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Victory Points

You always gain one victory point when:

• You accomplish specific adventure objectives as de-
scribed in the adventure.

• You destroy the captain of another player or a boss.

• You raid two camps of any enemy players.

• A progress or a mission token hits a victory point
field (A).

As so often, usually the goal of the game is to 
be the player with the most victory points by 
the end of the game.

If a player ever reaches 16 victory points they 
will receive 3 resources of their choice each 
time they would gain another victory point.

When a player earns their first victory point, they place 
their victory token (B) on the first field of the victory point 
bar (C). When a player gains additional victory points the 
token is moved on by the specific number of fields.

Special Game Situations

Minion Attacks 

When an exploration card with a minion attack is drawn, 
the active player rolls the described number of dice. For 
each dice result that is equal to or higher than the threat 
bar value (A-D) indicated by a player’s victory token on 
the victory point bar, this player must remove one of their 
characters or camps from the game board and return them 
to their pool.

Sometimes explorations trigger minion at-
tacks and the more victory points a player 
has gathered, the worse the consequences 
may be!

During an exploration, Alex draws an exploration card 
with a minion that attacks with 2D6. He rolls both dice and 
compares the results of 5 and 6 with the threat bar. Alex’s 
victory point token is positioned in the first row (A) and he 
loses one character or one camp for each die result of 6+. 
He decides to remove one of his soldiers. The victory tokens 
of Thomas and Denise are already positioned in the third 
row of the victory bar (C). They lose a character or a camp 
for each dice result of 4+, so they both lose one character 
or one camp each for the rolled 5 and another one for the 6.

If a player’s victory token is not yet on the 
victory point bar, they are not affected by a 
minion attack. In addition, when a player has 
no characters or camps left on the game board, 
they are not required to remove any due to a 
minion attack
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Random Movement
Certain special rules cause a random movement to be per-
formed. If so, the active player rolls a D6 and compares the 
result with the compass rose on the top edge of the game 
board. They then move all characters that were part of the 
move action into the adjacent area determined by the dice 
roll and the compass rose. The new area is resolved as if 
this has been the target area for the move action (e.g. draw 
an exploration card, trigger a combat, etc.).

If there is no valid area in the determined 
direction, the characters remain in the current 
area and are not moved.

Uncontrolled Explored Areas
Each time there are no more figures on an explored area 
(e.g. when all figures have been moved out of it or are de-
stroyed) this area tile will be placed face-up on the discard 
pile (1). A new area tile of the same type (green, yellow or 
red area tile) is then drawn and placed face-down on the 
area where it counts as an unexplored area again.

Characters in Unexplored Areas
In some situations, it may happen that there are already 
characters in an unexplored area that they wish to explore. 
In such a case this can be done normally through a move 
action in which this area is defined as the target area. For 
characters already in this area, no further rations need to be 
spent because they do not need to be moved there.

Strategy Cards in a Combat
In a combat between two players, the attacker must decide 
to play action strategy cards first. Then both players may 
play any of their reaction strategy cards in any order.

Trade Resources

If you should run out of rations or gold you 
are able to trade with the natives.

Empty Card Decks and 
Area Tiles

As soon as the last card of a deck or the last area tile of an 
area pool has been drawn, the specific discard pile is re- 
shuffled and made available as a new card deck or area pool.

The effects of the strategy cards stack and are 
resolved in reverse order, meaning that the last 
one played triggers first continuing with the 
previous one etc

The active player can trade gold for rations and vice versa 
at any time during their turn:

• Pay 2 gold to gain 1 ration.

• Pay 2 rations to gain 1 gold.
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The following paragraphs describe only the changes neces-
sary for a cooperative game. Unless modified by the rules 
below, all previously explained rules for the competitive 
gameplay remain the same. A solo game also counts as a 
cooperative game. The player can choose freely whether to 
play with one faction or several factions at the same time.

Player Materials
When setting up the game, each player places the coopera-
tive side of their player boards in front of them. 

Solo/Cooperative Rules

X

Red Coats

=

=

1x

Actions
The order of the actions and action fields during the coop-
erative mode differ to those in a competitive game. In addi-
tions the move and supply actions are modified and a whole 
new action, pacify, exists:

Move
When performing a move action you 
may no longer make multiple, sequential 
moves as part of the same action. In-
stead you may only move characters to 
a target area once per move action. After 
this first target area has been resolved, 
the move action ends immediately.

Supply
The active player may place two re-
sources of their choice on their sea card, 
just like before. However, they may 
instead choose to trade resources with 
another player. In this case the active 
and the target player may exchange any 
number of resources from their pools.

Pacify
The active player may immediately 
reduce the level of one terror (see right 
side) to level 1.

1x

Allies
During a cooperative game, the areas controlled by all 
players are considered allied areas. Players may move their 
characters to allied areas at any time and may also retreat 
to them. This will never trigger a combat. In addition there 
may only be a total of 3 characters in one area at the same 
time, even when they belong to different factions. 

If there are figures of different factions in the same area, 
this area counts as being controlled by each player who has 
figures in it.

In a combat with figures of different factions, they all count 
as belonging to the same faction.

Players may discard their “Reaction” strategy cards to allow 
an allied player to re-roll any of their dice ones. However, 
those allies may never benefit from these card’s effects.

The starting player and the order in which players act can 
be chosen freely. The only important rule is that all players 

There are three terror tokens (A-C) on the terror board, each 
of them marking one of the terrors. Each terror has a name 
and an ability (D) that determines how the corresponding 
terror marker acts during the game.
 
In addition, all terrors have a terror level from 1-3 (E). The 
current level of a terror is always shown by its terror level 
token (E) which marks its current area value (F) and its ef-
fect range (G). Each terror begins the game at terror level 1.

C D

E

F G

must have performed the same amount of actions before 
any player may perform an additional action.

Terror
For the cooperative game the so called terror board is used. 
It represents the additional threat from the inhabitants of the 
different islands.
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Summon a Terror Raise/Reduce the Terror Level

Don’t worry, a terror will only become a 
threat once its token is on the game board. 
Though this could be the case more swiftly 
than you might wish…

Fighting a Terror
Combat against a terror follows the regular rules for 
combat. A terror is always treated as a boss, which means 
it exchanges one of its D6 to a D8 and you gain a victory 
point whenever you defeat a terror.

Since the exploration ends immediately, it is 
not possible to fight the terror during the same 
exploration.

 
The area value (D-F) of a 
terror used for a combat is 
the one marked by its current 
terror level. In this case it 
would be:

Level A = Area value 3
Level B = Area value 4
Level C = Area value 4

Whenever you lose a combat against a terror you immedi-
ately lose one victory point.

You may never retreat from combat against a 
terror.

The more you venture forth on the isle, the 
greater the chance you’ll enrage its inhabit-
ants!

A terror level may never be raised above level 
3 and may not be reduced below level 1.

I warned you… Let’s hope you can escape the 
wrath of the isle!

Each time a colored exploration card is drawn when the 
corresponding terror token is already in the game, its terror 
level is raised by one.

By using the action “pacify” the level of a terror can be 
reset back to the level 1.

Activating a Terror

As soon as the last player of a season has ended their turn 
(before the “end of the year” phase takes place) all ter-
ror tokens in the game activate. Terror tokens activate and 
resolve from left to right on the terror board. 

As long as not stated otherwise, a terror token moves by 
one area in a direction determined by its ability and is then 
placed on top of the new area tile. Note that only one terror 
token may be in any area at any time.

If there are multiple movement options for a terror token, 
the players choose which way it goes. If a terror cannot 
move to a valid area it will remain where it is and its move-
ment is skipped.

Then the rest of its ability text is resolved, after which the 
following terror token is activated. Once all terror tokens 
have been activated, the terror activation phase ends.

While a terror token is on top of an area tile 
this area may not be explored and no player 
may control it. It is still possible to move into 
an area with a terror token, but this will then 
always and immediately trigger a combat 
against that terror.

Each time a colored exploration card (A) is drawn, the cor-
responding terror token (B) is placed on top of the current 
area tile (C) if not already in play. The exploration card is 
resolved normally but the area cannot be explored further in 
this round and the exploration ends immediately.
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Effect	Range
The effects of the different terrors only apply to certain 
areas. Which areas are affected is determined by the effect 
range of each terrors’ level.

Destroy a Terror

The center of the diagram (A) shows the area in which the 
terror is currently located. The affected areas are determined 
with respect to the current area (B). Unless all adjacent ar-
eas are affected, the affected areas are determined by com-
paring the diagram with the compass rose. The “1” within 
the diagram (C) shows the adjacent area that corresponds 
with the “1” of the compass rose.

Denise just finished her last turn for this season and both 
the yellow “marauders” terror token and the red “devesta-
tors” terror token are in the game and therefore activated. 
Due to their ability, the marauders move into a random ad-
jacent area and all players in effect range lose X resources. 
Next the devestators activate, moving one area towards the 
area with the most figures and inflict X casualties in effect 
range. Next it would be the activation for the purple “Sav-
ages” terror token, but since this terror token is not in play 
the activation of terrors is over and the end of the season is 
resolved.

Additional Activations

An angry mob is hard to control…

If a terror has already reached level 3, drawing any further 
exploration cards in its color will immediately trigger an 
additional activation of this terror. This additional activation 
interrupts the current turn of the active player and is resolved 
completely before the active player may continue with their 
current action and their turn.

The “marauders” are on terror level 2. Alex just explored 
an area and drew a yellow exploration card. This raised the 
terror level of the marauders by 1, bringing it to level 3. In 
the following turn Thomas draws a yellow exploration card 
too, this activates the marauders as they are already at the 
maximum terror level. The marauders immediately move 
one area in a random direction and apply their ability ef-
fect. They then end their additional activation and Thomas 
continues his turn normally.

Sometimes attack is the best form of defense, 
because you may keep the terror at a distance 
and even reduce its threat.

Every time a player destroys a terror, they immediately gain 
one victory point. In addition, the terror token is removed 
from play and returned to the terror board. Its terror level is 
reset back to level 1.

Escaping the Terror
Characters in the same area as a terror may not leave it. 
Moving out of such an area is only possible once the terror 
has been destroyed.

Acute Terror

A destroyed terror will be summoned again 
the next time an exploration card in its color 
is drawn

Be careful as it is possible for a terror to 
move in secret and surprise you on your next 
exploration!

Each time an exploration card with an exclamation mark is 
drawn (A), the corresponding terror token is immediately 
placed in the current area, even if the terror token was 
already in play. When the terror was already in play, also 
increase its terror level by one after it has been placed.

Captains
If the captain of a player is destroyed or retreats from a 
combat, that player immediately loses 1 victory point.

Victory Conditions
In cooperative mode the victory conditions differ from 
those of a competitive game. Each adventure will detail the 
specific victory conditions for all game modes.
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The Factions
Towards the end of the 18th century the world is at a turn-
ing point; the conflict between the American colonies and 
Great Britain grows ever more acute , the French monarchy 
is being swept away by revolution and exposed animosi-
ties between the European forces. Additionally, science is 
making enormous progress; steam machines are entering 
people’s everyday lives and the reconnaissance influences 
thoughts more and more. Brave explorers depart to fill the 
last white blemishes on the maps and ships provide a world-
wide exchange of goods, culture and knowledge.
 
In Isles of Terror players take the roles of these explorers. 
As leaders of a small group of soldiers, adventurers and 
pioneers, they explore remote isles, acquire the secrets of 
the natives and resist the threat of their disagreeable rivals.

Red Coats
Britannia rules the Waves! This statement still counts – 
even when other nations oftentimes question the superior-
ity of the British Empire. His Majesty’s ships guarantee 
order, wealth, and the protection of the British interests in 
the whole Empire and beyond. A seemingly never ending 
stream of ships delivers goods and people from all corners 
of the known world to Plymouth, Bristol, and London. New 
technological acquisitions have stirred interest; ships are 
reaching out to the farthest uncharted parts of the world and 
slowly progress is altering daily life. All of this leaves a re-
doubtable impression. But appearances are often deceiving.

Separatists within the American colonies are growing more 
ambitious, India is bedeviled by riots, and the relation-
ships with European neighbors are riddled with minor and 
major conflicts. Even within the Empire dissatisfaction 
has become a problem and many of the citizens try to find 
salvation overseas.

In these hard times it would be important to call for a regent 
that unites the kingdom and electrifies the crowd. Unfor-
tunately King George is not the strongest ruler that has 
ever sat the British throne. While he was able to achieve 
spectacular military and political successes in the beginning 
of his regency, his behavior has become strange and erratic 
as of late – rumors even speak of an incipient madness.

Meanwhile he leaves the daily problems of governing and 
the international politics up to his counselors. Instead King 
George focuses on an idea that has haunted his mind since 
he was a little boy: tales from exotic countries. And thus 
it is not surprising that his fawning courtiers are trying to 
distract him from the happenings at court with new stories, 
treasures, and discoveries.

Many of those soldiers sent to such expeditions are long 
serving, experienced veterans. They have fought on varied 
battlefields, from the hot and steamy jungles of India, over 
the sunburned steppes of Africa, to the poisonous marshes 
of America. It is because of these very experiences they are 
disciplined and effective even on unknown terrain.

Even when facing a crushing defeat, their troops never 
break formation. The officers fight in front line and form 
an excellent example of bravery, operational readiness and 
bravado for their men. Paired with the latest technological 
advancements of warfare and the generous support of the 
Crown, the Red Coats are a mighty force even in the far 
corners of the world.
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Conquistadores
In the year of our Lord 1513, Juan Ponce de León embarked 
on a mission from the Spanish crown to explore the land 
north of Puerto Rico. Soon his three ships, Santiago, San 
Cristobal and Santa Maria landed on a peninsula he named 
Florida. But claiming the land was of short duration – com-
batting hostile natives and the long marches through deadly 
swamps took its toll. In the end Ponce de León had to admit 
defeat.

But still one thing kept bothering him; one of the tribe 
elders spoke of an isle whose inhabitants did not age. There, 
it was said, existed a fountain that grants eternal youth to 
those drinking from its waters. For a little while the con-
quistador gathered all the myths he could get hold of about 
this fountain of youth. His methods were questionable and 
more than one native fell victim to cruel torture.

When the small fleet set sail for the north east, the weather 
conditions incessantly deteriorated and a strange current 
dissuaded them from their course – as if the ocean itself 
wanted to put an end to their voyage. While the two other 
ships managed to heave, the smaller and lighter San Cris-
tobal got carried away by the current…

Once its crew regained control of the galleon the ocean was 
oddly calm and a thick fog surrounded the ship. Neither the 
Santiago, nor the Santa Maria were in sight – but through a 
gap in the wall of fog the lookout spotted an island on the 
horizon. The ship had taken heavy damage and thus they 
barely steered toward a nearby bay.

They made good progress with the repairs, but soon they re-
alized that the strong currents and impenetrable wall of fog 
would render all efforts to leave the island impossible. For 
now, the captain, Antonio de Herrera, decided to establish 
a settlement on the isle that should enable them to survive 
until they had an opportunity to escape. Fortunately, the San 
Cristobal was perfectly equipped for colonization and be-
sides the 200 conquistadores there were sufficient craftsmen 
and settlers on board to raise the first buildings and fortifi-
cations. The isle itself offered plenty of resources and soon 
the settlement flourished and was named Cantino.

The years passed by and Cantino prospered becoming a 
long-term haven for the seafarers. In the meantime, the 
Spanish realized that they somehow aged much slower than 
they naturally should. Apparently they had actually found 
the isle mentioned in the legends of the natives…
Just before thoughts of the outside world started to fully 
fade away, the settlers noticed a small opening within the 
wall of fog one morning. Herrera wasted no time and im-
mediately began to ready the galleon and gather a crew of 
around a hundred men that would make an attempt at cross-
ing the barrier. A few days later the San Cristobal reached a 
small fishing village – at this point the Spanish realized they 
had spent a full 250 years on their isolated island.

The world had changed, Spain’s former might crushed, 
America colonized and no one would believe their stories. 
Renounced by their homeland, blessed with unnatural vital-
ity and completely on their own, the conquistadores are 
on a venture to reveal the truth about these unexplainable 
phenomena . Maybe they could find the answers they have 
sought ever since they returned from their enchanted isle.

The years on the island back at Cantino hardened the con-
quistadores. Their equipment might appear archaic but their 
experience more than compensates for it. Used to the living 
on a tropical island they suffer much less from its climate 
and diseases, while at the same time being much more 
experienced in handling the fauna than any other explorers. 
Even though they do not fully understand this new world, 
they are determined to fight for their place in it.
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Yoruba
Again and again rumors from the coast thronged deep into 
the heartland, voicing tales of white devils from beyond the 
seas that raid villages and abduct the populace. Over the 
years these assaults grew in intensity and finally the first 
resistance formed against the Europeans. However, there 
was little the brave warriors of the Yoruba could do against 
the blunderbusses of the interlopers. Even large cities, such 
as Ife, were raided frequently and weren’t secure from the 
slave hunters.

The people of the Yoruba quarreled; whilst some wished 
to cooperate with the strangers in order to subdue neigh-
boring tribes, others fought them wherever they could. As 
they weakened and the finest soldiers fell in battle or were 
abducted, the deliberations about their future continued.

Even in this time of great need the chieftains could not 
agree on a common goal. That was until an age-old shaman 
stepped forward. Without uttering her name or revealing her 
tribe she hobbled to the center of the gathering and mocked 
the leaders of the clans as dishonorable wimps. Claiming 
that she talked to the spirits of their ancestors, she assured 
the crowd that they would be protected in these challenging 
times.

During the following tumult a few of the younger chieftains 
joined the shaman and she shared the plans of the spirits 
with them. They would steal ships from the intruders and 
leave the land of their ancestors forever. Far away in the 
west they would find a new home where they could live in 
peace from the white devils.

After a short time of preparations the tribes were ready, 
they had abandoned their settlements and, together with 
their families and belongings, began the journey to their 
new home. And just as the old woman had foretold, the 
tribe warriors were able to take Lagos and capture the 
Portuguese galleys at anchor. After weeks at sea the Yoruba 
reached the promised isle. They immediately established 
a new settlement and made the old shaman their leader. 
Rarely foreign merchant or slave ships came within sight 
of the isle and something always dissuaded them from 
coming closer. The old woman would laugh knowingly and 
make new sacrifices at the altars raised around the isle. The 
Yoruba lived in peace and harmony as they spread all over 
the isle guarded by the spirit forces.

One day the shaman gathered her warriors; the spirits had 
communed with her once more. Only a few day’s journey 
away there was an isle on which strange events occurred. 
A group of warriors should be sent out to investigate what 
troubled the spirits and roused their excitement. And so they 
prepared their captured galleys to become seaworthy and 
followed the command of their leader.

Despite their contact with the white devils, the Yoruba re-
mained true to their old traditions. Their close bond with the 
land itself is nearly mystical and leads to respect amongst 
their enemies. Lead by the visions of their aged leader their 
warriors cover many nautical miles to appear in numerous 
different locations. The motives of the old woman remain a 
secret of the tribe just like the mysterious force that guards 
their homeland and enables their ships to sail with an un-
fathomable speed.
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Chasseurs
The once so proud France is torn apart from the inside. The 
monarchy bleeds the land to death, any resistance to the 
arbitrariness of the nobility is oppressed mercilessly and the 
people forced into poverty. Civil disturbance grows and ru-
mors speak of armed riot, of revolution. But still the bright 
facade can be maintained…

While France is busy with its inner troubles, the other Eu-
ropean nations, particularly the hated British, have used the 
time to further expand their domains. The Canadian prov-
inces are lost, also the influence in India nearly vanished 
completely. Just a meager gobbet in Africa and a few small 
islands in the Caribbean remain for the Grande Nation.

But this is not enough for vain Louis XV – he wishes to 
see France within the very same circles as the other colo-
nial forces. On a daily basis the monarch hears of fabled 
treasures brought from faraway countries to the European 
harbors where they generate an incredible fortune.

Even with the tense situation within his country, the king 
saw no other choice than to join the race for new discover-
ies and colonies. His rivals already have a good advantage 
– Spanish and British ships control a vast proportion of 
the worldwide trading network. But strengthened by his 
counselors, Louis is determined to expand his territories 
overseas. In order to accomplish this ambitious task mas-
sive logistic and financial efforts are necessary.
 
The best ships, the latest scientific apparatuses, the boldest 
thinkers and the most experienced fighters – they all form 
the heart of the newly ignited exploration intentions of the 
French; the Chasseurs. They are a highly specialized group 
that support the separatists in the American colonies, march 
forward deeper into the heartland of Africa and investigate 
each arising rumor of new explorations. The spies of France 
dwell in each European capital, in each king’s court and the 
universities – nothing will be secret. And if anything wakes 
the interest of France, the Chasseurs will be ready.
 
They are based in the port of Marseille from where their 
frigates set sail on a regular basis – to where they go only 
few initiates know. Even fewer know that the true head-
quarters of the Chasseurs is on the distant Caribbean isle 
Martinique. From there, far from the intrigues of court, the 
knowledge of the group is gathered, secret operation sched-
ules are established and only select information returned to 
France.
 
The years on numerous different battlefields have formed 
the common soldiers into tough and relentless lone war-
riors. They do not march into a battle in a given formation, 
instead blending in with the surroundings and using them 
to their benefit. To accomplish their mission, everything is 
legitimate – ambushes, traps and assassinations are all part 
of the Chasseurs’ arsenal.



Areas

Game Summary
2. When you move characters onto an unexplored area 

you draw an exploration card (excepting sea areas) and 
resolve it. Then flip over the area tile (p. 16):

•	 White area value: you may negotiate or trigger a com-
bat. To negotiate, spend as much gold as the area value, 
or you must trigger a combat.

•	 Red area value: trigger a combat.

3. In a combat, the highest die result wins, while equal 
dice results cancel each other out (p. 18):

• 1D6 per soldier, 2D6 for a captain.
• 1D8 for a camp.
• Minions, bosses, locations and adventure areas gain a 

number of D6 equal to the area value.
• Attackers and bosses always exchange 1D6 with 1D8.

4. Losers of a round of combat must remove a character 
or camp, or lose one die in the case of minions, bosses, 
locations and adventure areas (p. 18). 

5. Retreat: end combat and move your figures from the 
combat area into an adjacent area you control (p. 19). 

6. When conquering an area immediately gain the re-
sources shown and optionally raise a camp (p. 20).

End of a Season
Resolve the following steps in the given order (p. 11).

1. Resolve appropriate effects.
2. Return all ships to their sea cards. 

 
After winter:

3. Players lose 4D6 resources (threat bar).
4. Discard all strategy cards and reshuffle them.
5. Check for end of game and, if so, determine the winner.
6. Start a new season or, if winter, a new year.

Notes
1. Use your strategy cards wisely (remember their re-roll 

effect).
2. Don’t forget about the progress bar and try to advance 

your progress token.
3. Fulfill missions to get new ones.
4. Enforce missions to automatically gain a success token.
5. Don’t forget that you can trade resources.

A B C D
• A face-down area counts as an unexplored area (A).
• A face-up area counts as an explored area (B).
• An explored area with your own figures in it counts as 

a controlled area (C).
• An explored area with enemy figures in it counts as an 

enemy area (D).

Fortune Phase
1. Draw an event card for the current season (p. 9).
2. Players draw 1 strategy card (p. 9).

Action Phase
1. Place an action token, choose a valid action and check 

for bonus resources, adding them to your sea card 
(starting from p. 12):

A B C D E F
•	 Land (A): Place your ship in an uncontrolled sea area 

and transfer all resources from your sea card into your 
pool. Hire up to 3 characters (1 gold per soldier, 2 gold 
for a captain). Then place them into an adjacent area 
and resolve the tile.

•	 Move (B): Move characters for 1 ration per area 
crossed and per character.

•	 Recruit (C): Place additional characters (1 gold per 
soldier, 2 gold for a captain) from your pool into any of 
your controlled areas.

•	 Produce (D): Gain all resources shown in your con-
trolled areas.

•	 Supply (E): Choose 2 resources and place them onto 
your sea card. Solo/Cooperative: exchange any amount 
of resources with another player.

•	 Pacify (F): Set one terror level back to level 1.

X
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