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4 -PLAYER  MAPS
FROM MOST PEACEFUL TO MOST CONTENTIOUS (F–J)

3 -PLAYE R  MAPS  � STARTING REGIONS FOR EACH PLAYER

FROM MOST PEACEFUL TO MOST CONTENTIOUS (A–E)

MUTAT IONS :
ADORABLE
You don’t kill humans, and they stay and defend your regions. 
When another player attacks you, you may allocate  damage 
freely between your herds and any humans in your region. Any  

 they roll must be allocated toward your humans before any 
other damage is dealt. If your humans take damage but aren’t 
completely eliminated, replace your Human Worker Token 
face-up with a lower-numbered token that isn’t currently in play. 
If there aren’t suffi  cient tokens of the number you need, use 
something else in its place. Your humans still only have 
1 HP per human, and cannot be moved from region to region 
like herds. When defending, you have the additional option to 
retreat to a region containing a Human Worker Token. You may 
peek at Human Worker Tokens in regions you control. At the 
start of the game, place a random Human Worker Token face 
down in your starting region. You still only control regions if 
you have a building or herd in that region, even if you’ve 
previously controlled it.

BLUE-BLOODED
Start with an Armory  instead of a Barn . Start the game 
with an extra herd (3 total, and you’ll receive a 4th on your fi rst 
turn).

DERANGED
All your resources are wilds, but everything costs one extra 
resource. You may not use the original cost when building. 
This means that a Barn, for example, would cost any 5 
resources, but you are unable to purchase it for the original 
cost of .

FLYING
At the end of your Preparation phase, you may redistribute your 
herds within regions you control however you’d like. You may 
abandon regions to do this. This does not count as your herds’ 
movement for the turn; they can each still move one time as 
their action for the turn.

HYPER-INTELLIGENT
You can build anything for 4 of one kind of resource. On your 
turn, you can trade 2 of one kind of resource to the Supply for 
one of another. You can still build buildings for their original cost 
instead of paying 4 of one kind of resource.

LUCKY
Instead of rolling, you decide what resource(s) are produced on 
your turn. This is still considered a roll for the purposes of the 
North Korean Mutation.

NORTH KOREAN
Every time the Resource dice roll doubles, you must nuke a 
region adjacent to one you control for free. Resource dice roll 
“doubles” when both dice turn up the same result, such as 

or . You do not collect Nuke Tokens for this. These 
Nukes may be used on other players and/or to kill off  adjacent 
Human Worker Tokens. If the player with the Lucky Mutation 
chooses two of the same kind of resource during the Resources 
phase, the North Korean player still gets to use their power.

RADIOACTIVE
You take no damage from Nukes and Pocket Nukes. You can 
still nuke your opponents. You may discard Hacking to draw a 
diff erent Spy Card.

REGENERATIVE
Your herds heal at the end of each combat that those herds are 
involved in. Nukes are not considered combat. So, if your herds 
get nuked, they will remain injured until you heal them or they 
participate in (and survive) another combat. You may discard 
Field Hospital to draw a diff erent Spy Card.

PARASITIC
You also gain resources from opponents’ regions adjacent to 
regions you control. Each region your opponents control can 
only produce resources for you once per turn; you don’t gain 
resources from an opponents’ region twice if you control two 
regions adjacent to it. Humans are not considered opponents, 
so you never gain resources from regions controlled by them.

ZOMBIE
If your herds would die in combat, you may choose to retreat 
them with 1 HP instead. This may result in some of your herds 
retreating even while the rest continue in combat. Immediately 
declare where they are retreating, move them to the appropriate 
region(s), and then continue the combat if applicable. You must 
still obey the various restrictions on retreating. Nukes are not 
considered combat.
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S PIE S :
BLACKMAIL
Select an opponent with more VP than you, look at their 
resources, and steal up to 3 of them of your choice. Spies 
worth VP are hidden information, and don’t count toward 
players’ total VP.

DOUBLE AGENT
Steal 2 random resources from each player who has more VP 
than you. Spies worth VP are hidden information, and don’t 
count toward players’ total VP.

FIELD HOSPITAL
Heal all your herds. This cannot be used to cancel damage your 
herds would take, but can be used to heal them immediately 
after they take damage. For example, if you have 4 healthy herds 
that take 6 damage, you can use Field Hospital to heal the 2 
herds that survive, but you cannot prevent the other 2 from 
dying. Additionally, Field Hospital cannot be used to heal 
any herds in a region that has been nuked during the current 
turn, though it may be used to heal them if they retreat to a 
diff erent region.

HACKING
When someone tries to nuke you, you may play this to take no 
damage. They still receive a Nuke Token. This can also be used 
to take no damage from Pocket Nukes.

POCKET NUKE
Pocket Nukes are like nukes in every regard except that they 
deal only 2 damage and you don’t get to collect a Nuke Token for 
playing it, which means it doesn’t help you acquire the Nukiest 
Award. The player taking the damage determines how the 2 
damage is distributed among their herds. If nuked by another 
player, players may play a Pocket Nuke to nuke that player back. 
Additionally, players may pay to nuke you back if you play Pocket 
Nuke on them, just as if you nuked them. If played against 
humans, reveal the Human Worker Token; it deals 2 damage to 
them. This means that 
humans, reveal the Human Worker Token; it deals 2 damage to humans, reveal the Human Worker Token; it deals 2 damage to 

 tokens are replaced with a 
humans, reveal the Human Worker Token; it deals 2 damage to humans, reveal the Human Worker Token; it deals 2 damage to 

, while 
 and  tokens are removed from the map.

PROPAGANDA
Name a resource. Each player who has any must give you one.

THIEVERY
Take 3 of one kind of resource from the Supply.

CAPITALISM, CARNIVOROUS, DOMESTICATION, PLUMBING 
1 Victory Point each. You may keep these hidden until you can 
use them to win the game. These are the only Spies that can be 
played on the turn you purchase them.
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