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COMPONENTS & GOAL
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20 Alpha Wolf Meeples (5 colors)
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40 Pack Wolf Meeples (5 colors)
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60 Dens (5 colors)
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20 Lairs (5 colors)
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12 Bonus Terrain Tokens a
>
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20 Lone Wolf Tokens 50 VP Tokens (3 types)
g — U 4 Region Scoring
12 Bonus Action Tokens Reminder Tokens

10 Region Boards

& &3

10 Region Scoring Tokens (3 types) 20 Prey Tokens 5 Reference Cards

30 Double-Sided Terrain Tiles

You are the leader of a pack of wolves. Over the course of a moon cycle, you will stalk prey through the wilderness,
recruit lone wolves to grow your pack, and fight with rival packs for control of territory. With cunning—and maybe
some Killer instincts—perhaps you will establish your pack’s dominance.

®




GAME SETUP

< START BOARD

»  Place the Start Board (featuring the Central Chasm)
in the center of the table.

© REGION BOARDS

» Randomly place Region Boards around the central Start
Board as shown.

© LONE WOLF TOKENS

»  Place 1 Lone Wolf Token on each hex with the @ icon.

O PREY TOKENS

» Randomly place a stack of 2 matching Prey Tokens on
each hex with the Prey@ icon.

» 3 player game: Place a stack of moose, deer,
raccoons, and boars. Place 2 stacks of rabbits. There
should be a total of 6 stacks of Prey.

» 4 player game: Place a stack for all 5 types of Prey,
then place an extra stack of rabbits, raccoons, and
boars. There should be a total of 8 stacks of Prey.

» 5 player game: Each type of prey should have 2
e stacks for a total of 10 stacks of Prey.

© MOONLIGHT BOARD

»  Flip the Moonlight Board to the side showing the current
player count.

© DETERMINE REGION SCORING ORDER

»  Gather a pool of Region Scoring Tokens based on player
count:

» 3 Players: ®) 2 Crescent, @) 2 Quarter, (7) 2 Full
» 4 Players: ®) 2 Crescent, @) 3 Quarter, ) 3 Full
» 5Players: @ 3 Crescent, @) 4 Quarter, () 3 Full

»  Place1random Region Scoring Token from the gathered
pool onto each Region Board’s Water Source hex.

Reminder!Each stack should
have two matching types

of prey. This stack would be
made with 2 rabbit tokens.

MOONLIGHT o-P

< REGION SCORING REMINDER TOKENS

»

»

Place a Region Scoring Reminder Token on the
Moonlight Board space featuring a Crescent Moon and
the current player count.

These Reminder Tokens remind players which Regions
will be scored next. The Region Boards with a Crescent
Moon on their Water Source will be scored first. Then
the Reminder Tokens will be moved to on top of the
Quarter Moons to remind players that these Regions
will be scored next. After they are scored, the Reminder
Tokens will be moved a final time to on top of the Full
Moon Tokens.




© CHOOSE YOUR WOLF PACK

»  Choose a color and gather 2 Alpha Wolves and 2 Pack
Wolves of that color. These 4 wolves will be placed onto
the Start Board later in setup.

»  Set the Player Board that matches your chosen wolf
pack in front of you on the 3-5 player side.

@ Choose first player.

<> PLACE WOLVES USING A SNAKE DRAFT

»  Note: Before placing your wolves, take a moment to
study the order in which Regions will be scored (see
step 5 of this section) as this may impact your initial
placement strategy. Remember, all Region Boards
featuring a Crescent Moon will be scored first, then
all Region Boards with Quarter Moons, and finally all
Region Boards with Full Moons.

» ¥y Randomly choose a first player.

» I The first player chooses any empty hex surrounding
the Central Chasm on the Start Board and places 1 Alpha

Wolf and 1 Pack Wolf together on that hex.

3Player Snake Draft

© SET UP YOUR PLAYER BOARD

»

»

»

»

€@ Place the 1 Faction-specific Terrain Tile that
matches your chosen color in the 1st slot at the top of
your Player Board. This tile should feature the letter
associated with your Faction (A,B,C,D, or E) and should
show the same type of terrain on both sides.

€@ The other 5 Terrain Tiles marked with your
Faction's letter have different terrain types on each side.
Place these tiles in the remaining 5 slots, making sure
no type of terrain is repeated. You will now have 6 tiles
at the top of your Player Board. Your Faction-specific
Terrain Tile should match one of the other tiles, but
the rest should be unique.

> Proceed around the table clockwise until each
player has chosen 1 starting hex.

{® Proceed around the table again counter-
clockwise, starting with the player who just chose

their first hex (in other words, their placement turns
happen back-to-back). Each player will choose a second
starting hex. This second hex must be empty and on
the opposite side of the Central Chasm from their first
starting hex.

» € Place 4 Lairs on their designated spaces in the
bottom left of the Player Board.

» @ Place a Den Marker over all the numbers on
the top half of the Player Board except the smallest
number in each section (12 total).

» € Place 6 Pack Wolves and 2 Alpha Wolves on
their designated spaces in the bottom right of
the Player Board. Place the 2 Alpha Wolves on the
spaces featuring the wff symbol (3rd & 6th spaces).

< START PLAYER

»  The player who drafted first will get to take the first
turn of the game. Play will proceed clockwise for the
remainder of the game.




; T'lIRN OVERVIEW

HOW TO PLAY - ATTRIBUTES
: Score the most Victory Points by using Actions on
your turns to:
@ Fight for Control of a Region by increasing your wolf pack's
- presence there.
' ' _ @ Hunt Prey scattered.around the Regions by surrounding it with
Take any 2 Actions, regardless of cost.

your wolves.
You can take the same Action multiple times.

Pay the cost of each Action by flipping Terrain Tiles
(or discarding Bonus Terrain Tokens).

Take more than 2 Actions on your turn by discarding Bonus
Action Tokens.

After you take your Actions, check the Moonllght Board to see if
Region Scoring has been triggered.

ATTRIBUTES

Attributes are rows of numbers on the Player Board
covered by Den Markers. They determine how
powerful some of your Actions are. As Build Den
actions are taken, players remove Den Markers (left-
to-right, top-to-bottom ) from the Player Board and
immediately gain the upgrade underneath (along with
any adjoining Bonus Tokens).

PAEK SPREAD

Determines how many wolves can move with a Move action.

WOLF SPEED

Determines how many hexes each wolf can move on a Move
action.

HOWL RANGE

Alpha Wﬂlf Howl / Dominate Eangﬂ

HOWL RANGE

Determines the range of both Howl and Dominate actions.




ACTION SYSTEM - FLIPPING TILES

A uni.que Facti.on-' . The remaining 5 Terrain Tiles are identical (aside from A-E
AETIUN SYSTEM - FI.IPPING T".ES FpeCIﬁCTerraln Tlle_ls indicators) for all players. Each tile has different terrains on
in the 1st slot. This tile cach side
. . . shows your faction’s i
Flip 1 or more of the 6 double-sided Terrain natural habitatonboth | | 3
. front and back. b
Tiles at the top of your Player Board to ~
perform Actions.

¥ < 1

Your available actions are determined by the
types of terrain your tiles currently show.
Because you flip your tiles each time you take
an action, each action you take determines

what actions you will be able to take next.
Think ahead!

type of terrain is on the other side.

[ Corners of each tile let you know what ]

Reminder! The cost of performing each Action is listed on the player aids. All Actions require flipping
1,2, or 3 Terrain Tiles that match the terrain of the hex that is the target/destination of the Action.

The Bonus T, \.
€rrain To
type of terrajn, ken counts 5 £

i

W FLIPPING TILES

The Desert Wolf player
erforms an act'\on'that
pequ'n‘es 2 Desert tiles.

) They now have enoug
Forest tiles 10 perfo?rf\n )
another action requiring

Forest tiles.

& Wl Howi /L

— HOWLRANEE
WIL $PEED [

Saams pang & sl e oo

PACKWOLVES  .am

® ek Lane ‘Wit Token
wihin boed Rangs when pou Howl

iF *F 4F -'v\

i layer
o take an additional ac::on. The play
i action sti

taking abonus .
the cost of the bonus actl(;r}r :rmin

inTi Bonu

errain Tiles (or ‘ ;
tTheans) that match the terrain type
O . .
the target/destmatlon hex.




ACTIONS - MOVE

ACTIONS

Actions always require you to flip Terrain Tiles that all match the terrain type of the target hex you want to

affect with your action.

For example, if you want to Move onto a Grass hex, you'll be flipping 1 Grass tile, and if you want to Howl at a wolf on a Tundra hex, you'll be flipping 2 Tundra
tiles. In the following descriptions, matching hex means a hex whose terrain matches the terrain of the tiles spent.

MOVE

Move the wolves in your pack around the Board by flipping a tile that matches the terrain (hex) you want to travel to.
Strategically move your wolves to gain Control (see page 16) of regions and to put your wolves in position to do other actions.

@ Flip a Terrain Tile that matches
the hex you want to move your
wolves to.

@ You may move any number
| b s | Of Alpha Wolves or Pack
G - Wolves up to your current Pack
¥y Spread attribute (see page 6 for
descriptions of attributes).

MOVE - SPECIAL RULES:

The Central Chasm and Water Sources are impassable. You must go around them.

You may only end your movement on hexes with Lone Wolf or Prey Tokens after
they have been removed from the board.

@ Move wolves, based on your Pack
Spread and Wolf Speed attributes, to
the matching terrain.

Important!Only the destination hex must
match the spent Terrain Tile. The hex you
start from and the hexes you pass through
may be of any type of terrain.

et | (@ Each wolf may move a number
Q bl of hexes up to your current Wolf
= L Speed attribute.

All wolves you move must end on a matching hex. You may split up wolves, as long
as they all end movement on matching hexes.

There is always a maximum of 2 player pieces (Wolves, Dens, and Lairs) per hex.

v




ACTIONS

MOVE - CONTINUED

Many pieces restrict movement based on how they interact with each other:

Alpha Wolves can end their movement on a hex Alpha and Pack Wolves can end their movement 2 Pack Wolves from different packs can never
occupied by an enemy Pack Wolf only if it is the " on an enemy Den (maximum of 2 pieces per hex occupy the same hex. 2 Alpha Wolves from

only piece on that hex. When this happens, the still applies) but not an enemy Lair and only if different packs can never occupy the same hex.
Alpha Wolf pushes the Pack Wolf to the nearest the Den is the only piece on that hex.

empty or friendly (containing a single piece of the

same color as the wolf being pushed) hex of the
Alpha’s choice.

Pousn L

)y The Grass Wwolf player cu'rrently
has a Wolf speed of 3, meaning \
they can move their wolves up to
hexes away.

They flip 1 Grass tileto
move their Alpha to a Grass hex.

Since their current pack Spread

is 2, they can also @@ move their
pack Wolf 3 spaces to the same
Grass hex or any other Grass hex

that is in range.

Kl of ‘Wpdvis 1040 CaH =

)
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ACTIONS - BUILD DENS

BUILD DENS

Establish a presence in a region by marking a hex with a Den Marker, a piece that stays in a hex even when your wolves

move to other regions. Claiming territory in this way helps you gain Control of a region and makes your wolf pack stronger.
Building Dens also earns you Bonus Terrain Tokens, Bonus Action Tokens, and VP (Victory Points).

To build a Den, €) flip 2 Terrain
Tiles that match the hex you want to
build a Den on.

adjacent to one of your Alpha Wolves.

(Important! The hex must be occupied by or J

0 Remove a Den Marker from
an Attribute track (Pack Spread/
Wolf Speed/Howl Range) on your
Player Board.

Important! Work your way down the track
moving left-to-right, top-to-bottom when
removing Dens from your Player Board.

Note:With each Den built, your Attributes are upgraded, making your pack
stronger. Bonus Tokens and/or VP are also earned the farther down the track you
go. (See Attribute Tracks page 6)

@ Place the Den Marker you just
removed from your Player Board onto
the target hex.

Reminder! The hex must be occupied by or
adjacent to one of your Alpha Wolves.

BUILDING DENS - SPECIAL RULES:

Dens cannot be built on a hex with an enemy Pack Wolf.

arker (Den or Lair) per hex. There is

ere can only be one territory m )
I ; Ives, Dens, and Lairs) per hex.

a maximum of 2 player pieces (Wo

Dens can be built on any type of terrain, but can only be upgraded if

built adjacent to Water Source.

TOKEN HIERARCHY

Lowest to Highest

Note:The different types of pieces havea hierarchy that
goes, from lowest to highest, Den->Pack Wolf->Alpha
Wolf->Lair. You may only end your piece’s moyeme.nt or
place a piece ontoa hex with a single enemy piece if your
piece is a higher tier than the enemy piece. When you do
s0, you push out the lower tier pieceifitisa wolf..Dens
cannot be pushed. So, a Den with an enemy Wolf is the
only time 2 opposing pieces occupy the same hex at the

end of an action.

o The Rocky Wof player
flips 2 Desert tiles to Build
a D'en ona¢® Desert hex
adjacent to thejr Alpha Wolf.

To do so, they choose to take a
Den Marker from the
Wo!f Speed track (upgradz’ng
their speed to 4 for the rest of
the game) and Place that Den
Marker on the Desert hex.




UPGRADE DEN INTO A LAIR

ACTIONS -UPGRADE DEN INTO A LAIR

Gain VP by upgrading your Dens into Lairs. Your wolves will not get stronger from doing this, but
Lairs do give you more Control over a region than Dens. (See Tallying Control on page 16)

To upgrade a Den into a Lair, €) flip
2 Terrain Tiles that match the hex
that your Den Marker is on .

Important! The Den Marker you plan to
upgrade must be occupied by or adjacent to

one of your Alpha Wolves AND adjacent to a
Water Source.

© Remove the Den from the hex and

place it on the next open date on the
Moonlight Board.

@ Replace the Den with the
leftmost Lair from your Player
Board. The Lair removed from your
Player Board provides a Bonus
Terrain Token you gain immediately

and reveals VPs that will be tallied
at the end of the game.

N

UPGRADING DEN INTO A LAIR - SPECIAL RULES:

You may only upgrade Dens that are on a hex adjacent to a Water Source.

You can only have 1 Lair of your color on each Region Board.

There can only be one territory marker (Den or Lair) per hex.

You can upgrade a Den to a Lair even if there is an enemy Pack Wolf or Alpha
Wolf occupying the same hex. Since enemy wolves can’t occupy the same
hex as Lairs, this action allows you to push the enemy wolf to any nearest

empty or friendly (containing a single piece of the same color as the wolf being
pushed) hex of your choice.

4 v (Y
L] - ;. - =
o paRADE DENINTO A LAR

The Forest Wolf player O _ﬂlps 2
Rocky tiles to upgrade their
currently adjacentto 2
and one of their Alpha Wolves.

J

@ Den
Water Source

The player thend) removes th§ Den
Marker on the Rocky hex, placing
it on the next open date on the
Moonlight Board. () They then
remove a Lair Marker fr.om their
player Board, L2} earning tlfem la
Bonus Terrain Token immediately ]
(plus 5 VP at the end of the game) in
placethe Lair where the remove
Den was previously located.



ACTIONS - HOWL

HOWL

Grow your pack by Howling at Lone Wolves, converting them to Pack Wolves of your color. Converting Lone Wolves into Pack
Wolves earns you VP. Since the Lone Wolf will become a wolf of your color, its presence will also increase your Control in the

region itis in.

To Howl at a Lone Wolf, € flip 2
Terrain Tiles that match the hex
occupied by a Lone Wolf Token within
your Howl Range from your Alpha Wolf.

4 © Remove the Lone Wolf Token
5 _ from the hex and place it on the next

open date on the Moonlight Board.

@ Place the next available wolf in
the Pack Wolves section of your
Player Board on the hex previously
occupied by the Lone Wolf.

Reminder!When placing a piece from your
Player Board, work your way down the
track moving left-to-right, top-to-bottom.

e [y

O The Des
Current Ho;;,:;wolfplayer’s. Aipha Woll Huwl f bemirdle Bange
ey o ange is 2 which ™

mea eir B Alpha Wolf cap l\:;"]

Wiatthe Lope Wolf 2 hey ™
iway. To do'so, they O flip Zes
thundra tiles (the terrain type thar

e Lone Wolfis OCcupying).

HOWL RANGE

o The Lone Wo
to the Moonligh
replaced witp, ,

the Desert yo|f
Board,

IfToken is moved
t Board ang

Pack wolf from
player’s Player




DOMINATE

Swap an opponent’s Pack Wolf or Den Marker for one of your color. Dominating another

player’s piece allows you to remove either a Pack Wolf or Den Marker piece from your own

balance of Control in the region.

player Board, earning you whatever benefit is revealed when you do so and shifting the

To Dominate, €) flip 3 Terrain Tiles
that match the hex occupied by an

opponent’s Pack Wolf or Den Marker

within your Howl Range from your
Alpha Wolf.

., © Removethe opponent's piece
" from the Board and place the

4 piece on the next open date on the
Moonlight Board.

@ Remove an available piece of the

same type from your Player Board
and place it on the hex.

Important! Always replace the same type of
piece. For example, Dominating a Den would

result in you replacing the opponent's Den
with one of yours.

If t.here are 2 player pieces of the same color in a hex,
neither piece can be Dominated.

If replacing a Den, choose which Attribute you'd like to
upgrade. Remember to gain any adjoining Bonus Tokens

nprotecte
w?t‘:\::’\ . Howl Range©
W

T““dra Wo“’ S A‘pha‘

I

k
fas leftaPac

The Grass Wo;ioﬂaa Forest hex

f the

ACTIONS - DOMINATE

HOWL RANGE

Aiphs Well Howd 1 brmmalr Basge




HUNTING

HUNTING

Feed your pack by surrounding prey. Hunting earns you Bonus Actions and VP. Hunting is triggered automatically
(no Terrain Tiles needed) at the end of various actions.

o L0

€y The Grass wolf player flips
aTerrain tile t @ Move their
pack Wolves 10 Grass spaces, "
surrounding the moose on 3 sides.

@ To Hunt, have wolves (Alpha or
Pack) of your color on 3 different
hexes adjacent to a single Prey Token.

€ They take the moose Prey
Token from the stack, placeit
on their Player Board_, and ol
collect the Bonus Action Toke

they earn for COVer

ing the space-.

@ Take 1 Prey Token from the top of
the stack you've surrounded and put it
on your Player Board on the leftmost
open Hunting Prey tracker space.

© Gain 1 Bonus Action Token for
covering a space in your Hunting
Prey track.

{ ) | /mportant! Youmay not claim more than
1of the same type of Prey.




MOONLIGHT BOARD

MOONLIGHT BOARD

The Moonlight Board shows when the three | _
Region Scoring phases will be triggered. _ \ MI]“H“EHI

PLAYER COUNT

TRIGGERED DATE
Quarter
(Phase 2)

Crescent
(Phase 1)

(Phase 3)

Lone Wolf Tokens, Pack Wolves, and
Dens removed from Region Boards
during play are placed on the next

open date on the Moonlight Board.

12110413 MOGNLIGHT 804R0

When a component is placed on a In this 3 player example,
date of the Moonlight Board that Board will trigger the Cr
shows a phase of the moon (and the featuring a (®) Cresce
appropriate player count), all Region

Boards featuring a matching Region

Scoring Token are scored at the end

of the current player’s turn (after

they have taken all of their actions).

(See Scoring on page 17)

) the next component added to the Moonlight
escent Moon scoring phase, and all Region Boards
nt Moon Region Scoring Token will be scored.




SCORING REGIONS (TALLYING CONTROL)

The Tundra Wolves
Control and takest
There will be 3 Region Scoring phases during the game, each triggered when a piece is e which wil

player has exerted the most
he Crescent Moon Scoring
be worth 4 points at the end

placed on a (player-count-specific) moon phase icon on the Moonlight Board. When this ;’f;he game. The Grass Wolyes player has th
g g . g : na most C e
happens, score each Region Board featuring the matching Region Scoring Token. Rocky wolv:t;fl and earns a2 VP Tokep, The

ayer gets nothing,

The player who has the most Control
in the Region claims the Region
Scoring Token from the Region Board
and flips it over. This token will be
worth the highest number shown
on the token at the end of the game.
2 ﬁ\‘ The player with the 2nd most Control
‘/\( claims a VP Token worth the lowest
number displayed on that same
Region Scoring Token.

1st Place

2nd Place

|

1CONTROL  1CONTROL Region Boards are scored based on

(Break ties) how much Control each player has

“ in the Region.

1CONTROL 3 CONTROL

Important! Rlphas break ties. For example, if the Grass Wolves have 2
Dens and 1 Pack Wolf in a region and the Rocky Wolves have 2 Pack Wolves
and an Alpha in the same region, both packs have 3 Control. However, the

ROCKY WOLVES PLAYER: TUNDRA WOLVES PLAYER:

Rocky Wolves would win because they have the most Alphas. .
2) Two Alpha Wolves @ Two Pack Wolves @) one Lair
2) Two Pack Wolves . One Den Marker @ One Pack Wolf
@Two Den Markers

1) One Den Marker

SCORING UNBROKEN TIES

»  If multiple players are still tied for most Control in a region
after accounting for the number of Alphas, they will each take
; \:(P To.ketn;1 worth the smaller number on the Region Scoring
oken In that region. All other players in i
points for the region. Discard tff)e gegion égsrriigglgglf:rfn . Reminder! After each Region Scoring phase, move the Region Scoring Reminder
. Tokens to on top of the Region Scoring Tokens in the regions that will be scored
next and to the next scoring date for the current player count on the Moonlight Board.

Total = (5) Control Total = @ Control Total = ®) Control

—

Ifthgre is a clear winner for most Control in region but
multiple players are tied for 2nd most Control, only the player
who has the most Control in the region scores points.




GAME END AND FINAL SCORING

GAME END AND FINAL SCORING

The game immediately ends at the end of the turn when a piece is placed on the (player-count-specific) Full Moon space on
the Moonlight Board (ignore all the dates after). To determine your final score, add together all VP Tokens earned in the 3

Region Scoring phases and the highest VP number revealed in each of the 6 tracks on your Player Board. The player with
the most VP wins!

HOWL RANGE SCORING ]

[ WOLF SPEED SCORING |28

Flp mating o s cvif thai mimain, SR ; : [

REGION SCORING TOKENS ]

| || sﬁrl'ﬁ?
i.a
/ PACK WOLVES SCORING

; LAIRS SCORING it F Score Wolves removed

Score Lairs removed J from the player Board.
K— from the player Board. . I
% HUNTING PREY SCORING
Score Prey Tokens added to the player Board.

(71T FiNaL SCORING
pack Spread o
TIE-BREAKER @

© Wolf speed .....-- 3

» Inthe case of a tie, c3 Howl Range
the player with the

most Region Scoring QLairs ..o .
Tokens wins.

© Unique Prey ... f!,

If there is still a tie, L F ) pack Wolves

the player with the 10 T S
okens ...
most wolves on the © Scoring

Board wins.

A

ANAL SCORE: 3¢




2 PLAYER VARIANT - SETUP

2 PLAYER VARIANT

In a 2 player game, both players compete directly
against each other, but they must also face off against
a third Al wolf pack!

SETUP DIFFERENCES

b
© START BOARD 9%’:@*‘ -*

”

i

Place 5 random Region Boards in the following : :

configuration. 2 player games do not use the Start -

Board with the Central Chasm. 4"»-/ N g
s '

F ' i .
fid
Fd i J e f
x ., o . K s
’ T
bl i 4 | /
L. " =L o et [
" i E /
£ —

2 Player Game Setup

© LONE WOLF TOKENS © DETERMINE REGION SCORING ORDER © REGION SCORING REMINDER TOKENS

Place 1 Lone Wolf Token on each hex with the @ icon. Gather and randomly place each of the following Region Place the Region Scoring Reminder Tokens on the
Scoring Tokens on the Water Sources: Crescent Moons to remind players that those regions
will be scored first. Remember to move these Reminder

o PREY TUKENS Asingle @ Crescent Moon Tokens at the end of each scoring phase.

Asingle O Full Moon

Gather one of each type of Prey Token. Place each one Asingle O Full Moon o AI WﬂI_F FAI:K

randomly on the hexes with the Prey icon.
A@ Crescent stacked on a ‘D Quarter Moon
Choose another color (the example uses Tundra Wolves,
o MﬂﬂNlIEHT BUARI] A quarter stacked on a (7) Full Moon but you can decide your own Al color) to represent the
3rd wolf pack. Place the 3rd pack's pieces on the top hex

This arrangement will result in the two regions with to the right of each Region Scoring Token as follows:

Flip the Moonlight Board to the 2/3 player side. "stacked" tokens being scored twice during the game,

once for the top token and again later for the bottom
token after the top token is scored and removed. ﬁ ﬁ ﬁ

Crescent: Crescent + Quarter: Full (x2): Quarter + Full:
2Pack 1Lair 1Lair +1Alpha 1Lair &2 Alpha



2 PLAYER VARIANT - SETUP

<]
[}
i

Y Yy e e

© CHOOSE YOUR WOLF PACK © SET UP YOUR PLAYER BOARD

»  Each player chooses a color and gathers 2 Alpha Wolves »  Each player sets up the 2 player side of their Player »  Notice that players earn different points and rewards
and 2 Pack Wolves of their color. These 4 wolves will be Board similar to the way they are setupina 3-5 for accomplishing things in a 2 player game. For
placed around the map later during setup. player game. example, Hunting Prey does not earn you Bonus Action

Tokens in a 2 player game, but it still earns you VP.

< PLACE WOLVES USING A SNAKE DRAFT < START PLAYER

»  Note: Before placing your wolves, take a moment to »  €X) The second player then does the following twice: »  The player who drafted first will get to take the first
study the order in which Regions will be scored as this Place an Alpha Wolf and a Pack Wolf of their color on an turn of the game, but the 2nd player will get 1 Bonus
may impact your initial placement strategy. Remember empty hex on any Region Board not showing a Crescent Action Token on their first turn that they can use at
that the regions with stacked Region Scoring Tokens Moon. any time.
will be scored twice during the game!

» €I The first player chooses another empty hex on »  Normal turns (take 2 actions) will alternate for the

»  €CEY Randomly choose the first player. They place an any Region Board not showing a Crescent Moon and remainder of the game.

Alpha Wolf and a Pack Wolf of their color on a single places an Alpha Wolf and a Pack Wolf of their color on
empty hex on any Region Board not showing a Crescent that hex.

Moon. @



2 PLAYER VARIANT - SCORING REGIONS | GAME END AND FINAL SCORING

2 PLAYER - SCORING REGIONS

There will still be 3 Region scoring phases during the
game, each triggered when the appropriate symbol is
reached on the Moonlight Board. When this happens,

score each Region Board featuring the matching
Region Scoring Token. If the token is at the top of a
stack, score it, then remove it to reveal the bottom
Region Scoring Token.

2 PLAYER - GAME END AND FINAL SCORING

Both players must compete with the 3rd type of wolf on the Board
for Control in a region.

Scoring Regions and ties works the same as in a 3-5 player game
(see page 16).

Itis possible for the 3rd type of wolf to have the most Control in the
region or be tied with another player for Control!

Because of the 2 piece per hex restriction, players will not be able to
dominate or move any of the 3rd pack's pieces.

Game end and final scoring works the same as in a 3-5 player game (see page 17), however the end game scoring values in each
of the 6 tracks on the 2 player Player Board are different:
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PACK SPREAD SCORING | PACK SPREAD \
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Score Lairs removed
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from the player Board.
( REION SCORING TORES ]-[ W

Kiglia Woll

HUNTING PREY SCORING
Score Prey Tokens added

to the player Board.
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2 PLAYER TIE-BREAKEIF

» Inthe case of a tie, the
player with the most Region

PACK WOLVES SCORING Scoring Tokens wins.
Score Wolves removed ST Tt
from the player Board. » Ifthere is still a tie, the

player with the most wolves

on the Board wins.




