PREPARE ECLIPSE APPEASE THE
Immediately turn all SUN die UQLCHNQ

For the player’s next
GATHER faces to BLANK
Place Volcano tile next to #5
and consider this tile #10.

Tribe Members/Invaders may

MOVE here but can’t GATHER,

Build a Village, or use this Hex.
If the Player ends their turn
with 5 Tribe Members here,
remove them and return a

Nob;eﬁg:;: e\f!i?l: E]!]R:f c(lj;,(;ed . . . . Warlord. If the Invaders end
Until this event is dlscal‘ded, their turn with 5 Invaders

or War]ords’ but a" a]] invader SUN dice are here_ they are removed and
atker _h_exes producean treated as BLANKs they summon a Warlord.

additional resource. M
When the player rolls a
Then Discard this Event. SUN, Discard this Event. Then Discard this Event.

WAR CAT MAMMRTH RAFTS
Place Mammoth in any l;agra? t\i\)l}(g)g;l (1;(131 I;l?_lcee; tlg;z

Place the Saber-toothed Tiger on
the highest numbered Warlord. Lake Hex. Mammoth is
removed either by: the Player’s choice and
Discard the Event.

‘ l ! a Occupy the
Mammoth Hex and pay 2
For each Tribe Member present, Stone to move the Mammoth
the player must discard .one throug‘h the shortest path
resource or lose the Tribe possible (chosen by the player)
Member. If the player has Control to Hex “1" removing‘ one
Invader and 1 Tribe Member

of the Hex at the end of their turn,
remove the Tiger, per Hex where possible.
and discard this event.

} Start of turn: If 3

That Hex is considered
adjacent to all Lake hexes
during the Player's MOVE

actions.

——

Move to the % 2
highest numbered Invaders are in the Hex with :
the Mammoth, they convert it ANY Remove this

DOUBLES! Everit:

ANY
DOUBLES! Warlord and
into three resources.

repeat Event.
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DARK ALTAR

Place the Rltar on the lowest
numbered Warlord Hex.

If the Invaders GROW to
this Hex, also add one
Invader to the lowest

numbered Hex that
contains no Invaders.

If the Player Controls the
Hex with the Rltar at the
end of their turn, remove
it, discard the Event, and
score ﬁ )

FORTIFY

Pay 3 Stone to place the

Wall token on a Hex with

Tribe Members in it and
Discard the Event.

1 i
3 ’
v i

action where Invaders

would enter this hex,
discard one Invader. If the
Invaders ever control the

hex remove the token.

ANY C Remove this
DOUBLES! . Event.

Gamew

BLEAK MIST

If a player MOVEs into a
Hex unoccupied by Tribe
Members, they must use a
SUN or pay one resource.

ANY Remove this

DOUBLES! Event.
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