Wilderness

Alcarniltj board game for2-8 P|agcrs from the age of 10. -
The game is clcsigned 139 Thomas and Danic' Fryxelius " oy

(Components A

L i ru|c book
e 5 landscape tiles

e 2 cornertiles forthe gaming board (with reference sheet and comPass)

e 38 Figurcs

e 8 status boards and 24 health markers
e 1 snake

o | bear

e 2 wolves

e | vi"agc

. 27 day cards (+ I turn mar‘ccr)
® S5%event cards

s 27 illness cards

e 2dices

Backgrouncl: You have been assau‘tecl, robbed and left to your fate with not cnougl—x

clothes or equiPmcnt to manage. You are abandoned, far away from civilisation and security,
far from the life of welfare and comfort you had. There’s not a human bcing for miles, unless of
course the robbers have found some other unfortunate travellers! Now you have to

survive the wilderness that sPrcads for miles and miles in all directions and

maybc..j’ust maybc you can get back to civilisation again. There’sa vague hope

to hold on to: You know there is a settlement somewhere east. So go cast,
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cast and further east. (et out of the wilderness, alive!
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Thc Goal O{: t"‘lC game: Wilderness the board game is oo it

bcing involved is very -
all about sur\/iving in the wilderness and to reach a small vi||age

imPor'tant. |n this rulebook
located in the far end of the game board. T!’IC Plagcr to first

%
we write you and yours §
7

reach this vi”agc has won the game. :
when we rca"g mean your !

] charactcr, rePrcscntcd by ‘

a Figurc. B_L, cloing this, we
wish to encourage Pcop'c il

to involve themselves in




Preparations:
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1 Shumc the Iandscapc tiles and Place six of them face down in a row as the image shows. [For

a shorter game you use on]y four tiles, and for a |ongcr game you use cigl‘ut. Fut the tiles you

dor’t use back in the box without Iooking at them.

2 Place the corner tiles and the vi"age. The vi"age should be P|aced in the corner of the game

board next to the corner tile with the compféss.
3 Random‘g select a Piagcr to start the game.

4 All Plagcrs choose a status board and the corresPonc{ing figurc. Takc three markers for

every status board and P'acc a marker at the leftmost Position on the tracks for tl‘\irst, l‘!ungcr

and exhaustion.

5 Tum the first ‘andscapc tile up and Placc your Figures in the field farthest from the vi”agc.
The other tiles are as yet unex lored but will be turned up later in the game.
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6 Flacc the animals and the dice next to the game board.

7 Shume the event cards and let each P]ager draw three of them. Flacc the rest

of the event deck next to the game board with some space next to it for discarded

ca rds.

8 Shu#‘c the illness cards and Place the deck on the table with some space

next to it for discarded cards.

9 Shuffle the days cards and turn up the first card to
= Y !

rcPrescnt the first day. Read the instructions on the card and
Place a turn marker on the first square. Now the game can

begin with the first Plagcr’s turn.




T helstion Clbhe & sme

DcscriPtion of a round: During a

round each P|ager will have a turn with the oPPor‘cunity
to move, hunt, drink water, slccp and rest. thn all Piaycrs have taken

their turns there is an extra turn called nature’s turn. On that turn all
Piaycrs will be l’;ungn'er) thirstier and more exhausted. The pattern of the game
is that you try to imProvc your hca]th, while c!un'ng the nature’s turn it will get worse.

Tl-\c nature’s turn is further cxPlained on page ] Aacter Naturc’s turn a new round starts.

Thc status boards: On  the

status boards you keeP track of how

&
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tl-nirstg, hungrg and tired you are. You have
a marker for each of these attributes that

starts the game in the leftmost square.

During the game the marker will move baci(

and forth. As you may have aireadg noticed o L s
there is a skull at the far nght on the exhaustion tracic but not on the trac!(s Fort !rst or hunger
]n this game you do not die from l-lungcr or thxrst, but Hunger and thirst will exhaust you. hC you

are exhausted cnough to bn'ng you to the skull your character dies. ln that case you Piacc your -

Figure Facc down on the game board to s!wow that it is dead and you are no Ionger a”owed to

Play any event cards or take any actions in the game.
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Thirst: This track shows how tlﬂirsty you are. |n each square there is a number that shows

how many extra steps the exhaustion will be moved on account of your thirst. The
higher the number is, the faster you will be exhausted. Your thirst will be increased

y during each of the nature’s turns. Your thirst can also be increased by moving into

desert or by event cards. To reduce your thirst you will need to »
*drink?. T his will be covered on page 7. :
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Hungcr: |n the same way as thirst, l-\ungcr will cause you to be ‘ | g sdaladl )
that Yyou should increase ‘yg

more exhausted. Hungcr is also increased during the nature’s turn / :
tl'nrst, hungcr or exhaustion

and can be affected by event cards. To reduce your l’)ungcr you g thatyou o %

will need to hunt for food. Hunting is covered on page 7 ; s
move the aPProPnatc
£ marker that many stcPs to

( the right.

[f instead you are to s |

reduce any of thesc, you

should move the marker to

,t}.',‘? lreft.
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E_xhaustion: This track is a little different

from the other two. [irst, the numbers in the

W : squares do not describe how exhausted you are, but

instead show how much energy you will receive at the start of each turn,

4 so in this case a l‘ligh number is a gooc{ thing. At the start of the game

Q you will have 6 energy. When you become more exhausted your energy will

be less (going to 5, 4, 3 and Fina"y death). Scconcﬂy, the exhaustion track is
affected digcrcntlg from thirst or hungcr. During nature’s turn you will move this track gﬁ'
you have moved the thirst and hungcr tracks, and you increase your exhaustion one step Plus !
the number on the thirst track and the number on the hungcr track. A thirstg or l‘xungrg Playcr
will get tired much faster than a Plager that is not. At the start of the game you have © thirst
and 0 hungcr, and therefore you will onfg increase the exhaustion 1 step cluring nature’s turn,
But if you should have 2 thirst and | l‘\unger, you would instead increase the exhaustion 4
steps to the n’ght (i for the turn, 2 for thirst and 1 for hungcr). 1 e reduce your exhaustion

3ou will need to rest or slccp, which will be covered on page 7.

Examp‘c I: FurP|c Plagcr
increases her thirst one stcp and

now has 1 thirst. She then

increases her hungcr and has 2

hunger. She now has to move

her exhaustion 4 steps to the
right: i for the turn, +1 for her
thirst and +2 for her hunger.

Examplc 2: At the start of the game gc"ow

Plagcr is hcaltl‘ag. She gets 6 energy to spend on her

turn since her exhaustion track is in a square with the

number §. thn the nature’s turn comes she moves ’

her thirst and hungcr I stcP cach, then moves hcr;
exhaustion | steP. i for the turn, +O for her thirst and

+O 1Cor hcr hunger.




ACtiOﬂS: At the start of your turn you read

1Crom the exhaustion track how much energy you

receive to sPend cluﬁng your turn. This energy you

can use du ring your turn to do a number of actions. T hese actions are:

= MOVC: You always use energy to move into a new area, and most

effects associated with the areas haPPen as you move into a new area. Here follows a
dcscriPtion of how much energy you must sPcnd to move into the different areas and what
effect thcg have.

Grasslands ~ 2 energy. You may hunt in this area.

Koc‘(g Area - 2 energy. Yog may not hunt in this area.

Desert- 2 energy. You may not hunt in this area. When you move into a desert
area clun'ng a turn of day]ight you move your thirst 1 step to the right. You will

not receive extra thirst for sta ying g,-.,“&‘cscrt but onlg for movi ng there.
Forest-3 energy. You may hunt in this area.

Swamp ~ 3 energy. You may hunt in this area. When you move into a swamp

you immediate|g draw anillness card and follow the instructions on it. You will not

receive any extra illness cards for staﬂing in the swamp but only for moving there.

Mountain - 4 energy. You may not hunt in this area.

Watcr area — You may not move to a water area.

River - +2 energy. T he rivers are Placecl between areas and

do not count as areas. |1C you wish to move to an area and *on

A have to cross a river you need to spcnd an extra 2

energy to move.
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Tl‘lc Tribc ~ 3 energy. You may hunt here. Dun’ng
nature’s turn, at the same time that you

move the animals, you roll a die for each Plager
standing in this area. Imcgou roll a 2 or higher you reduce
your thirst and hungcr 2 steps cach. But i you roll a 1 the natives

turn against you! Tl-\cg attack using the same rules as you use for an

animal attack You may also Plag event cards that affect animal attacks dun'ng
this attaci(.). Thc rules for animal attacks are found on page 9.

—ﬂ-lc Vi"agc ~ 5 energy. If a person moves into the vi"agc and stay there until the end of the
turn, he wins the game. Thereisa small chance that when you move into the vi"agc you can be
removed by event cards bg the other Playcrs duﬁng the same turn. I]C this haPPcns itis not a

victo ry.

Examplc: Jtis in the bcginning of a game and all Plagcrs has their exhaustion

track on a square with a 6. Al Plagcrs will therefore receive 6 energy to sPencl
cluring their turns. Plack Playcr wants to move over the river into the swamp. 5!16
spcnds 5 energy, 2 to pass the river and 3 to move into the swamp. Shc
immcdiately draws an illness card and reads it aloud. Thc last Point of energy she
cannot use, since no action costs on|3 I energy. Blue Plager moves into a forest
for» energy and then into a rocicg area for 2 more energy. Her last energy is also :
lost. C]rccn Player chooses to move to the mountain for4 energy and then into the

desertfor2 energy. 5"16 increases her thirst one step when moving into the desert.




-Huntz I you are located in a grassland, a

forest or a swamp you may sPenc{ 4 energy to
hunt. H:you do, roll a die to see what "‘laPPCnS:
Je You get lost (sec page 9)
2-3You find not!'\ing.
4 You must ranclomlg choose a direction using the compass and
then make a decision: Eithcr you reduce all your hungcr but get lost,

moving the direction the compass shows, or you may choose to stay where you are

A

but do not 5ct to reduce your hungcr.
5-6 You find a quarry and may reduce all your hunger. Movc the hungcr marker to the first

square on the track.

- Drml( water: When you are in an area with one of it’s sides rcacl—ning water you may

drink. This costs no energy and complctc|3 restores your thirst. Since it costs no energy you

may drink water even if you have slcpt or gotten lost and therefore have no more energy for the

; E_xamplc~ (reen Playcr
cannot drink water since the river
does not reach his area. Orangc
Plagcr and black P]aycr may drink
water thougl-l, since both of their

areas rcach water.

= Rcst: You may spcnd 2 energy to rest. This reduces your exhaustion

one stcP.
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= SlCCP: You may sPencl your entire turn to slccP. Ixcyou do,gou

may not use any energy this turn (but you may still drink water)
and you reduce your exhaustion 4 steps. Note that you will

still increase the exhaustion during nature 's turn.




Thc Gamc Boarcl: When the game

starts all but one of the |andscapc tiles are

turned face down. A new tile is turned up when

one of the Playcrs reaches the cdgc of the last tile. lmc the Playcr still

has energy after the tile is turned face up, she may continue her turn.
Wl’ren a LandscaPc tile is turned up you should turn it as the image

SI‘\OWS.
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E_X&mPlc: Ora nge

Plager moves into the

; forest area that s acﬁaccnt
o

to two |andscape tiles that

].')C'FOFC ora ngc Plagcr

continues her turn.

e

ThC ComPass: Dun’ng the course of the game there is

often a need to randomize a direction. T his can be a result of

action cards, or because someone gets lost or that the animals are
moving, There are six different directions in the game, since each
area has six sides. Every time you have to randomize a
- direction you spin the compass. The compass needle has to
spin at least one whole turn for the sPin to be acceptcd, in order

to avoid chcating. When you randomize a direction there are

a number o1c rules to rcmcmbcr:

}: You may not move a Figurc outside the game board.

PRSS—————

2:You may not move a Figurc into a water area.
3: You may not move the animals to a facedown Iandscapc
Piecc.

|1C a randomized direction violates these rules then you make

S N o

a new randomization until you get an acccptable result. IF a

Plager is moved into an area with sPccial effects, these
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amq:ects the Playcr even if the move was not volunta ry.
H: a Plager is moved into a desert her thirst will

increase and if a plageris moved into a swamp she
Pag E

receives an illness card. (The numbers from i to 6 on the wheel
represents the different directions and may be used to randomize the

direction with a sixsided dice instead of sPinning the compass needle)

LOSt: When a Playcr gets lost that Playcr loses all remaining energy for that turn

and is moved to a randomized ac!jaccnt area, using the compass. Jtis Possible to be moved to
an area that you didr’t have energy to reach this way. ]:or examP|c you could be moved over a

river into a mountain area even iFyou horma”y would not have the energy to get there.

T"'IC Animals: There are four areas in the game that has a

sgmbol of an animal (two wolvcs, a snake and a bear). Thcse areas are
the starl:ing location of the animals that the symbol represents and

when a landscapc tile is turned face up that has an area with an animal symbol

the aPProPn'atc model should be P|aced in that area. The animals are
dangcrous and will attack the P|ayeﬁ.§# tj'vcy get too close. Dun'ng nature’s turn

the animals are moved accorcling to these rules:

1) I)C there are one or more Plagers in the same area as the animal it will stay there and

attack one of them (nc there are several Plagcrs, ranc]omly choose one to be attacked).

Z) H: there are no Plagers in the same area but one or more P|aycrs are in an adjaccnt area
then the animal will move and attack one of the Plagcrs (i{: there are more than one i
acﬁacent Plagcr, random'g cl‘uqose one). :

3) |f there are no Players in the same area or in an adjacent area the animal will
move to a randomly selected acﬁaccnt area.

When an animal attacks this is called an animal attack. Jn an animal attack the

person contro”ing the animal will roll two dice and the attacked P|a3er will roll
one die. Then you compare the results. Jf the Plagcr got the l':ighcst result

you remove the animal from the game and the Plager gets to reduce all of his

Beis

hunger. [f the result is cqual, nothing haPPens. If the animal gets the highcst

score the attacked Plagcr will increase his exhaustion with a number cqual

to the difference between the results.




Naturc’s turn: When all Playcrs has

L The Néturc ‘sturn:
i 1) A" Plagcrs increase thcirg
;i
]

finished their turns ”nature” will take a turn

it hungcrone before the P'aycrs Proceed to the next round.

What happens durin the nature’s turn is shown
L 5
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A" P'agcrs ereaLe the‘ on the scroll to the left. Thc Playcr tai(ing the

bt ‘{ last turn could be rcsPonsible for taidng the
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nature’s turn, or one of the Playcrs who has Plagecl

5) Movc the animals

W+) MOVC e n% the game before. IF the turn marker is on the last night round

' you must draw a new dai|3 conditions card before Procecding.

the dag cards.

\ Read more about this below.
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Ti’\C event carcis: A’c the start of the game all Playcrs
receive three event card Plus the number oF event cards

stated on the clay card. During the course of the game you
will receive more event cards when day cards are turned up as

a new c{ay starts. Tl—\c Plagers may look at his cards but

should not show them to the other Plagcrs. Each event card
has two op’cions, the first optionisa gooci effect that will he|P
- you, the one that is underneath is a negative effect that you can P|a3 to hinder the other
Plagers. Wl—;cn you P|33 the cards you may on|3 use one of the effects on it. So if you choose

tlwc ncgative cg:cct 1Cor an oPPoncnt Yyou wi” lose the gooc[ eg:ect that you cou|d havc had and

vice versa. [ vent cards may be Playcd at any time if it is not sPechciccl otherwise on the card

itself.

FS Wilderness is not designecl to be stressful. ]F somcbodg bcgins his turn and

moves his Figurc and someone then realises he wanted to Play an event card with the

text ”Flay at the bcginning of a P|a3¢r’s turn” then this should be allowed, unless

, somctl'\ing spccial has happcncd dun’ng the turn to make it difficult to go back a
“ ' few steps, say if someone has hunted, got lost, received an illness card or been

affected bg otherevent ca rds.

ThC d83 cards: E_vcrg round in Wildcrness rcPrcscnts about
four hours of a c{ay, and the da9 cards norma”g has
four rounds of claylight and two rounds of nig!-\t.
Wlwcn the game starts the first card is turned face up
and the time marker is Placed on the first square of that




dag. T!-xe square where the time marker is will show

whether the round is a round of day time, of night

time or a sPccial round described on the da3 card. 4

A round of dag time (the green squarcs) follows the normal rules. ¢
A spcc,ia| round (marked 133 a starin the squarc) follows the rules that 8

are Printcd on the day card. These sPcciaI rules therefore do not
aPPIH to every round, but on!g to the marked ones. ~ 4
A round of night time (the darkblue squares) differs from c{aytime ones in two ways:
i) During nig!‘!t time you are not allowed to hunt.

2) During night time you must roll a die before every move you wish to make to se if you

find your way. [f you roll a four or highcr the move is made as usual, but if you roll a
three orlower you get lost.
During the nature’s turn the turn marker is moved one stcP to the rigkt each tum. Thc next
dag card is Placccl when the time marker is on the last square of a day and is about to be

moved again. T he time markeris then moved to the first square on the next card.
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ks L:_xamPIC: A” Plagcrs have comP]c

is so easy to get lost at night When nature’s turn is resolved the time marker is

ted a night round. Everybody slePt since it

moved. Since there are no more squares on this day card a new dag card is drawn,

the Players follow the instructions on the card and move the time marker to the first

ThC i”ncss cards: Tl’\ese cards are drawn bg a Player that moves into

a swamp, or when a P]aycr is affected }33 certain event cards. \When someone

receives an illness card that person draws the top card of the deck and
reads it aloud. Most illness cards are Placec{ on the table in front
of the Playcr and will be in effect until ti—!cy are discarded,
which is described on the card.




Thc end of the game: There are two

ways to end the game. Thesc are:

1 IF a Plagcr at the end of his tumn stands in
the vi"agc then that P]agcr has won the game. This haPPens
even if more Playcrs could have entered the vi"age duﬁng the
' i same round. |tis an advantagc togo first. |f for some reason there

is more than one Plagcr that arrives at the same time (for cxamp|c the card
”comPanion”), then both win the game.

2. Jfall Players but one die, then that P|ayer is the winner and the game is over.

Good luck conc]ucring the wilderness!
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CI‘CditSz | ennart Frgxelius, our Father, who created the first prototype of tHe

game Wilderness. T hank you for |ctting us take the game and dcvclop it into thc i
finished Product. We would also like to thank the rest of our Family, cspecia”g our i
brother Peter for his hclp with the structure of the game, Jacob for his valuable
comments, Enoch for his hc'P with the rules and |saac for l’\e|Ping out with the ]
images. Thisisa {:ami|3 game in a wonderful sense and we love our big, gamecrazy ~
: Familg.
- We would also like to thank Daniel Jcnsen for l‘\elping out with the rulebook and
Karl—Osi(ar and Rebecka Freclriicsson for Fricnc”g support and enthusiastic

encouragement. Fina“y we give thanks to Jesus Christ, our | ord and Savior!




