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m
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.
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.
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ra
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ur
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pe
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p
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ra
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Y
ou

m
iss

yourtarget.

Ifyour
targetis

a
Larva

or
C
reeper,deal1

Injury
to
yourtarget.Ifnot,you

m
iss.

Ifyourtargetis
a
Larva,C

reeper
orA

dultIntruder,
deal1

Injury
to
yourtarget.Ifnot,you

m
iss.

D
eal

1
Injury

to
your

target
(regardless

of
the

Intruder’s
type).

D
eal2

Injuries
to

your
target

(regardless
of

the
Intruder’s

type).

C
H
ArAC

TEr
ATTAC

K
S

IN
Tru

D
Er

Sh
o

o
t

Ac
tio

n

-
p

l
a
y

e
r

a
id

-

Ifa
C
haracteris

in
a
R
oom

w
ith

an
Intruderand

has
a
W
eapon

w
ith

at
least

1
A
m
m
o,

they
m
ay

perform
a
S
hoot

B
asic

A
ction

againstthatIntruder:
1.

C
hoose

a
W
eapon

and
1
Intruder

you
w
antto

S
hoot.

2.
D
iscard

1
A
m
m
o
from

thatW
eapon’s

card.
3.

R
ollthe

C
om

batdie:

N
e
m

e
sis

-
b
a
se

g
a
m

e
boardandgam

er.com

Ifthe
IntruderA

ttack
is
perform

ed
by

a
Larva,do

notdraw
any

Intruder
A
ttack

cards.A
pply

the
follow

ing
instead:

■
R
em

ove
the

Larva
m
iniature

from
the

board.
Then,

if
the

C
haracter

being
A
ttacked

doesn’t
have

a
Larva

on
their

C
haracterboard,place

one
there,

■
The

targeted
playergets

1
C
ontam

ination
card.

W
hen

any
Intruder

suffers
Injuries,

place
the

corresponding
num

ber
ofInjury

m
arkers

on
its

base.Then,check
the

Injury
E
ffect:
■

Larva
and

E
gg:1

Injury
is
enough

to
killthem

.R
em

ove
their

m
iniature

from
the

board.
■

C
reeper

orA
dultIntruder:draw

1
Intruder

A
ttack

card.
Ifthe

top
leftnum

ber
on

the
card

is
equalto

orlow
er

than
the

currentnum
ber

ofInjury
m
arkers

on
this

Intruder,itis
killed

–
rem

ove
its

m
iniature

and
place

1
Intruder

C
arcass

token
in
the

R
oom

w
here

itw
as

slain.Ifnot,the
Intruderis

stillalive.
D
iscard

the
card:you

w
illdraw

anotherone
forthe

nextattack.
■

B
reeder

or
Q
ueen:draw

2
Intruder

A
ttack

cards,add
the

value
of

their
top

left
num

bers,
and

com
pare

the
total

to
the

current
num

ber
of

Injury
m
arkers

of
this

Intruder.
R
esolve

the
resultusing

the
sam

e
m
ethod

as
above

forthe
C
reeperand

the
A
dultIntruder.

IN
Tru

D
Er

ATTAC
K

—
larvA

IN
Tru

D
Er

IN
Ju

rIES
AN

D
D
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-
p

l
a
y

e
r

a
id

-
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e
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-
b
a
se

g
a
m

e
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1.
D
iscard

all
N
oise

m
arkers

from
all

the
C
orridors

connected
to
this

R
oom

(including
TechnicalC

orridors,ifthere
is
a
TechnicalC

orridors
E
ntrance).

2.
D
raw

1
Intruder

token
from

the
Intruderbag.

3.
P
lace

an
Intruderm

iniature
in
the

R
oom

(the
Intrudertype

m
ustcorrespond

to
the

Intrudersym
bolshow

n
on

the
token).

4.
C
om

pare
the

num
ber

on
the

Intruder
token

w
ith

the
num

ber
ofcards

in
hand

(A
ction

and
C
ontam

ination
cards).

■
Ifthe

num
ber

ofA
ction

cards
in
hand

is
low

er
than

the
num

beron
the

Intrudertoken,a
S
urprise

A
ttack

occurs.

■
If
the

num
ber

of
A
ction

cards
is
equal

to
or
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