Since our home has been devastated by a severe
earthquake, we seek shelter in the nearby caves.
There we face darkness, erring paths
and strange noises.
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WITHOUT A HOME (19 cards) — Difficulty: medium
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ADDITIONAL SETUP

Remove the 8 #% (home cards) from the base cards, shuffle them and place them as a deck to &, You will only
receive these cards during the course of the game.



NEW SYMBOLS AND ACTIONS

e~ ]

WANDERING THROUGH THE CAVE

Whenever you choose an option with this symbol,

you first discard the revealed card as usual. Then
place all cards that are above the next E (cave card)
under your deck. You may not change the order of
these cards. If the top card of your deck is already

a E (cave card), you do not place any cards under
your deck.

In both cases, there is now a ! (cave card) on top of
your deck. Place it face down in front of you. You
have to reveal it on the next turn. You may not choose
another of the top cards of your deck.

Example: Resolving “Wandering through the cave”
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You place all cards above that card under your deck
without changing their order.
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In the next turn you have to reveal the
that is now on top of your deck.

Special case:) If you don’t have any E (cave card)
in your deck, nothing happens.

1 If you choose this option and place a card with a
red back under your deck, you do not take any

damage from that. (cave card),
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DRAW A HOME CARD
Draw 1 . (home card) from the face down deck at &,.
You have made yourselves at home in the cave.

Place it face down on top of your deck.
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GLOWING MUSHROOMS

If an action with a cost requires you to spend 1 or more @ (torches), you may
choose (per torch) to spend 1 ‘ (food) instead.

If you don’t have any v (food) in your base camp, you may not choose this option. If you
have to meet a requirement, you may not spend v (food) to meet it.

FLOODED PASSAGE & FLAMMABLE GASES

If you do net have any (torch) in your group, you may help another

player or choose to ignore the card. If you have the “Glowing Mushrooms” card,
O (food) in your base camp does not count as (torch).
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