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CLASSIFIED REPORT FT-63

To: Admiral McKenzie

DSRF Assault Barge “Morrigan”

Abraham! The report I’'m sending you is above your clearance. And yet, | took

the risk because it may be vital to your mission.

Four months ago, our scouts contacted a highly evolved alien culture. These

are not space predators or parasites, but advanced life forms with culture and
technology. That’s where the good news ends, though.

Although they possess a magnitude more brainpower than us, Xyrians have

evolved in a completely different direction. Most likely born in a highly con-
tested underwater biome, they are perfect hunters who excel at catching

their prey while avoiding more dangerous enemies. Though they have ten

times more structures similar to human mirror neurons, they don’t use them

for empathy or social skills like we do. Instead, the sole purpose of these

cells is to sense their opponents’ thoughts and intentions. All the cognitive

biases we are blind to, they will see and use like an open homo sapiens man-
ual. Upon contact, they may either exhibit outward aggression or appear to

act in accordance with your objectives, but you should never take such occur-
rences as benevolence. As if that wasn’t enough, they can instantly recognize

the blind spots in human sight and the tendency of our brains to ignore or fill
in specific patterns, making themselves almost invisible.

They have auxiliary brains at the end of each extremity, but they use them to

perform coordinated maneuvers and to instantly change the patterns of their

skin. Their feeding is the stuff of nightmares. They use their starfish-like ex-
tendable stomach to pump their prey full of digestive juices.

Their technology is different, too. It is the result of careful tinkering and copy-
ing of products from other, sometimes very advanced, species—much like

how Earth’s octopi are known to use abandoned tools of human divers.

Be sure to read the report carefully. Until we collect more data, Xyrians re-
main a wild card. | have a feeling they’ll become a problem no less than ev-
erything we currently face.

Xyrians are a highly advanced extraterrestrial race with an unknown goal. They

seem highly intelligent and yet primitive in their ways, and what’s most important —
they are extremely aggressive to both humankind and Intruders.

The Xyrians expansion can be combined with the base game of Nemesis: Retalia-
tion, and Nemesis: Retaliation expansions (unless specified otherwise in the given

rulebook). It adds a third side of conflict that is highly unpredictable. Some games it

may be only a singular Xyrian appearing for a single Turn. In others it may be a whole

squad relentlessly hunting anything that moves. Players should be ready for anything.
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After performing the Setup of the main game (and any other expansions, if neces-
sary), but before the Player Setup, resolve the following steps:

1. Shuffle all 3 Xyrian Exploration cards into the Exploration deck and 1
random Xyrian Event card into the Event deck. Make sure that no Xyrian
card is at the top of those decks and discard the remaining Xyrian Event
cards back into the box.

BACK OF CARDS

Note that Xyrian cards’ backs differ from standard cards, and as such can be
recognized in the deck. It is intended for them to be recognizable at the top
of the deck. Nonetheless, trying to predict when such a card will be drawn
when it isn’t at the top of a deck should be avoided.

2. Place the Xyrian Phase card face up next to the Event deck. It will be
resolved before every Event phase.
3.  Place the Xyrian Help card in easy reach.

4.  Shuffle:
a. The Xyrian Activation deck and place it face down next to the In-
truder Attack deck.
b. The Xyrian Item deck and place it face down next to the Item
decks.
c. The Xyrian Status deck and place it face down next to the Serious
Wound deck.

5. Place the Allegiance card Available side up nearby. Both sides of
the card can be read at any point.

6. Take 3 Trace tokens, 3 Injury tokens, 3 Xyrian models and place
them next to the map.

7.  Take the Xyrian token and place it next to the Intruder bag.

UNPREDICTABILITY WARNING

Given Xyrians’ high unpredictability, players introducing them into the game
should be ready for their involvement in their plans. It is possible for Xyrians
to aid one player greatly, while interrupting the plans of others.



MAIN RULES

Xyrians start the game hidden — lurking outside of the marines’ detection range.
Slowly they will be revealed in Rooms in the form of Trace tokens. Yet, those are
only traces and clues of their existence — nothing that we can interact with, but
a danger lurking.

When Trace tokens appears, the Xyrian token will also be placed in the Intruder bag.
Drawing the Xyrian token will be the call for the Xyrians to come out of hiding
and start being involved in the story. From that point on, Xyrians will take part in
the game by drawing Xyrian Activation cards — these will cause Xyrians to move
and affect Characters, Intruders, or even the Facility itself.

0n the other hand, Characters may either fight against the Xyrians in order to gain
Xyrian ltem cards or try to create a temporary alliance by using an Allegiance card.
How it will turn out for them is unknown.

When playing with Xyrians, 1 additional step is added in the Event Phase.
This step is resolved only if any Xyrian models are on the map. If there are no Xyr-
ians on the map, skip it.

1. Xyrian Phase — Resolve the Xyrian Phase card.
Note: You may place the Xyrian Phase card at the top of the Event deck as a reminder
that it should be resolved before the Event card.

2. Event Card Resolution — An Event card is resolved.

3. Bag Development — Intruders’ colony develops.
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Resolve Xyrian Phase
before drawing the Event card.

XYRIAN PHASE

If any Xyrian is on the map:
Resolve 1 Xyrian Activation.
Add the Xyrian token to the bag.

If there is more than 1 Xyrian in any Room,
replace the least injured one with a Q



e Xyrians are placed only in Rooms — Xyrians start in Rooms when
placed for the first time, and they move by going from Room to Room.
They are never placed in a Corridor. This includes their movement and any
other effects (such as Repelling).

e Intruders completely ignore Xyrians — unless a specific effect states
otherwise.

e Xyrians never Attack other Xyrians.

e Characters treat Xyrians as Intruders (in order to Shoot or Repel
for example), but they are NOT considered in Combat when in the same
Room.

Characters must treat them as Intruders. Effects that target “all Intruders
in a Room” will also affect Xyrians there.

e Secure tokens (ﬁ) cannot be placed in a Room with a Xyrian.

¢ Game effects do NOT treat Xyrians as Intruders.

— For example, Xyrians do not suffer from Intruder Burning and they
do not move as a result of Event cards.

XYRIANS LIMIT

There is a hard limit of 3 Xyrians in the game.

Any time a Xyrian dies, its model is removed from the game and can never
come back. Ignore any further effects that would result in a 4th Xyrian be-
ing placed.

EXPLORATION CARDS

During setup 3 Xyrian Exploration cards are shuffled into the Exploration deck.
When drawn, those cards will place Trace tokens in some Rooms and will add
the Xyrian token to the Intruder bag.

Note: Before the first Xyrian Exploration or Event card is drawn, Xyrians will not func-
tionally exist in the game.

Upon being resolved, Xyrian Exploration cards are removed from the game and can
never return in any way.

TRACE TOKENS (Q)

Trace tokens show where Xyrians are lurking in hiding.

They are placed in Rooms by Exploration cards and some Xyrian Events, but Char-
acters cannot interact with them in any way.

Trace tokens only show where Xyrians will be placed when the Xyrian token is
drawn from the bag.



Xyrian token is the main way of Xyrians appearing on the board. It is placed into
the Intruder bag by Exploration cards and some Event cards.
When the Xyrian token is drawn, resolve the following in order:
1. If there are any Xyrians on the board — draw and resolve 1 Xyrian Acti-
vation card.
2. Replace each Trace token Q with a Xyrian model.
3.  Discard the Xyrian token.

Xyrians move and act by drawing and resolving Xyrian Activation cards. This is
done in 2 situations:

e During the Xyrian Phase if at least 1 Xyrian is already on the map.

e Whenever the Xyrian token is drawn from the bag and at least 1 Xyrian is

already on the map.

Outside of those instances Xyrians do not act in any way.
For example: they do not Attack when Intruders and/or Characters enter or exit
their Rooms.

RESOLVING ACTIVATION CARDS

Activation cards are the main way
through which Xyrians will interact
with Intruders, Characters, and the Fa-
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Intruders in some way.
Whenever an Activation card is resolved,
each Xyrian without an Injured Xyrian to-
ken follows the Activation card effects:
A.  Xyrians in Rooms with at least
1 Character follow the upper
part of the card.
B.  All other Xyrians follow the bot-
tom part of the card.
Xyrians with an Injured Xyrian token
discard the token instead.
After resolving the card, place it on bot-
tom of the Activation deck.




MOVEMENT AND REPELLING

Xyrians always move from a Room to another, neighboring Room. This includes
Repelling.

Doors and Intruders are completely ignored by Xyrians during movement — meaning
that they can walk through them unobstructed and without any additional effects.

Xyrians not only interact with Intruders through Activation cards, but also with each
movement.

Whenever a Xyrian moves through a Corridor containing Intruders, it deals Etﬂ to
the largest Intruder there.

XYRIANS ATTACKING THE QUEEN

Xyrians may at many points deal Hits/% to the Queen. It may even lead
to drawing a Queen card.

In that case only resolve the top part of the Queen Health card (discarding
other Queen cards), but do NOT resolve the bottom effect.

Characters may fight against the Xyrians in a multitude of ways, but killing them

is not so easy.

Since Characters treat Xyrians as Intruders, they may also Shoot at them and/or
use any other effects that would be able to deal Hits/target Intruders.

Shooting at Xyrians is resolved in exactly the same way as Shooting at Adult Intrud-
ers, with the changes described below.

Note: This does mean that rolling a & (or dealing it in any other way) will result
in a Xyrian death. It is however resolved differently than for a normal Intruder (see

below).

LOUD COMBAT

Xyrians do not fight fair. They sooner lure the whole horde, then let you kill them

for free.

After each Action in which a Character deals at least 1 Hit/ & to a Xyrian, the Char-
acter must make a Noise roll (regardless if the Xyrian survives that Action or not).

XYRIANS IN THE LANDING ZONE
Xyrians appearing in the Landing Zone don’t cause Characters

to leave the Lander.



XYRIAN DEATH

When a Xyrian would die for the first time, they narrowly escape death — discard
all Hits from that Xyrian and place an Injury token below their model on the Injured
Xyrian side.

When a Xyrian with an Injury token dies, it is removed from the game. When this
happens, remove its model from the game — it cannot return in any way.

Then, flip its Injury token to the other side. It represents a Xyrian Iltem which can
now be picked up by Characters.

Note: Since Xyrians never end up in Corridors it is impossible to Burst at them.

OTHER RULES

Xyrian ltems are high-tech equipment that Characters may pick-up and use — all of
those Items are especially cumbersome and are worn as Armor.
To pick-up an ltem, the Character must be in the same Room as a Xyrian ltem token,
not be In Combat, and perform an Action by discarding 2 Action cards.
When a Character picks up a Xyrian Item, they remove the token from the game
and resolve the following:

1. Discard 1 Serious Wound and restore 3# (as reminded by the ltem

card). This is done before equipping the Item.

2. Gain 1 random Xyrian Item card.
If the Character already carries an Armor, they must decide which Armor to keep.
The Character must actually equip the Item to gain the healing benefits.
When gained, Xyrian Items are treated as normal Armor ltems.
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Xyrians fight in many unfair ways and may apply Statuses to Characters. Status
cards are NOT Serious Wounds.

Whenever a Character gains a Status, they draw a random Status card and place
it face up near their Character board. From now its effect applies to that Character.
Status cards may be discarded by following the instructions on the given card — af-
ter doing so, shuffle it back into the Status deck.

A Character may have only 1 Status at any given time.

Whenever a Character would gain a Status card, and they already have one, or if
there are no more remaining, they gain 1 Serious Wound instead.

Xyrians are a dangerous opponent, but fighting is not the only option.

The Allegiance card is a special card that can be gained by one of the Charac-
ters. It will allow this Character to avoid some attacks made by the Xyrians or even
convince them to act.

During the game, one Character may decide to pledge Allegiance to the Xyrians.
To do so, they must be in a Room with the Available Allegiance token and perform
an Action by discarding 1 Action card and the Allegiance token from the Room.
They gain the Allegiance card — placing it with the Gained side-up next to their
Character board. From now on its effects are active for this Character.

Only one Allegiance card is available in any given game. Once gained, the Alle-
giance card is never available again. It is removed from the game with the Char-
acter’s death.

Xyrians may leave the map in other ways than being killed. For example by being
replaced by a Trace token during a Xyrian Phase.

In any such case, discard their model back to the available pool. Their Hit markers
and an Injured Xyrian token are also discarded.



Every game, one of three Event cards will be shuffled into the Events deck.

When drawn, a Xyrian Event card always modifies another card in the game (such
as a Xyrian Phase card) significantly changing the game, and then another Event
card is resolved (there can never be a Round without resolving an Event card).

When Drawn:

Place1 in the Hibernatorium.

Place the “Servant Hunt" part of this card
under the Xyrian Phase card. When resolving
Xyrian Phase, resolve Servant Hunt as well.

Resolve another Event.

XYRIAN PHASE
SERVANT HUNT

| Each XJrian moves 2 times toward
the g\ with the Allegiance card.



Xyrians can Kill Cultists. Do not make any Noise rolls as a result. When
that happens, Deactivate the last Skill in order.

When a Xyrian kills an Ironclad in a Room and the Ironclads Skill is still ac-
tive, Repel the Ironclad to the Corridor with the lowest ID number.



e 3 Xyrian models

e 3 Trace tokens

e 1 Xyrian token

e 1 Available Allegiance token
*  3lnjury tokens

e 10 Xyrian Activation cards Trace token
® 3 Xyrian Event cards

e 3 Xyrian Exploration cards
e 1 Xyrian Help card

e 1 Xyrian Phase card

e 3 Xyrian Status cards

e 3 Xyrian ltem cards

e 1 Allegiance card Xyrian token
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