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Components

' S

4 player caravan tokens

(1 for each player)

1 Eastrey Tile ) 4 map tiles tdoul;le-szde)

9 P

@0

4 sets of player cubes 4 sets of player tents W“ﬂ’{ B® P .
(5 in each color) (12 in each color) _ ':.!i _ [;j £
4 player boards
° (double-sided with solo bot rules)
25 dice
48 food tokens (1 value) 16 bag tokens (1 value) 16 coin tokens (1 value) 21 ember zombie tokens
£ 8 food tokens (3 value) 8 bag tokens (3 value) 8 coin tokens (3 value) 1 scoring pad (not

- : - ‘ pictured)

8 food tokens (5 value) 30 treasure chest tokens 17 fruit tokens
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Setup

3. Place the food, bag, coin, fruit, and ember zombie tokens in

piles nearby.
1. set up the map by placing the “Start” tile first (either side

.Then place all il ly in a hori 1
R L S e orizontal row to 4.. Mix the treasure chest tokens in a pile nearby with the

the right so that th li . Place the Eastrey tile at th
e right so that the spaces line up. Place the Eastrey tile at the rewards face down.

end of the row; Eastrey is adjacent to all 6 spaces it touches.

5 o Shuffle the cards and place them in a deck that all players

2. P}ace the. market b.oard and ember zombie board near the Gan teach £ needed, youtmay split tutEck rougi RN
map tiles, easily accessible to all players. . ! . :
to make two draw piles for convenience. Discard piles are face

down next to the deck(s).
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6 o Each player takes a player board, 5 dice, and 1 coin token,
then chooses a color and takes all 15 cubes, 12 tents, and 1 cara-

van token in that color.

7. Each player then draws 8 cards, keeping them secret from

the other players.
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8. The youngest player places their caravan token first. They
may choose any space in the first column on the “Start” tile.
Other players do the same in clockwise order, but each player

must start on a different space.




Designed and Illustrated by Ryan Laukat

1-4 players
Ages 13+
60-90 minutes

Story

A new threat lurks in the land of Arzium. Ember zombies
swarm from volcanic lands to the north—their charcoal bodies
the walking hives of malicious fire fairies. The closest haven

is the city of Eastrey (eest-ray), where a powerful artifact
protects the inhabitants. You must travel across the desert and
the plains, over mountains and through red canyons, helping
wandering creatures of every shape and size to the safety of the

city.

In Creature Caravan, players assemble a card tableau of
creatures while traveling through a magnificent and dangerous
land. Players take turns simultaneously, placing dice on actions
on their cards and player boards, moving their caravan across
the map toward Eastrey, and adding new creature cards to their

caravan.

Players also compete to trade rare items in a shared market,
search the mysterious white towers, unearth treasures, collect
rare fruit, and fight ember zombies as they travel. The game
ends after 12 turns, and the player with the most points wins.

Gameplay Overview

Creature Caravan is played in turns. Each turn, all players take
actions simultaneously until all players have finished taking
actions. At the end of each turn, each player places a camp
token on their current space on the map (which may trigger an
effect). When all players have placed their 12th camp, the game
ends and players count victory points. The player with the most

victory points is the winner.
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Turn

At the start of each turn, each player takes all their dice and
rolls them all at once. Players may roll once more before taking
any actions if they don’t want to keep the first result, but they
must re-roll all their dice all at once.

Each turn, all players
simultaneously place their

dice on actions either on their
player boards or on creature
cards in their own tableau (their
caravan). They must complete
each action before moving on to
the next action. Once a player
places a die, they may not “take

back” their action or move the
die until the next turn. Each q FT m E e .
action can only be taken once ; 3+ Magic
per turn. ‘
Each action shows the symbol of Action

a die face with the minimum die

value required to take the action. To the right of the die symbol
are any effects which activate immediately after you place a die

there. To take any action, you must first place 1 die with a value

that meets or exceeds the minimum required die value.

Exception: The player board action allowing travel to any land type

requires 2 dice.

After placing the die, you may then
perform any or all of the listed effects for
that action, in any order, but you must

resolve that action before taking another.

Example: The Lizard Rider card is in your

[ Clant

(( Lizard R[der

CrY Y

space, travel to an adjacent canyon space, and collect a card. Or you

caravan. The action on the card shows a die
face with 3 pips. You place a 5-value die there.
You may then travel to an adjacent plains

may instead collect a card, travel to a canyon space, then travel to a

plains space. Or you may instead travel to a canyon space, collect a

card, then end your turn without traveling to a plains space.

e Tl



Some cards have more than one action. You may take either
action without taking the other, but if you want to take both
actions, you must place dice separately and resolve the actions
separately.

Action Cost: Sometimes, an action has E
afood, bag, or coin icon on the bottom

left corner of the die symbol. To take the
action, in addition to placing a die, you
must also pay the indicated resource.
Example: The Cursed Vagrant is in your

| -2 Shy, Deadly
; [\ Cursed Vagrant

&

caravan. You place a 1-value die on the

action symbol, then you pay 1 food to the
supply before collecting 1 coin.

Players do not need to use all their dice to end their turn and
may also take any number of free actions at any point during
their turn. Free actions require no dice and can be taken at any
time and any number of times on your turn (except “Once per

turn” actions). Free actions are described below.

Free Actions
Discard cards in hand to gain food or coins: Discard 1 card
from your hand to gain 1 food. Discard 3 cards from your hand

to gain 1 coin.

L1Ud BT

Add a creature to your caravan: Choose a creature card from
your hand. Pay the cost, listed in the upper left corner of the
card, then play the card face up next to your player board. Any
actions on the card are immediately available and any effects on
the card are immediately active, including “Each Turn” effects.
However, any “Turn Start” effects apply beginning at the start
of the next turn, and any effects based on other cards played

do not apply when playing this card. Example: You pay 3 food
and 1 bag to add the Glogo Sage to your caravan. This card states
“Magic cards cost 1 fewer food,” but this does not apply to adding the
Glogo Sage to your caravan. This card also says, “Each time you play
a magic card, gain 1 card,” but you do not collect a card when you

place the Glogo Sage, even though it is a magic card.

Any effects on the card that say "when you play this card”
activate only once, when you play the card.

You may have up to a total of 12 cards in your caravan, unless a
card effect says otherwise. You may not discard a card once it is
in your caravan unless a card effect says otherwise. There is no
hand limit.

Take a “Once per turn” action: If a card says “Once per turn”
followed by an effect, this is a free action you may take without
placing a die. You are not required to take this action every
turn. “Each Turn” and “Turn Start” effects also only apply once
per turn, and they are optional.

Optional Rule: Trading

Use this rule if you would like more player interaction in the game.
At any time, players may exchange food and cards in hand with other
players, but may not trade anything else. Players may not show a
card before trading, but they can state the name and types of a card.
For example, "Aged Engineer,” or "Magic,” etc. Players may not

reveal any other information about their cards in hand when trading.




Action Types

Travel: Move your caravan token to an adjacent map square
with the indicated land type. You may move in any direction
except diagonally (unless a card effect allows it), but you must
move to the land type indicated on the travel action.

Plains include any squares without a canyon, mountain, or
lake. All clouds spaces, all of Eastrey, and all white towers

are plains spaces (unless the white tower is in another land
type). Icons with two different land types can be used to move
to either land type (not both). Icons with all four land types
can be used to move to any adjacent square. If a travel action
includes the word “vertical” it may not be used to travel toward

or away from Eastrey, only up or down in the same column.

Plains, Canyon, Lake, Mountain

4508
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Any space with a threat symbol represents an —)
ember zombie. If a player moves into or through i |
a threat space, they take 1 ember zombie token r— J[
and place it on their player board. Each ember S
zombie token is -1 vp at the end of the game. Players p 4

may discard 1 zombie token when they attack an ember
zombie. (See Attack on page 9.)

Gain Resources: Gain the resource in the quantities pictured.
(Remember to pay a resource if there is an icon in the bottom
left corner of the action symbol.)

We Hewl A®

Draw: Draw the number of cards indicated. If there is a hand
icon, draw the number of cards indicated, but keep only the
number indicated on the hand icon. Decide which cards you
want to keep and discard the rest. The symbol below means to
draw 2 and keep 1 of them.

9
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Trade at Market: Make 1 available trade at the market.

Each trade icon on the market board has a number of bags or
coins and a number of victory points. To make an available
trade, return the indicated number of bags or coins to the
supply and take food equal to that number plus 2, then place
one of your cubes in the top space of that trade column.

At the end of each turn, all cubes on the market board move
down one space toward the trade icon. Once any player cube
moves onto the trade icon, all other cubes on that column
move to the trade icon and that trade is no longer available.
If other player cubes are on spaces above a trade icon, but no
cubes have reached the trade icon, the trade is still available,
but each player may only make one trade per column.

Example: You have 2 coins to trade, but you already have a cube in
the 2-coin trade column. The 1-coin column has a red cube on the
first space, but the trade icon is still empty. You return 1 coin to the
supply, take 3 food, then place one of your blue player cubes on the
top square of the 1-coin trade column. At the end of this turn, the

red and blue cubes in the first column move down 1 space, and the
blue cube in the second column moves down to the trade icon and the

2-coin trade is no longer available to any player.

Attack Icon

Trade Icon



Attack: If your caravan token is on a space with a

X0

threat symbol, but you have not yet placed a camp

on that space, you may attack 1 zombie on the
ember zombie board.

Attack Power

Victory Points

—— il

Each attack icon on the ember zombie board represents one
zombie and has an attack power (indicated by a sword and a

number) and a number of victory points.

To attack a specific zombie, place dice on any number of attack
actions on your player board and/or cards in your caravan until
the value of the dice and any bonus attacks reaches or exceeds
the attack power of that zombie. If you cannot reach or exceed
the attack power of any available zombie, you may not attack
that turn.

o
Flying

After attacking one ember zombie, place one of your cubes in
the top space of that column on the ember zombie board then
discard 1 ember zombie token from your player board. Hint:
Artacking a zombie as soon as you move to a threat space on
the map will keep you from having any ember zombie negative
victory points at the end of the game.

At the end of each turn, cubes on the ember zombie board
move down one space toward the attack icon. Once any player
cube moves onto the attack icon, all other cubes on that
column move to the icon and that zombie is defeated. No other
players may attack it. If other player cubes are on spaces above
an attack icon, but no cubes have reached the icon, that zombie
is still a threat and other players may attack it, but each player
may only attack each zombie once.

Example: You decide to attack a zombie. You place a 5 on your Giant
Bat card and a 4 on your player board, adding them together for

a total of 9. The Giant Bat also gives you +1 per 2 flying (counting
itself). Because you also have the Kite Barge in your caravan
(another flying card), you gain +1 attack. Your total attack power is
10. You place a cube on the top space of the 10 column on the zombie

board and discard a zombie token.




End of Turn

—————— BTt
I
e Treasure symbol: draw 1 random treasure Y !
Once each player has finished taking all their actions, prepare token. If a bag, fruit, or coin is pictured, take 1_',,__"-

for a new turn by following these steps:

Market and Ember Zombie Boards: Any player cubes on any
spaces above a trade icon or an attack icon slide down 1 space.
If any cube reaches the icon, all cubes in that column slide
down to the icon and the bag trade, coin trade, or zombie is no
longer available to any player.
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Camps: Each player places a camp on the space with their
caravan token. Players may have more than one camp on a
space and they may camp on a space with another player’s
camp or caravan token.

Creature Card Map Effects: Each player receives any rewards
indicated on creature cards in their caravan as a result of

camping on specific spaces, if applicable.

Map Effects: If a player camps on a space with a white tower,
a fruit symbol, or a treasure symbol, and they don’t already
have a camp there (ignore other players’ camps), they take the

following bonus:
e T

e  White tower: draw 3 cards. g ﬁ

e Fruit symbol: take 1 fruit token. Fruit tokens may + ——+
be placed at any time on a creature card to reduce |

the required die value of all actions on the card | %= JJ

to 1 for the rest of the game. Players may store

fruit until they are ready to place it, but once placed, a fruit

token cannot be moved. Fruit tokens may not be placed on

player board actions.

Y e ~ g

the matching token immediately and only once.
Keep the treasure token face down next to your player

board and count its victory point value during scoring.

At the start of the next turn, each player again rolls all their
dice to start the new round. Also, any players who have
creature cards in their caravan with “Turn start” effects collect

those rewards before starting the new turn.

Map Tiles

Opponent Players’ Camps and Caravan: On the map tiles,
ignore other players’ camps when moving, camping, collecting
treasure, fruit, and cards from white towers, and taking ember

zombie tokens.

Your Camps and Caravan: If you have a camp on a white
tower, fruit symbol, or treasure symbol, you may no longer
collect rewards on these spaces, even if you place another
camp. If you have a camp on a threat space, you may not attack
a zombie on that space.

Threat Spaces: Any time you move to or through a space with

a threat symbol, you must take an ember zombie token. >

Each ember zombie token is -1 victory point at the end | 3¢

of the game. You may discard 1 ember zombie token
each time you attack a zombie. You do not take additional

zombie tokens when camping.

Land Types: The four land types are plains (which is anything
that does not have mountains, lake, or canyons), mountains,
lakes, and canyons.

Clouds: Cloud spaces count as plains. They do not
have any special rules, but they interact with some
cards in the deck.

Moving to Eastrey: The Eastrey tile counts as one large space
and is considered adjacent to the 6 spaces in the adjacent
column to the left. Once you move to Eastrey, you cannot move
again. At the end of each turn while in Eastrey, place a camp as

normal.



End of the Game Card Victory Points
After 12 turns, the game ends. After the final camp has been Some cards give basic victory
placed and players gain their rewards from camp placement, points, and some have require-

players can perform any number of free actions. Then, players ~ ments for the victory points to
count their victory points. (Players may use the scoring pad to  apply. For example, if you have the
facilitate scoring.) The player with the most VP is the winner. Ancient Skeleton in your caravan, it
If tied, the player with the most combined cubes placed on the  says, “8 if 4+ Deadly.” That means
market and ember zombie boards wins. that you gain 8 victory points at the
end of the game if you have at least 4

8 Deadly, Magic, Nocturnal

deadly cards in your caravan. When : urmal
| el [\ Ancient Skeleton

Scoring
Reach Eastrey: You must have at least one camp in Eastrey. ;
(sVP) count every card in your caravan. : m&l ]’ﬂ

In this example, count the Ancient | | L# ‘
Skeleton as one of the deadly cards in :

Jyour caravan.

calculating victory point bonuses,

Total Distance: Including the starting space and the space
your caravan token ended, count the spaces your caravan

traveled forward. Do not count tents in this step, only how

. Some cards give basic victory
many columns forward you moved between the starting space

and Eastrey. (1VP per distance, max 25VP if you camp on peins <o e

if certain conditions are met. For
Eastrey.)

example, if you have the Crystal
Spaces with your Camps: Count each space that has one or Furnac.e ROI.’Ot 5 mfr camvan,.
more of your camps in it. Do not count each camp. (1VP per you ‘.gfim 3 w.ctory P oz.nt. Y_OM gun4

additional victory points if you have
any cards with the word "Toadfolk”

in the name.

space) Example: You have 4 camps on 1 space, so that space is worth

1VP. 1 Machine, Delver

b b * \ Crystal Furnace Robot
requirements are based on card \'

types, which include: folk, deadly, —

Ember Zombie Board: Each cube on the zombie board gives a

. ) . Most of these victory point
specific number of victory points.

XAt TN

Trades at the Market: Each cube on the market board gives a bice o el > . o and fivi
i . ) machine, shy, magic, delver, giant, tiny, nocturnal, an ng.
specific number of victory points. s Y, MAIC, s .Y, ’ ying

Some requirements are based on specific card names or words

”» ”»

in card names, such as "Toadfolk,” "Glogo,” "Aged Engineer,”

Card VP: Count all points on teal banners on all cards in your
q q : EE%
caravan (see ”Card Victory Points” in the next column). Do not

count cards in your hand.

Treasures: Count all points on teal banners on your treasure

tokens.

Ember Zombie Tokens: -1 victory point per ember zombie
token you still have. (Remember that you discard 1 ember
zombie token each time you attack a zombie on the zombie

board.)




Card Anatomy and Details

Card Cost

Card Types: Each card has several types listed above the name. These types
interact with various abilities and victory point banners. When counting

types, only count them on cards in your caravan, not cards in your hand.

Flying, Machlne Giant
Kite Barge

Magi_c,Glant, Iyg _
Murzeya Moth

+n if

3+ Magic

l\\-.-" P

S

Card Name

VP Banner Victory Point Condition: This card
awards you 3 victory points. It gives you 2
additional victory points if the card "Aged

Extra Die: This card gives you Extra Travel: When you perform this Mystic” is also in your caravan.
an extra die as soon as you play action, you can move into an adjacent

it. You may roll it and place it on lake or plains space. If you have 2 or more

the same turn. You have this die flying cards (including this card), you

for the rest of the game. may move 1 extra plains or lake space

when you take this action.

Cost Discounts: Some cards list
a discountora “o” cost if you
have a required number of types
already in your caravan. This

cost discount only applies to

food, not coins or bags.

Giant, Flying, Nocturnal
~ Giant Bat

47 per2
Flymg
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Player Board Actions

This action requires two dice to use, but

Actions on your player board can each only be it lets you move 1 space (any terrain).

used once per turn (except the free actions). Fruit

tokens may not be placed on player board actions.

This simply 4
indicates thatyou W

start with 5 dice.

At the start of the game,
you only have 1 attack
action. This means you
can only defeat zombies
that have a strength of
5 or 6 without playing
cards that have addi-
tional attack actions.
Remember, you can

combine attack actions

Do E® [0

to defeat one zombie. If > S
you want to attack mor* i T i - E]
3

-
A

(B g

than one zombie on J— R

" [o | Trade at Market o o]
| (one trade) |

your turn, you must use
separate attack actions h

for each zombie.

( )
Creature Caravan Credits kat, Cid Laukat, Zoey Laukat, Jamey Laukat, Jim Dixon, Jeremy

Game Design: Ryan Laukat Tritchler, Shaun Tritchler, Ronnie L. Norton II

Ilustration and Graphic Design: Ryan Laukat Thank you to everyone that helped playtest the game and to

Development: Ryan Laukat, Malorie Laukat, Skye Larsen, Brenna ~ €V€Tyone that helped make this project a reality!

Asplund, T. Alex Davis This game is made with earth-friendly FSC-Certified wooden

Proofreading: Malorie Laukat, Brenna Asplund and printed components.

Playtesters: Chris Wallace, Justin Pedersen, Justin Webb, Trin Copyright 2024 Red Raven Games

Barron, Jordann Pfost, Adam Francescon, Ryan Ballinger, Patrick Importer Info:
Foster, Bryan Jones, Jeffrey Sandberg, Noah Ogden, Sean Bean, Esdevium Games Ltd — Authorised Représentative :
Tynley Bean, Tyler Moyes, Dakota Warner, Chad Samuelson, trading as Asmodee UK Asmodee Group 18, rue Jacque-
Jalin Stockdale, Ben Andrus, Jameson Tanner, Dean White, Mark 6 Waterbrook Road line Auriol
Petersen, Travis Walton, Brie Jensen, Russell Love, Katie Arends, ~ Alton Quartier Villaroy
David Shewan, Rachel Green, Matthew Green, Brandon Lau- Hampshire BP 40119 78041

GU3z4 2UD Guyancourt Cedex — France

\_




Creature Caravan Solo Mode Rules

By Malorie Laukat and Ryan Laukat

Solo mode in Creature Caravan incorporates a bot opponent
which can also be used as an additional opponent in any game
to add more challenge. To play with the bot, each player sets up
as normal. For the bot, only some components and rules will be

used, as follows:

Give the bot 1 player board (bot side up), 5 dice, and a set of
tents, cubes, and caravan marker. Place the bot caravan marker
on a starting space using a die roll. (Map spaces in the starting
column correspond to numbers 1-6 from top to bottom.) Instead
of drawing a starting hand of cards for the bot, sort through the
deck to find one set of the following starting cards and place
them next to the bot player board:

e Aged Engineer and Trinket Wagon (We recommend

starting with this combination.)

e Nizra the Witch and Plains Wagon

o Lizardfolk Herbalist and Scaled Stallion

e Glogo Traveler and Noble Commander

Player actions follow normal rules. Each turn, after player ac-

tions are complete, run bot actions as follows:
L ROLL 5 DICE

2. ASSIGN DICE IN ORDER

Place the dice on the bot player board in order from top to
bottom according to the numbers and combinations rolled.
There will be multiple possibilities for placing dice. BE SURE
TO FOLLOW THE ORDER FROM TOP TO BOTTOM. You will

only place one die or set of dice on each bot action.

DICE PLACEMENT ORDER FROM TOP TO BOTTOM:
e First, place any one set of double 4s, 5s, or 6s. If there
are multiple, place the highest value set first (6s first).
e Next, place any one set of double 1s (if there is a single
1-value, do not place it here).
e Dlace any remaining dice with values 2-6 on the corre-
sponding spaces.
e If there are any remaining dice, place them in the

“Combat Dice” section of the board.

3. TAKE DICE ACTIONS:
Take all actions whose die requirements have been met that turn,

in order from top to bottom as listed on the bot player board.

Bot actions in order from top to bottrom:
e Double 4s, 55, or 6s: Place 1 of the bot’s cubes on the
market board in the lowest available trade space. If tied,
choose coins. The bot follows normal player rules: it may
only have one cube per trade and cannot place on unavail-
able trades.
e Double 1 (one set): Move the bot’s caravan marker for-
ward 2 spaces then up 2 spaces, if possible. If you reach the
edge of the map, ignore further movement this action. Do
not take zombie tokens.
e Die value 2: Move the bot’s caravan marker forward 1
space then down 1 space, if possible. If you reach the edge of
the map, ignore further movement this action. Do not take
zombie tokens.
»  Dievalue 3: Draw cards one at a time (up to 6) until
you find 1 card that matches an incomplete VP set on a card
in the bot’s caravan. Play that card next to the bot’s player
board. If the bot has no incomplete VP sets on played cards,
do nothing. If you draw 6 cards and none matches an in-
complete VP set, stop drawing. (The bot has no card limit.)
Example of an incomplete VP Set: The bot has “Nizra the Witch”
with a VP condition of “10 VP if 4+ nocturnal.” The bot has 2
played “nocturnal” cards. The bot needs 2 additional “nocturnal”
cards for this to be a complete VP set.
e Dievalue 4:If there are any dice in the “combat dice”
section of the board, roll them now and add the results
together. Add 1 to this number for every combat action on
the bot’s played cards. If the total is 6 or greater, place a
cube on the lowest available Ember Zombie space on the
combat board. If the total is 5 or less, or if the bot had no
extra combat dice to roll, place a zombie token on the bot’s
board. Example: The bot has two combat dice and the “Noble
Commander.” Roll these two dice for a total of 5, then add 1 for
the combat action on the “Noble Commander” card. The total is
6, so the bot defeats the lowest available Ember Zombie.
Note: It is common to have combat dice but no 4-value die to
activate combat. When this happens, simply ignore the combat
dice this turn.
e Dievalue 5: Place a fruit token on the bot’s player board.
(Each fruit token is worth 1VP at the end of the game for the
bot only.)
e Dievalue 6: Draw 5 cards. Take the card with the
highest VP value (regardless of modifiers) and place it next
to the bot’s board. If tied, you choose. (The bot has no card
limit.)



4. CAMP:

After you complete all bot actions, place a tent on the space with
the bot’s caravan marker. Bots collect only fruit and treasures
from the board. If the bot camps on a space with a fruit or
treasure token, draw one from the supply and place it on the bot
player board. Disregard all other camping bonuses. If a treasure
gives the bot a fruit, the bot gains a fruit. If the treasure gives a
coin or a bag, the bot gains nothing.

COUNTING VICTORY POINTS FOR THE BOT:
e Market and Ember Zombie VP as normal.
e Map VP as normal: 1 VP per space with bot camps and
1 VP per space the bot moved forward. Give 5 VPs if the bot
reached Eastrey.
e 1VP per camp the bot has on a white tower space.
e 1 VP per fruit token the bot has.
e VP from treasure tokens the bot has collected.
e VP from all cards the bot played. Count all bonuses that
apply such as +VP for sets of card tags, enemies defeated,
etc. If the bot completes a VP bonus involving camps on the
map, the bot collects these VPs as well. The bot receives no
points for incomplete VP sets.
e Apply negative VPs from cards and subtract points for
zombie tokens.

(Double 4s, 5s, 6s)

Move 2 forward, 2 up.

VP sets, do nothing.

Complete lowest available trade. If tied, choose coins.

Move 1 forward, 1 down.

Draw until you can keep 1 that matches an incomplete
VP set (draw limit 6 cards). If you have no incomplete

Bot Rule Reminders

The bot does not use any card actions (except when calculating
attack), only bot player board actions. The bot ignores card abili-
ties and combat bonuses.

The bot has no hand. The bot’s caravan has no card limit.
Do not discard any bot zombie tokens after combat.

Note: When running the bot, we recommend ignoring/discarding the
Young Manticore if drawn.

Bot Challenge +
To make the bot more challenging, choose one of these:

e Bot Level 2: When the bot has 5 or more fruit tokens, it rolls
1 more die per turn (it never rolls more dice than 6).

e BotLevel 3: For every 4 fruit tokens the bot has, it rolls 1
more die per turn.

Gain 1 fruit.

Roll all combat dice and add together. Add 1 per
attack action on bot’s played cards. If 6+, defeat
lowest available enemy. If less than 6, gain 1 zombie.

Draw 5 & keep 1 with the highest VP value. If tied,
you choose. Only count number, ignore modifier.

1 -
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