AT THE EDGE OF THE GLACIER

[Precis by Steve Cox,  October 2002]


Contents


110 cards


4 cave cards


20 clan cards


(7x1, 7x2 and 6x3)


60 hunt cards


(32 prey, 8 medicinal herbs, 10 weapons, 4 artifacts, 5 events, 1 winter)


24 fate cards


2 trophy chit cards [cut out the 12 trophy chits.]


You will also need a 6-sided die.

A game set in the Stone Age by Anja and Patrick Menon

Object Of The Game

Each player controls a clan of cavemen.  The clan must secure its survival over the winter by hunting, and collect trophies at the Great Gathering Of The Clans.  The winner is the clan that accumulates the necessary number of trophies first.

Explanation Of The Cards

The Cave Cards

The cave has different chambers:

· The larder chamber is for prey anaimals and medicinal herbs.
· The weapons chamber holds the weapons that the clan uses for hunting.
· The living chamber holds the clan members (clan cards) who have already performed actions (face up) or who are currently sick (face down).
· In the front chamber is the holy room of the shaman where artifacts and trophies are kept.
The Clan Cards

Each card represents from 1 to 3 clan members.

The Hunting Cards

Prey Cards

These represent the prey animals that can be hunted.  They feature the following symbols:

[Chicken mcnugget] The food value shows how many clan members the animal will feed over the winter.  Small animals have values less than 3, large animals values of 3 or more.

Fish caught in a net have their food value increased by 2 (put the net with the fish in the larder to show this).  [Presumably the net and the fish together count as 1 card when paying penalties, etc.]

[Hunter] The clan value shows how many clan members (not cards) should [not must] go on the hunt.

[Spearhead] The hunt value must be achieved to kill the animal.

[Spearhead(s) with + sign] The weapon value is shown only if the prey card can be turned into a weapon.

Medicinal Herbs

These cards are used to heal the clan members and can also be used as food in the winter.  They feature the following symbols:

[Chicken mcnugget] The food value shows how many clan members the herb will feed over the winter.

[Hunter] The clan value shows how many clan members are needed to find and gather the herb.

[Circled number] The lore value is important for the Great Gathering Of The Clans.  The higher the number, the greater the healing properties of the herb.

Event Cards

These cards describe events that occur immediately when the card is turned over.

Earthquake card: Earthquake losses can be paid from the affected players' hands or caves.

Artifact Cards

Atifacts are the clan's shrines.  They feature the following symbols:

[Spear with + sign] The weapon value allows the shaman to influence weapons already played in a hunt.

[Circled number] The lore value is important for the Great Gathering Of The Clans.  The higher the number, the greater the status of the shaman.

Hunting Weapons

Weapon cards are used to affect hunts.

[Spear with + sign] The weapon value increases the chance of a successful hunt.  The modifier is the number of spearheads.  The sizes of animal (small and/or large) that can be hunted are also shown.

[Circled number] The lore value is important for the Great Gathering Of The Clans.  The higher the number, the greater the reputation gained by the clan from the hunt.

Winter

This card ushers in the winter as soon as it is turned over.

The Fate Cards

These cards can be played on yourself or other players, at times that depend on their colour:

Red

Played during a hunt by another clan.

Green

Played during your own hunt or to defend against a threat.

Yellow

Played at the end of your turn against another clan.

Cards lost through the play of fate cards are chosen by the affected player himself.  The exception is the raid card which allows the victorious player to choose his booty.
The Great Trek: In the next round the affected player cannot hunt or gather herbs or play fate cards; his cave is turned over until the end of his next turn.  He still turns over 3 hunt cards as he can take weapons and artifacts; any events are acted on.

Preparation

Each player gats a cave card and 3 clan cards, values 1, 2 and 3.

The remaining clan cards are shuffled as a face down pile.

The hunt cards are shuffled face down and the winter card placed at the bottom.

The fate cards are shuffled face down and each player takes one.

The trophy chits are cut out and placed ready.

There are special rules for 2 and 3 players.

The Game

The game is played over several years, each having a fixed number of rounds, and ending when the winter card is turned over.  At the end of the year the Grand Gathering Of The Clans takes place, where the clans recount their experiences and trophies are distributed.  The clans must then survive the winter by eating their supplies.

The Course Of A Round

a The player whose turn it is turns over 3 hunt cards.

1. First any event cards must be acted upon, in order.

2. Weapon and artifact cards can be stored in the clan's cave.  However, once the clan has an artifact, it cannot take another (only one artifact allowed per clan).  [This is unsatisfactory.  There are only 4 artifact cards, so if a player who already has one turns over another, one of the other players will lose out just through bad luck.  I suggest the player must auction the card for food/weapons/herbs, the value of a food/herbs card for this purpose being the sum of its food value and its lore value, plus 1 if it can be converted into a weapon, and the value of a weapon card being 1 or 2 more than the value of the smallest food card that is bid, depending on the number of spearpoints for that size of animal; players who already have an artifact can bid, but must discard an artifact if they win; the auctioneer can also bid; successful bids are paid to the bank, not to the auctioneer.]
b If there are any sick clan members in the cave (face down cards) turn them over. They cannot take part in any actions this turn.

c The player can, but need not, take as many actions as he has clan cards in his hand (so 3 at the start).  Cards cannot be split, so if there are more clan members on a card than needed for the action, the rest are still expended.

For each action, at least one clan card must be played face up from hand to the living area of the cave.

The following actions are possible:

1. Hunt prey

2. Gather herbs

3. Manufacture weapons

4. Take fate cards

d After taking all the actions he wishes to, the player discards any unused hunt cards and takes back all face up clan cards in his living chamber.

e At the end of his turn the player may play one fate card against another player, its effect occurring immediately (this doesn't require a clan card).

f If the player now has more than 8 clan and fate cards, including those in the living chamber, he must discard down to 8.  Fate cards must be discarded first.

Now it is the next player's turn.

Actions

C.1. Hunt Prey

The player chooses a prey from the cards he has turned over and puts together a hunting party from the cards in his hand.  He must then roll the hunt value or better on the die.  There are a number of possible modifiers:

· +1 if there are more hunters than the clan value of the prey; -1 for each hunter fewer than the clan value.

A weapon card, or a weapon manufactured from a prey animal, can be taken from the weapons chamber (never more than one).  The weapon factor is added to the die roll.  The size of the animal must be taken into account (food value of 2 or less is small, rest are large).

After the hunt, the weapon or prey card is put on the discard pile since it can be used for only one hunt.

· The shaman can call upon the god of the hunt with the help of his artifact.  The weapon value of the artifact is added to the die roll.  This can be done only once per round.

· The shaman can offer an animal from the larder.  The prey card is discarded and +1 added to the die roll.

· The other players can play a fate card against the hunting clan before the die is rolled.

Only one fate card can be played per hunt, and each other player can play only one card per player turn against a hunting clan.  Players declare whether they wish to play a fate card in order, starting with the player to the hunter's left.

The clan player has the option, if a fate card is played against him, of playing the fate card Das Opfer fur die Geister [offering to the spirits] to counteract it.

If the modfied die roll equals or exceeds the prey value, the prey card is put in the clan larder.  The hunter cards are put in the living chamber, face up.

If the modified die roll is insufficient, the hunt was unsuccessful and clan members are hurt.  One of the clan cards used in the hunt is placed in the living chamber face down, and is not turned over until the player's next turn.

The player can decide at any time before he rolls the die not to proceed with the hunt, in which case the hunt counts as unsuccesssful, but no clan members are hurt.  [Thus cards played so far are treated as they would be if the hunt went ahead and was unsuccessful.]
After a successful hunt, another player who did not play a fate card in this hunt [even if he played one in a previous hunt this player turn] can play the Der Streit der Jager [hunting dispute] card and take the prey card from the hunting clan.  However he must first roll higher on the die than the hunting player [ie. one new roll each].

C.2. Gather medicinal herbs

At least as many clan members must go agathering as the clan value of the card.  The herb is then automatically gathered and placed in the larder.

C.3. Manufacturing weapons

The clan can manufacture weapons from any prey card that has a weapon value.  This takes one action per prey card.  The card is then placed in the weapon cubicle and can no longer be used for food.  However it retains its lore value.

C.4. Take fate cards

The player takes one card from the deck.  He can play it immediately if he wishes.  [Note that taking fate cards requires the playing of clan cards.  You can take several fate cards if you play several clan cards.]

Winter

Winter arrives when the winter card is turned over. However, three hunt cards are still turned over (including the winter card) and the player can finish his turn before winter starts.

Preparation for the next year

The hunt card pile is prepared.  Shuffle the discard pile and place it under any remaining hunt cards [the winter card is only on the bottom in the first year], with the winter card on the bottom.

The players discard all but one of their fate cards, if they have any.  The fate card deck is then reshuffled.

The great gathering of the clans

The clans muse on the events of the year just ended.

· Each player rolls a die and adds the lore value from one of his remaining prey or weapons cards.  Highest value gets a trophy chit.

· Each player rolls another die and adds the lore value from one of his herb cards.  Highest value gets a trophy chit.

· Each player rolls another die and adds the lore value of his artifact.  Highest value gets a trophy chit.

In the event of a tied die roll, the tied players reroll until a single winner emerges.

A player cannot roll for a particular chit unless he has a card of the corresponding type.

Winter proper

The players must hand over as many food points as they have clan members to feed [including those still in the living chamber].

· If a player can feed all of his clan, he takes an extra card from the clan deck.

· If a player can feed at least half of his clan, he does not take a card.

· If a player can feed less than half of his clan, he loses a clan card of his choice.

The discarded cards are now shuffled and placed under the previously prepared hunting deck (so the winter card is no longer on the bottom). [This means there will be an excess of event cards in all following years - was that the intention?  Also, as the game progresses and populations increase, more food cards will be placed under the winter card each year, so there will be less and less food above the winter card for more and more people.] All clan cards in the living chambers, including face down ones, are taken back into the players' hands.

Dying out of a clan

If a player has no clan cards, he must start again, after handing over all of his cards and trophy chits, by taking one new clan card and one new fate card [not 3 new clan cards and one fate card - presumably this is to stop players who have only 2 clan cards from committing suicide.].

The end of the game

The game ends when one clan has accumulated trophy chits as follws:

· With 4 players, 3 chits

· With 3 players, 4 chits

· With 2 players, 6 chits

and has survived the winter.  Ties are broken by most trophies, otherwise by most clan members.

2 players

Remove the cards with blue and yellow diamonds (18 cards).

Your opponent can play a fate card every time you hunt.

3 players

remove the cards with yellow diamonds (6 cards).

The Fate Cards

Die grosse Wanderung (The Great Trek) - See main rules

Die verdorbenen Krauter (Spoiled herbs) - The affected clan must discard a herb card.

Der Zorn der Geister (Wrath of the spirits) - The affected player turns over his artifact card until after his next turn.

Das Raubtier (Predator) - The affected player loses a herb card or a clan card [the German just possibly might mean that if the player doesn't have a herb card he loses a clan card, but this would be kicking a man when he's down].

Der grosse Sturm (The great storm) - 1 off the hunt die roll.

Das Opfer fur die Geister (Offering to the spirits) - Cancels losses due to an action card played against the clan, or an earthquake.

Die zerbrochene Waffe (Broken weapons) - The affected player must discard a weapon card used for the hunt, and break off the hunt.  [This seems unduly harsh - it should be up to the player whether he breaks off the hunt, according to the usual rules.]
Die erfolgreiche Jagd (Successful hunt) - The die roll counts as 6, and no action cards can be played against the hunt.

Der Streit der Jager (Hunting dispute) - See main rules.

Der Aasfresser (don't ask) - Affected player rolls the die: 1-2 nothing happens; 3-5 loses a card from his larder; 6 loses 2 cards from his larder.
Der Uberfall (Raid) - The card player rolls the die: 1-2 nothing happens; 3-5 steal a card of your choice from the affected player's larder; 6 steal 2 cards of your choice from the affected player's larder.

The Event Cards

Hochzeit (Golden age) - Take a new clan card and place it face up in your cave.

Erdbeben (Earthquake) - Each player rolls the die: 1-2 nothing happens; 3-5 discard a weapon or artifact card; 6 discard a clan card.
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