HIDDEN EMPIRES

INTRODUCTION

Hidden Empiresis agame for 2 to 6 players
where each player assumestherole of an ant
colony. You will guide your colony asit at-
temptsto grow and thriveinahostile environ-
ment while competing for resourceswith neigh-
boring colonies. Your colony will employ unique
surviva strategiesbased onthose of rea world
ant species. To winthe game, you must give
your speciesthe best chance of surviva by pro-
ducing more reproductive ants than your op-
ponents.

BACKGROUND

All antsexist aspart of alarger society: their
colony. Themgjority of ants, theworkers, are
gerilefemaeswho spend ther lives supporting
thelr colony without producing offspring of their
own. All of theworkersinacolony are daugh-
tersof asingle or afew mother queens. When
the colony matures, the mother queensproduce
reproductive male and female antsto passon
the colony’sgenes. Inthisway an ant colony
functionslikeasuperorganism”. Workersact
astheorganism’'sbody cells, feeding the colony
and protecting it frominvasion, and reproduc-
tiveantsact asthe organism'ssex cells, leaving
the colony to mate and produce daughter colo-
nies.

In most ant species, acolony isfounded by a
sngle, newly mated queen. Thequeen herself
raisesthefirg few workers. Eachegg thequeen
lays hatchesinto alarva, whichisthe equivaent
of abutterfly or moth caterpillar. But unlike
caterpillars, ant larvae are helplessand must be
cared for and fed by the queen, and later by the
colony’sworkers.

An ant larvais a smal eating machine that
quickly growsin size. After it hasgrown, a
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larva spinsa cocoon around itself and enters
the pupal stage. During this stage, the pupa
metamorphsinto an adult ant. Depending on
its sex and how much food it was fed as a
larva, an ant may emerge from its cocoon as
a sterile female worker or as areproductive
male or female.

Thelife-cycle of an ant colony issimilar to a
single plant or animal. A young colony isvul-
nerable to predation and attacks by nearby,
larger colonies. During thistimethe colony in-
vestsits resources in growth and defense by
producing workers. Theseworkersare able
to secure an expanding territory and bring in
moreresources, leading to more growth.

When a colony is mature enough, some spe-
cies produce a few larger workers. These
workers often specidizein sometask, like sol-
dierswho help defend the colony, or millerswho
break up seedsto help feed the colony. The
largest workersinacolony arecdled “mgjors’,
and the in-between, medium sized workersare
called “medias’. The smallest workers are
called “minors’, but we just refer to them as
“workers’ intherules.

When acolony reachesthe equivaent of adult-
hood, it produceswinged reproductive males
and females. These ants fly away to seek
mates from other colonies of the same spe-
cies. The malesdie shortly after mating but
the females live on. Each mated queen will
attempt to found a colony of her own and
begin the cycle again.

ITALICS

Throughout the rulesand cards, you will see
notes in italics. These notes will help you
better understand ants, but they do not have
adirect bearing on the game.
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DEFINITIONS

Mother Queen:
Thefoundressof your
colony. Your mother
gueen’'ssolepurpose
istolay eggs.

Eggs. Your mother queen may producefertil-
ized eggs, which hatchinto femalelarvae, and
unfertilized eggs, whichhatchinto malelarvee.

The production of females from fertilized
eggs and males from unfertilized eggs is
called haplodiploidy. The ant family is a
member of the Hymenoptera order of insects,
and haplodiploidy is a characteristic of all
Hymenoptera. The other Hymenoptera
families are wasps and bees.

Larva: Anegg hatchesinto agrub-likelarva
which has a voracious appetite and grows
quickly insize. Onceit achievesitsfull Sze, a
larva spinsa cocoon around itself and enters

the pupal stage.

Pupa: A pupadeeps in hibernation while it
metamorphsinto anadult. Depending on how
much food she was fed as a larva, a female
pupamay emerge either asaworker, media,
major, or virgin queen. A male pupa always
emergesasadrone.

Brood: Your colony'stota collection of eggs,
larvae, and pupaeisitsbrood.

Nest: Your nest houses and protects your
mother queen and her brood.

Ant colonies live in many different types of
nests: in underground chambersthey dig or
find, beneath the bark of dead trees, in tree
leavescurled into chambersand secured with
larval silk, and even inside hollowed acorn
shells.
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Workers: Workersarenonrepro- (g
ductivefemadesand arethe primary -

/ \

sourceof labor for your colony.

Medias. Medias are medium-
sized, nonreproductive females.
Your colony may have mediasonly
if youplay aTrait card that allows
you to havethem. Thefunction of
your mediaswill be described on
thecard. SeeTrait Cardson page
0.

Majors. Mgorsarethelargest
nonreproductive femaes. Your
colony may have mgjorsonly if
you play aTrait card that dlows
youto havethem. Thefunction
of your mgjorswill bedescribed
onthecard. SeeTrait Cardson

page 9.

Virgin Queen: Some female pupae may
emerge as reproductive, winged adults called
virginqueens. During anuptid flight, theseants
leavether colony to seek matesand attempt to
found new coloniesof their own.

Drones. Male pupae emerge as reproduc-
tive, winged adultscdled drones. Duringanup-
tia flight, dronesleave thar colony to matewith
virgin queensof the same species. Dronesare
ghort lived and dieafew hours after mating.

Reproductives A colony’svirginqueensand
dronesare collectively caled itsreproductives.

Nuptial Flight: Duringthe mating season, re-
productivesfly away from their home nest to
mate with members of the same species. This
iscdled thenuptiad flight.
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Area: The hexagonsonthe
map arecalled areas.

Nest Area: Anareathat con-
tains a nest is called a nest
area.

Food Unit: Afood unit representsan abstract
quantity of food produced by your foraging
workersand consumed by your nest adultsand
larvae.

The amount and type of food represented by
1 food unit depends on the species of the
ants that forage and consume it. Ants eat
many different things. dead insects, insects
they hunt and kill, aphid honeydew, plant
nectar and seeds, and even fungus. Some
speciesspecializein 1 or afewtypesof food
while othersare more generalized.
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EQUIPMENT

Ant Counters

Color: Thereare6 different col- [ worker
orsof ants. Beforethegamebe- | g 1
gins, each player should choose %

which color heor shewill use.

Symbol: Thesmdl symbol inthebottom, right
hand corner of each ant counter isan aid for
playerswho havedifficulty distinguishing be-
tweenthecolors.

Number: Ant counterscomeindenominations
of 1, 3, 5, and 10. During the
game, you may freely exchange
ggzg;s countersof the sametype. For ex-
s«  m| ample, if you have 5 ‘1" worker
countersin an area, you may re-
placethemwithasingle‘5 workerscounter.

Nest Markers

Color: The counterswith acol- Nest
ored circlein the center represent
ant nests. Take the Nest marker .
that isthe same color asyour ant
counters.

+

Nest Area: Whenyou set up the game, you
will place your Nest marker inan areaonthe
map. Therulesrefer to theareathat contains
your Nest marker asyour nest area.
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Nest Sheet

Each player hasaNest Sheet to keep track of
hisor her brood and nest worker assgnments.

Chambers. Your Nest Sheet has chambers
for keeping track of your colony’sbrood and
reproductives. You may assign your workers
to varioustasks by placing theminthe Nurses,
Builders, or Reserves chambers. Youmay use
the Storage chamber only if you play a Trait
card that allowsyouto useit. Thefunction of
your Storage chamber will be described onthe
card. SeeTrait Cardsonpage9.

Boxes: UsetheNest Size box onyour sheet
to keep track of the size of your nest and use
the Score box to keep track of your current
gamescore. Noticethat your nest Szestartsat
10. Your Nest Sheet dso hasaFoodAvailable
box for keeping track of the amount of food
your workersforage and aReturning Ants box
for antsthat arereturning to your nest.

Dice

Usesmall, 6-sded dice on your Nest Sheet to
keep track of your score, nest Size, and thenum
ber and sex of the eggs, larvae, pupae, and re-
productivesinyour nest. For example, 1 die
with*5’ showing in the Virgin Queens chamber
of your Nest Sheet represents5 virgin queens.

Discovery Markers

The markerswith aquestion mark (?) ontheir
backs arediscovery markers. At the beginning
of thegame, place discovery markersfacedown
onthemap. When your scoutsexplorean area,
you may turn adiscovery marker faceup tofind
outwhat itis. Discovery markersmay bePreda
tors, Prey, Aphids, Plants, or blank.

Predator Prey Aphids Plants
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Other Markers

+and — Thesemarkersareused
to modify the printed value on a _|_
Prey, Aphids, or Plantsdiscovery
marker. See Forage onpage 14.

Trail: Youmay useTrail markers Trai

only if you play the Traill Making |\
Trat card. Thecard describeshow |—~—\
to usethese markers.

Nest Site: Youmay useNest Site ["ast site
markersonly if you play the Super- Q
colony Trait card. The card de-

scribes how to usethese markers.

The Map

The map consists of 41 hexagon shaped areas
in 6 different colors. You place nest markers
and discovery markers on the map when you
set upthegame.

Antsmay forageinthedirt, under the ground,
inrotting logs, or ontheleavesof trees. The
map is an abstraction of the many different
environments where ants may be found.

BlueAreas: The blueareasonthe map rep-
resent water. You may never placeany marker
or counter into ablue area.

Ants can survive for many hours under wa-
ter after a rainfall, but they cannot do any-
thing whilesubmerged. Thereareno aquatic
ants.

Cards

Thereare 3typesof cardsinthedeck: Action,
Trait, and Event. Seethe Draw aCard section
onpage9.
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GETTING $TARTED

To dart agameof Hidden Empires, playersmust
do thefollowing:

Choose Colors
PlaceNest Markers
Place Discovery Markers
Set up Nest Sheets
TakeTrait Cards

arwdNpE

Choose Col ors

There are 6 different colors of Nest markers
and ant counters. Playersmust choosewhich
color they will use before beginning thegame.
Onceyou have chosen acolor, take the Nest
marker and antsof that color and set themon
thetableinfront of you.

Pl ace Nest Markers

During thisstep, players must placetheir Nest
markersonthemap. First, put all of the Nest
markersinto an opague container and draw 1
out. The player whose Nest marker isdrawn
first may place hismarker into any areaonthe
map. Thendraw asecond Nest marker. The
second player must place her marker into an
areathat isexactly 2 areasaway fromthefirst
player’sNest marker.

Example: For example, thefirgt player placed
hisNest marker intotheareamarked ‘A’. The
second player may place her Nest marker into
any of theareas marked withan‘x’.

O Cal -~
&
etenele
e 0R0R0Y |
8g0%e%00s
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Subsequent Players. Continuedrawing and
placing Nest markersoneat atime. Each sub-
sequent player must place his or her Nest
marker so that it isexactly 2 areas away from
at least 1 other player’s Nest marker and not
adjacent to any other player’sNest marker.

Example: Continuing the previousexample,
the second player placed her Nest marker into
area‘'B’. Thethird player may place hisNest
marker into any of the areasmarked ‘x’.

O~ a0
88 2050
.
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BlueAreas. You may not place your Nest
marker intoabluearea. When counting areas
fromoneNest to another, do not count through
blue aress.

Example: If‘A’ set up betweentheblueareas
asshown bdow, ‘ B’ would belimited to one of
the3 areasmarked withan‘x’.

nex Neme
. nele
odenele
a0 eR |
sgc e ags
920, 0u0
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Pl ace D scovery
Mar ker s

PlaceFacedown: Mixup al of thediscovery
markersfacedown onthetable. Keeping them
facedown, place adiscovery marker into every
area on the map that is 1 or 2 away from a
Nest marker. However, do not place adis-
covery marker into an areathat aready con-
tainsanother marker. Never placeadiscovery
marker into an area 3 or more away fromthe
nearest Nest marker, Nest Site, or Traill marker.
Never placeadiscovery marker into abluearea.

Turn Faceup: Turnfaceupdl of thediscovery
markersthat areadjacent to anest.

Set up Nest Sheets

Nest Size: Give each player a Nest Sheet.
All nestsbeginthegamewithasgzeof 10, which
isdready markedinyour Nest Sizebox. When
your nest size grows, placedicein your Nest
Size box to indicate how much your nest size
has grown beyond 10. For example, if your
nest sizeis 16, place 1 diewith 6’ upinyour
Nest Size box.

Initial Workers. Each player starts with 6
workers. Place6 ‘1’ Worker countersinyour
Reserveschamber.

Initial Brood: Each player startswith 1 fe-
male egg, 1 female larva, and 1 small female
pupa. Placeadiewith‘1’ up inyour femae
eggschamber, a'1’ inyour femaelarvae cham-
ber, and a‘1’ inthe circle labeled “Small” in
your femal e pupae chamber.

M other Queen: All playersstart with 1 mother
gueen, represented by her picture at the bot-
tom of each Nest Sheet.
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Take Trait Cards

Deal Trait Cards. Separatethecardsinto 2
different stacks. Placeall Trait cardsin one
gack and dl Action and Event cardsinthe other.
Thendeal 3Trait cardsto each player. When
everyone has 3 Trait cards, shufflethe undealt
Trait cardsand theAction and Event cardsback
into asingledeck.

Play Cards: Beginning with thefirst player
and proceeding clockwise, each player may
optionally play Trait cards. You may play O, 1,
2, or 3cards. Trait cards define apermanent
characteristic of your ant species, S0 you must
keep the cardsyou play faceup infront of you
for therest of thegame.

Trait Types: Thereare 7 typesof traits, and
you may never have morethan 1 of the same
type of trait faceup in front of you. For ex-
ample, if you haveaTrait-4 card faceup infront
of you, you may not play asecond Trait-4 card.
Furthermore, youmay not play 2 Trait-4 cards
gmultaneoudly.

Additional Traits Oncethegamehasstarted,
you may draw and play additiond Trait cards.
Seethe Draw aCard sectionon page 9.
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GAME PLAY

Hidden Empiresisplayed in aseries of game
turns. Each gameturnisdivided into several
player turnsfollowed by the Nest Phase.

First Player: At thebeginning of every game
turn, place an ant counter from each player
into an opaque container. Then draw 1
counter from the container to determinewho
takesthefirg player turn.

Next Player: At the end of your turn, draw
another ant counter fromthe opaque container
to determinewho hasthe next player turn. If
thereareno more countersinthecontainer, it is
timefor the Nest Phase.

Pl ayer Turn

Each player turnisdivided into thefollowing
geps

DrawaCard

Assign Tasks and Check Capacities

Scout Areas (optional)

Perform Tasks
Determine Who Moves Next

Nest Phase

After everyone has completed their player
turns, al playerssmultaneously conduct their
nest business during the Nest Phase. The
Nest Phaseisdivided into thefollowing steps.

oA wN e

Move Returning Ants to Reserves
Feed Nest Adults

PupaeEmerge

Feed Larvae

EggsHatch

Lay New Eggs (optional)

Discard Food

Nuptial Flight (optional)

PN OIS WN R

A Gane of Ants

W nni ng t he Gane

Scoring: You score pointswhenyour repro-
ductivesleave your nest during anuptial flight.
You score 6 pointsfor each pair of virgin queens
and dronesthat leave. In addition, you score
2 pointsfor each unpaired virginqueen and 1
point for each unpaired dronethat leaves.

Winning: Attheend of every gameturn check
each player’sscore. If 1 or moreplayershasa
score of 36 or higher, the game ends and the
player with thehighest scorewinsthegame. If
2 or more players have the same scoreof 36 or
higher, thegameendsinatie.
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DRAW A <ARD

To beginyour turn, draw 1 card fromthe deck.
If thereareno more cards, shufflethe discards
and draw thetop card.

Hand Li mt

Thetota number of Trait cardsfaceupinfront
of you may not exceed 4. Thetotal number of
cardsin your hand plus the number of cards
faceup infront of you may not exceed 6. After
drawing acard, if you have morethan 6 cards
you must discard or play cardsuntil you have 6
or fewer left. However, you may not discarda
Trait card that isfaceup infront of you.

Tradi ng Cards

You may not trade cards with or give cardsto
another player.

Card Types

Thereare 3 different types of cards and each
typeisplayed differently. Thetypeisnotedin
parenthesis in the upper, right hand corner
of each card. Trait cards also have a num-
ber, which is explained later in this section.

Card Types:
* Event
* Action
* Trait
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Event Cards

When you draw an Event card, you must play
it immediately. Read the card aloud and take
theaction stated onthe card. Eventsaffect all
players or have an affect on the map. After
you play an event card, placeit with the dis-
cards.

Action Cards

You may play anaction card to besow abenefit
onyour colony or cause someunhappy fateto
befall an opponent’scolony. If anAction card
doesnot satewhen it may be played, you may
play that card any timeduring your player turn.
After you play anAction card, placeit withthe
discards.

Trait Cards

Trait cardsdefinethe abilitiesand attributesthat
makeyour ant speciesunique. Youmay play a
Trait card any time, even during another
player’sturn.

Faceup: Whenyou play aTrait card, placeit
faceup infront of you. Onceyou play aTrait
card, it is permanent and cannot be removed
later.

Hand Limit: Faceup Trait cardscount against
your hand limit of 6 cards. In addition, you
may never have morethan4 Trait cardsfaceup
infront of you.

Trait Types. Thereare 7 typesof traits, and
you may never have morethan 1 of the same
type faceup in front of you. For example, if
you have aTrait-4 card faceup infront of you,
you may not play asecond Trait-4 card. Fur-
thermore, you may not play 2 Trait-4 cards
simultaneously.



HIDDEN EMPIRES

AfSIGN TASKS

During thisstep, you must assign tasksto all
your workers. Your workersarevery versaile
and may performany of thefollowing tasks:

Tasks:
«forage
* patrol
* attack
* scout
* nurse
*build
* reserve

If you have medias and/or mgjors, you may
assignthemthetasksstated onthelr Trait cards.
Reproductives may not perform any task.

Move Wor ker s

You assign tasks by moving your workersinto
chambers on your Nest Sheet and into areas
on the map. For movement purposes, your
colony dividestheworld into 3 typesof areas,
safe, dangerous, and forbidden.

Safe: Your Nest Sheet, nest area, and any area
that contained your antsat thebeginning of your
turnissafe. Inaddition, an areaadjacent to a
safeareaisalso safeif it isempty or it contains
only afaceup aphids, plants, or prey discovery
marker. You may freely move as many ants
into or out of safe areasasyou wish.

Dangerous: An areaadjacent to asafearea
that containsopposng patrollersor afacedown
discovery marker isdangerous. You may move
only 1 ant into adangerousareato scout. How-
ever, you may move any number of ants
through adangerous area.

Forbidden: Areasthat are not adjacent to a
safe areaaretoo far away to moveinto. Blue
areasand areasthat contain afaceup predator
discovery marker areaso forbidden. You may
not moveyour antsinto or through aforbidden
area.
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Distance: You may moveantswithout regard
to distance; thereisno “movement alowance”
asinsomegames.

OpposngAnts. Ignoreopposing antsunless
they are patrolling, in which case the areais
dangerous.

To Your Nest

You may moveworkersfrom any areaonthe
map into the Builders, Reserves, or Nurses
chambersonyour Nest Sheet. You may also
freely moveworkers between chambers.

Sorage: You may move workersinto your
Storage chamber only if you haveafaceup Trait
card that allowsyouto.

ReturningAnts: Youmay not moveworkers
into or out of your Returning Antsbox at this
time.

Example: Youwant to increaseyour nest Size,

S0 you move 2 workersfromamap areainto
your Builderschamber.

To Safe Areas

You may move any number of workersinto a
safearea. Theworkers may come from your
Nest Sheet or from any other area.

Example: Last turn one or your workers
scouted an area and discovered plants. The
worker isstill there, and you decideto move 3
more workersfrom several other areasto the
areawiththeplants.

To Dangerous Areas

You may move 1 worker into adangerousarea.
Theworker may comefrom your Nest Sheet
or fromany other area.

Example: There is a facedown discovery
marker in an area adjacent to your nest and
you want to see what it is. So you move 1
worker into the areaand hopefor the best.
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Movement Example

Theillustration below showshow many work-
ersyou can moveinto several typesof aress.
Thenumber of workersyou canmoveinto each
areaisindicated by anumber inacircle. The
infinity symbol meansyou can move as many
workersasyoulikeinto thearea.

A - Safe: Your Nest marker and your worker
(looking up) arelocated on the map at the be-
ginning of your turnasshown. You may move
any number of workersinto these areas.

B - Safe. Thefaceup Aphidsand Plantsmark-
ersare adjacent to safe areas. You may move
any number of your workersinto these areas.
The opposing worker inthe Plantshex isfor-
aging and not patrolling, so shedoes not affect
your movemernt.

C - Forbidden: You may not moveworkers
into or through an areawith afaceup Predators
marker.

D - Dangerous. You may moveonly 1 worker
into an area that has a facedown discovery
marker or opposing patrollers.

E - Forbidden: Theplantsmarker isnot adja-
cent to asafe area, SO you cannot movein any
workers.
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Assi gn Scout s

DangerousArea: You may place 1 worker
into adangerousareato scout. Anareaisdan-
gerous if it contains a facedown discovery
marker or opposing patrollers.

Assi gn Foragers

Discovery Markers: You
may forage faceup Prey,
Aphids, or Plants discovery
markersto produce food for
your colony. To forage, place
worker countersintheareaso
that they touch the discovery
marker.

OpposingAnts: You may not foragean area
that containsopposing patrollers. However, you
may forageif al opposng antsare aso forag-
ing. Tell your opponent that your workersare
foraging, not attacking, and placethemso they
touchthediscovery marker.

Sharing: Your foragersmay shareadiscovery
marker with opposing foragers. While you
might share adiscovery marker with opposing
foragersononeturn, thereisnothing to stop
you or your opponent fromreassgning antsto
attack onalater turn.

Assign Patrollers

Inorder to intercept intruding
scouts, you may assign work-
ersto patrol. Place worker
countersinanareaso they do
not touch the discovery
marker, if any. Theareamust
not containany opposing ants.
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Assi gn Attackers

To attack, place workersin
an areathat contains oppos-
ing ants and/or an opposing
Nest marker. Place your
workers so they do not touch
the discovery marker, if any.
The areamust not contain any opposing pa-
trollers.

Assi gn Nurses

You must keep some of your workersin your
nest to tend the brood. Place any number of
workersinthe Nurseschamber onyour Nest
Sheet. However, you must assign at least 1
nurse for every 10 brood members.

Assi gn Buil ders

You may expand your nest by assigning work-
ersto build. Place any number of workersin
the Builders chamber on your Nest Sheet.
Buildersdo not count againgt your Nest Size.

Assi gn Reserves

You may place any number of workersinre-
serve by placing themin the Reserves chamber
onyour Nest Sheet. Reserves may be called
out during your Scout Areas step. Reserves
may also be called out to reinforce patrollersor
they may beleft in the nest to help defend it.
Reservesaredormant and do not consumefood
during theNest Phase.
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Check Nest Si ze

Nest Size: At the end of your Assign Tasks
step, you must make sure you have not ex-
ceeded your Nest Size. Thetotal number of
nurses, reserves, virgin queens, drones, and
brood members must be lessthan or equal to
your nest size.

Nest Size>=
nurses +
reserves +
virgin queens +
drones +
brood members

Do not count builders or mother queensinto
thetotd. If you exceed your Nest Size, reas-
sgnworkersor eiminate brood membersuntil
thetota islessthan or equa to your Nest Size.
You may not convert brood membersto food
at thistime.

Check Brood Si ze

You must make sureyou haveat least 1 nurse
assigned for every 10 brood members.

1 Nursefor 10 Brood, round up

If you do not have enoughnursesassigned, you
must assign moreor eliminate brood members
until thereisat least 1 nursefor every 10 brood
members. You may not convert brood mem-
bersto food at thistime.
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fcouT AREAS§

Scout: A scout isaworker inan areathat con-
tainsafacedown discovery marker or oppos-

ing parollers.

Procedure: Scout 1 area at atime. You
choosewhich areato scout firgt, second, third,
and so on. Each time you scout an area, the
following may occur:

Patrollers Search

Patrollers React

Turn Discovery Marker Faceup
Reinforce and Assign Tasks

WD PE

Patrol |l ers Search

If your scout isinan areawith opposing patrol-
lers, she may be detected and perhapskilled.
The patrolling player must roll anumber of dice
equd to the number of patrollers. If any result
isan odd number, your scout is detected and
thepatrolling player may react. If any result is
a‘l,your scout iskilled. If dl of the numbers
rolled areeven, your scout remains undetected
and the patrolling player may not react.

Roall Dice= Number of Patrollers
Any Odd - Scout Detected
Any‘l - ScoutKilled

Patrol |l ers React

The patrolling player may react to adetected
or killed scout by either reinforcing the scouted
area or by retreating. The patrolling player
may not initiate combat with your scout at this
time.

Reinforce Thepatrolling player may reinforce
the scouted area by moving al, some, or none
of theworkersfrom her Reserveschamber to
the scouted area. However, workersmay not
movethroughblueareasor throughan areathat
containsafaceup Predators marker.
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Retreat: Thepatrolling player may retreat from
the scouted area by moving al, some, or none
of her antsfromthe areato the Returning Ants
box onher Nest Sheset.

Turn D scovery
Mar ker Faceup

You may turn over any facedown discovery
marker inthe scouted area.

Blank: Blank discovery markersindicatethat
thereisnothing of interest (to anant at least) in
thearea. Whenyouturnablank marker faceup,
removeit from the map and place it facedown
withtheunused discovery markers.

Predator: If thediscovery marker isPreda
tors, your scout may be eaten. Roll anumber
of dice equal to the number on the Predator
marker. If any result isa‘1’, your scout is
eliminated. Otherwise, moveyour scout to the
Returning Antsbox on your Nest Sheet.

Your scouts may discover areasinhabited by
hunting birds, spiders, assassin bugs, or other
animals that prey on ants.

Rei nf or ce and
Assi gn Tasks

Reinforce: If your scout isgtill aliveandinthe
area, you may reinforce theareaby moving all,
some, or none of the workersfrom your Re-
serves chamber to thearea

Assign Tasks: You must now assign each of
your workersin the scouted area, including your
scout, oneof the following tasks:

» forage
e patrol
o aftack

You may assign patrollersonly if thereareno
opposing antsinthearea. You may assgn at-
tackersonly if thereare opposing ants.
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PERFORM TASKS

For age

Foraging workersproducefood for your colony.
Asyouforage, indicatetheamount of food pro-
duced by placing dice in the Food Available
box onyour Nest Sheet. The number of food
unitsyou gain dependson thenumber of forag-
ersand thetype of discovery marker.

Number of Foragers. If youareforaging an
areaadjacent to your nest, 1 worker givesyou
1 forager. If you are foraging 2 areas away
fromyour nest, 2 workersgivesyou 1 forager.
Drop all fractions. The extra worker is not
actually foraging but is busy shuttling the
food back to your nest.

Distance: When you count distanceto your
nest, you may count through an areathat does
not contain any of your ants or that does con-
tain opposing antsor an opposing nest. You
may not count through forbidden areas. Op-
posing antsinyour nest areaor inan areayou
count through have no effect onthe amount of
food you produce.

Discovery Markers. There are 3 types of
discovery markersyou may foraged for food:
Prey, Aphids, and Plants. Eachtype produces
food differently.

+and — These markers modify the printed
value on adiscovery marker. One + marker
indicatesthat the value of adiscovery marker
should betreated as 1 higher than its printed
vaue.

Similarly, 1—marker indicatesthat the value of
adiscovery marker should betrestedas 1 lower
thanitsprinted value.

A discovery marker may be modified by more
than 1+ or —marker. However, + and—mark-
erscancel each other out. Soif thereisapair
of + and— markersin an area, the pair should
beremoved.
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Forage Prey

Prey

5
ForagersinanareawithaPrey dis- | gmiga
covery marker produce a number

of food unitsequal to the number of foragers
up to amaximum of 6.

ReducePrey: A Prey discovery marker may
be reduced by foraging. Roll anumber of dice
equal to the number of food units produced.
For each result of ‘1’, add a— marker to the
area. If the number of — markers equals or
exceeds the number on the Prey marker, re-
move all — makers and the Prey marker from
thearea. Thisareamay no longer beforaged.

Food Units = Foragersup to 6
Roll Dice= Food Units
Add—for each result of ‘1’

Example: You assgned 8 workersto foragea
Prey marker in an area adjacent to your nest
area. During your Perform Tasksstep, these
foragersproduce 6 food units, the maximum.
Usediceto add thisamount to the Food Avail-
able box onyour Nest Sheet. Thenyouroll 6
diceand theresultsare‘l’,‘1’, ‘2", ‘4", '5’,
‘6’. Sinceyourolled2‘1’s, youmust place 2
—markersintheforaged area.

Depending onthe ant species, preyitemsmay
be seeds carried back to the nest, live in-
sects hunted and killed, or dead animals or
insects scavenged for food.
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Forage Aphids

Aphids

3
The amount of food produced is | s
limited by the number printed on
theAphidsmarker plusor minusthe number of
+ or —markersin the area. The number of
food unitsproduced is equd to the number of
foragersor the modified number ontheAphids
marker, whichever islower.

IncreaseAphids. Antsprotect the gphidsthey
tend from predators. Roll anumber of dice
equal to thenumber of foragers. If any result is
a‘l, add a+ marker to, or remove a— marker
from, thearea

Food Units =lesser of foragersor

modified Aphid value
Roll Dice = number of foragers
Add +if anyresultisa‘l’

Example You have4 workersforaging aphids
withavalue of 1 inan area2 away fromyour
nest. You have2foragers, but the gphidsvaue
isonly 1, so they produce 1 food unit. Then
you roll 2 dice and theresult is‘1" and ‘5.
Since you rolled a‘1’, you must place a +
marker inthearea.

Aphids consume plant sap and producea sug-
ary excrement called honeydew. Many spe-
cies of ants augment their diet with honey-
dew and some species consume it almost ex-
clusively.

Aphids belong to the Homoptera order of
insects. Other Homoptera that provide hon-
eydew to antsinclude mealy bugs and scale
insects.
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Forage Plants

Plants
4
Theamount of food produced by m
foragersinanareawithaPlantsdis-
covery marker islimited by the number printed
onthePlants marker plusor minusthe number
of + or —markersinthearea. The number of
food unitsproduced is equal to the number of
foragersor the modified number onthe Plants
marker, whichever islower. Plantsarenot de-

pleted by foraging.

Food Units =lesser of foragersor
modified Plant value

Example: You assign 5 workersto foragea
plant 1 areaaway fromyou nest. The plants
valueis3andthereis1 + marker inthearea,
S0 you gain4 food units.

Some plant speciesprovide food and shelter
for ants in exchange for protection from
plant-eating insectsand neighboring plants.

Pat r ol

Workers on patrol perform no action during
your turn. However, if an opposing player
moves ascout into an areathat contains your
patrollers, you may be able to detect and kill
thescout. Seethe Scout Areassection onpage
13.

At t ack

Workers assigned to attack must attack op-
posing antsinthesame area. Seethe Combat
section on page 16.
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Scout

Scoutsexploreduring the Scout Areasstep and
must bereassigned to forage, patrol, or attack
beforethe Perform Tasks step. Seethe Scout
Areas section on page 13.

NUr se

Your nursesperformno actionduring your turn,
but they do keep your brood dive. Your nurses
may defend your nest if it isattacked by an op-

posing player.
Buil d

Add 1 to thesizeof your nest for every worker
assigned to build. Buildersdo not count against
your nest Size. Your buildersmay defend your
nest if it isattacked by an opposing player.

Reserve

Workersinyour Reserves chamber performno
actionduring your Perform Tasks step. How-
ever, they will defend your nest if it isattacked
by an opposing player.

Reinforce: Reserve workers may be called
out by scoutsduring your Scout Areasstep or
by patrollersduring another player’s Scout Ar-
easstep. Seethe Scout Areassection on page
13.

Dormant: Workersinyour Reserves cham-
ber aredormant and do not consumefood dur-
ingtheNest Phase.
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COMBAT

Combat takes placewhen you assgn workers
to attack in an areathat containsopposing ants
and/or anopposing Nest marker. The player
you are atacking isthe defender.

Nest Area: If theareacontainsboth defend-
ing ants and the defender’s Nest marker, re-
solve combat between antsoutsdethenest first.
If all defending antsinthe nest areaare elimi-
nated, and attacking antsremain, you must at-
tack thenest.

Additional Players: If you attack inanarea
that containsantsbelonging to 2 or more other
players, you may attack only 1 of them. You
choosewhich player you are attacking in that
area. Theother player(s) antsarenot affected.

Seps Follow these stepsto resolve combat:

Total Combat Points
Resolve Loses
Carry Off Dead Ants
Attack the Nest
Reassign Tasks

arwdNpE

Tot al Conbat Poi nts

Combat is resolved by comparing the number
of combat points available on each side. In
genera, each worker contributes 1 combat
point. This may be modified by Trait cards,
and Trait cardsmay alow theattacker and/or
defender to have mediasand majorsthat con-
tribute more combat points.

Example: The Soldier Trait card dlowsyou
to produce mgjorswith acombat vaueof 4. If
you use 4 workers and 1 major to attack an
opponent, you will have 8 combat points.
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Resol ve Loses

Totd thenumber of combat pointsoneach Sde.
If both sides have an equal number of combat
points, eliminateal antson both sdes. Other-
wise, diminateal antsonthe sdewiththefew-
est combat points. Then the player with the
most combet pointsmust removehisor her ants
until the combat points removed are equd to,
or greater than, the combat pointsremoved by
thediminatedside. Leaveany dead ant mark-
ersupsdedowninthearea.

Example: You assign 2 workers with the
Deadly Stingtrait to attack 3 workerswith no
special combat characteristics. You have 4
combat points (2 for each “deadly” worker)
and the defender has 3 combat points (1 for
each “average” worker). The defender has
fewer combeat pointsandiseliminated. You must
eliminate 3or morecombat pointsworth of your
ants, so you remove both of your attacking
workers. All antson both Sdesare diminated,
even though you had more combat points.

Carry O f Dead
Qpponent s

If you haveworkersremaining after resolving
loses, you may carry dead opponentsback to
your nest and exchange them for food.

Food Units For eachworker youmovefrom
the combat areato your Returning Ants box,
remove 1 dead opponent from the area and
add 1 food unit to your Food Available box.
Do not divide the amount of food you carry
back by the distanceto your nest.

ReturningAnts: You may movesome, al, or
none of your workersto your Returning Ants
box. Youmay dso returnworkersevenif there
are no more dead opponentsto carry off.

Remove Dead Ants: After returning as many
workersasyou wigh, removeall remaining dead
antsfromthearea
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Att ack t he Nest

If the area you are attacking contains the
defender’s Nest marker, and you still have
workersinthat area, you must attack the nest.
Inthisinstance, you will attack twiceinonearea
during asingle turn; once to eliminate above
ground defendersfromthe nest area, and once
moreto attack below ground defendersinthe
nest itself. Combat isresolved asbefore, but
withthefollowing changes.

Defending Ants. Defending ants can come
fromthe nest’s Reserve, Nurses, or Builders
chambers. Brood members, reproductives, and
mother queens do not defend. Ants in the
defender’s Returning Antsbox do not defend.

Resolve Loses: Again, total combat points
and resolve losses asdescribed earlier. After
losses have beenresolved, if you ill have at-
tacking workersin the nest you may use them
to:

1. Carry off brood members, reproductives,
and/or dead ants
2 Attempt tofindandkill 1 mother queen
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Carry Off Brood, Reproductives
and/or Dead Defenders

If the attacker hasworkersremaining after re-
solving loses, he or she may carry brood, re-
productives, and dead defenders back to his
or her nest and exchangethemfor food.

Food Units. For each worker you moveto
your ReturningAntsbox, remove 1 brood mem+
ber, reproductive, or dead defender fromthe
areaand add 1 food unit to your Food Avail-
able box. Do not divide the amount of food
you carry back by the distanceto your nest.

ReturningAnts: You may movesome, al, or
none of your workersto your Returning Ants
box. Youmay adso returnworkersevenif nothing
elseisleft to carry off.

Left Behind: Anyremaining dead attackers
areautomatically converted to food for thede-
fender. Thedefender isnot requiredto move
antsto hisor her Returning Antsbox to do this.
Remove any remaining dead defenders. Leave
remaining brood members or reproductives
wherethey areontheir Nest Sheet.

Kill the Queen

After returning asmany attacking workersyou
wish, you may use any remaining workersin
the nest to attempt to find and kill 1 of the
defender’smother queens. Roll anumber of
diceequd to the number of your remaining ants.
If any resultisa‘l’, 1 mother queeniskilled.
You may not attempt to kill morethan 1 mother
gueen per nest attack. Ignore combat points
when hunting for the queen. You cannot carry
the queen back for food.

Reassi gn Tasks

Any attackersthat remaininthe areaafter com-
bat hasbeen resolved become patrollers. Re-
turn any workersthat attacked thenest outside
to thedefender’snest area.
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NEST PHASE

All players smultaneously conduct their nest
business during the Nest Phase. The Nest
Phaseisdivided into the following steps.

Move Returning Ants to Reserves
Feed Nest Adults

Pupae Emerge

Feed Larvae

Eggs Hatch

Lay New Eggs (optional)

Discard Food

Nuptial Flight (optional)

©ONO O~ WLWNE

Only the Lay New Eggs and Nuptial Flight
steps are optional, al players must perform
all other steps.

Whenfirst learning to play, it may be easier for
all playersto complete each sep oneat atime
before moving on to the next step. In other
words, all players should completethe Move
Returning Antsgep, thendl playersshould com+
plete the Feed Nest Adults step, and so on.
After everyone knowsthe game well enough,
each player may proceed at hisor her own pace.

Nest & Brood Si zes

You are not required to check your nest and
brood sizes during the Nest Phase. It isOK
to exceed you nest size and it isOK to have
more brood members than your nurses can
handle. The only time you must check your
nest and brood sizes is during the Assign
Tasksstep of your player turn.
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Move Ret urni ng Ants
t 0 Reserves

Move all of the antsfromthe Returning Ants
box on your Nest Sheet to your Reserves
chamber.

Feed Nest Adults

During thisstep, you must feed the adult ants
that areinside of your nest. Antsoutside your
nest canfind food enough for themselves, even

if they are busy patrolling.

Exceptions. Do not feed reserves or your
mother queen. Reserves are dormant and
do not require any food. You will feed your
queen during theLay New Eggs step.

RemoveFood: Removefromyour Food Avall-
able box 1 food unit for each nurse, builder,
virgin queen, and drone on your Nest Shest.

Feed Nest Adults:
* NuUrses
* builders
* virgin queens
 drones

Food Shortage: If you are short onfood, you
mug eliminate adult ants, and/or consume your
brood. For each food unit you are short,
eliminate 1 nurse, builder, virgin queen,
drone, pupa, larva, or egg. You decide how
many and what type of brood or adults to
eliminate. When you eliminate apupait does
not matter how largeit is; eliminating 1 pupa
makes up for the shortfdl of only 1 food unit.
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Pupae Energe

All pupae must emergefromtheir cocoonsand
become adult ants. Thecasteapupabecomes
dependsonitssex and size:

Pupa Pupa Adult

Sex Size Caste

Male n/a Drone

Femde Smdl Worker

Female Medium Media

Femde Large Major or
Virgin Queen

Workers. Removedl smdl femaepupaeand
place an equal number of worker countersin
your Reserves chamber.

Medias: Remove al medium female pupae
and place an equa number of mediacounters
inyour Reserves chamber.

Majors. Alargefemale pupamay becomea
virgin queen or, if you have a Trait card that
alowsit, amgor. For each pupathat becomes
amgor, reduce the number of largefemde pu-
pae by 1 and place a mgor counter in your
Reserves chamber.

Reproductives: Use dice to represent re-
productives. Move any remaining dicefrom
the Female Pupae chamber to the Virgin
Queens chamber. Move al dice from the
Male Pupae chamber to the Drones cham-
ber.

When you finish this step, there should be no
dicein ether of your Pupae chambers.
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Feed Lar vae

All larvae must eat and become pupae. You
must feed each male larva 1 food unit. You
must feed each female larva 1, 2, or 3 food
units

Females: Thesdzeof pupaafemalelarvabe-
comesdependson theamount of food you feed

her. For example, if you feed afemale larva2
food units, she becomesamedium pupa.

Larva Fod Pupa
Sex Units Size
Male 1 n/a
Femde 1 Smdl
Femade 2 Medium
Femde 3 Large

Food Shortage: If you are short on food,
you must diminatelarvae and/or consume your
eggs. For eachfood unit you are short, elimi-
nate 1 larvaor 1 egg. You decide how many
and what sex of larvae and eggsto diminate.

MoveDice: After feeding your larvae, move
al dice from the Female Larvae chamber to
the Female Pupae chamber and moveall dice
from the Male Larvae chamber to the Male
Pupae chamber. Place dice representing fe-
male larvae that werefed 1 food unit into the
circlelabeled Small, 2 food unitsinto thecircle
labeled Medium, and 3 food unitsinto thecircle
labeled Large.

When you finish this step, there should be
no dicein either of your Larvae chambers.

Medias. Youmay feed afemdelarvae 2 food
unitsto produce amedium pupae only if you
have aTrait card that allowsyou to produce
medias.
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Eggs Hat ch

All eggsmust hatchinto larvae. Moveall dice
from your Female Eggs chamber to your Fe-
male Larvae chamber and moveall dicefrom
your MaeEggschamber to your MadeLarvae
chamber. Whenyou finishthisstep, there should
be no dicein either of your egg chambers.

Lay New Eggs

A mother queenmay lay up to 6 new eggseach
Nest Phase. Place dice in the Female and/or
Male eggs chambers. You may divide the
eggsyou lay between male and femaleany way
you like. For each egg shelays, aqueen must
consume 1 food unit.

Food Shortage: If you lay more eggs than
you havefood unitsavailable, you must eimi-
nate eggs, and/or consume your pupae and/
or larvae. For each food unit you are short,
eliminate 1 pupa, larva, or egg. You decide
how many and what type to remove. When
you eliminate a pupa it does not matter how
large it is; eliminating 1 pupa makes up for
the shortfal of only 1 food unit.

No Queen: If you do not have a mother
gueen, your nurses may lay male eggs. One
nurse may lay 1 male egg per turn. Your
nurseswere fed during the Feed Nest Adults
step and do not require additional food to

lay eggs.
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Di scard Food

Mogt ant specieslack the ahility to sorefood.
Discard all food unitsthat remain in the Food
Available box on your Nest Sheet. However,
youmay storefood if you haveaTrat card that
dlowsyouto. Thecard will describe how much
food you may store.

Fl i ght

You score pointseach timereproductives|eave
your nest during anuptid flight. You may per-
formanuptid flight by discarding 1 unplayed
card fromyour hand. If you do not haveacard
to discard, you may not performanuptia flight.

Nupt i al

During anuptid flight, you must removeall the
reproductivesfromyour Nest Sheet. You score
6 points for each pair of virgin queens and
dronesyou remove. Inaddition, you score 2
pointsfor eachunpaired virgin queenand 1 point
for each unpaired drone you remove.
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Nest Phase Exanpl e

Move Returning Antsto Reserves. Dur-
ing your Player Turn, one of your scoutsfound
aPredators Discovery marker. She survived
the encounter and you were forced to move
her to your Returning Antsbox. Now you must
move your worker fromyour Returning Ants
box to your Reserves chamber.

Refurning
Anfs

Move to Reserves
at the beginning of
the Nest Phase.

Reserves

Do not feed Reserves.

Feed Nest Adults: Your nest contains a
builder, 2 reserves, anurse, and 2 reproduc-
tives, dongwith your brood and mother queen.
You must feed your builder, nurse, and repro-
ductives, reducing the number of food unitsin
your Food Available box by 4. Remember,
reserves aredormant and do not requirefood.
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PupaeEmerge: You have 1 malepupaand 1
large, femalepupa. Your male pupamust be-
come adrone, so you movethediefromyou
Male Pupae chamber to your Drones cham-
ber. Since you havethe Soldier trait card fa-
ceup infront of you, your large, female pupa
may become either avirgin queen or amajor.
You choose to make her amagjor, so you re-
movethedie fromyour Female Pupae cham-
ber and placeamgjor counter in your Reserves
chamber.

Virgin Queens

Male P e

Reserve

Feed Larvae: You have2femaelarvaeand
no malelarvae. You chooseto feed1larval
food unit and the other 3 food units. Youre-
duce the amount of food available by 4 and
removethe ‘2 diefromyour Female Larvae
chamber, replacing it witha' 1’ dieinthe Smdl”
circleanda‘l’ dieinthe“Large’ circleof your
Femae Pupae chamber.

Female -irvae
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EggsHatch: You have 1 female egg and 1
maleegg. You movethediefromyour Male
Eggs chamber to your Male Larvae chamber
and thediefromyour Femae Eggs chamber to
your Female Larvae chamber.

Female @oe

I9S JS

Lay New Eggs. You haveonly 2 food units
left, so you decideto lay 2 female eggs. You
removethedie fromyour Food Available box
and placeit inyour Female Eggs chamber with
the‘2 sideup.

Discard Food: You havewisdly used up al of
your food, so you have noneto discard.

Nuptial Flight: You chooseto haveanuptia
flight, so you discard 1 card from your hand
and removeall dice fromyour Virgin Queens
and Drones chambers. You had 1 pair of re-
productives, so you score 6 points.

Score

Nuptial Flight:
Pair = 6 points
V. Queen =2 points

Drone =1 point
Dronce

Virgin-.ueens
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OPTIONAL RULES

Al ternate Setup

Hex Tiles: Make 8 hex tiles in each of the
colorsred, green, blue, ydlow, brown, and gray
for atota of 48 hexes. Cut the hexes out of
3mmEVA foam. You can use ahex from Set-
tlersof Catanasatemplate or usethetemplate
found later inthisPDFfile. Youwill play Hid-
den Enpiresonthese hexesinstead of the map.

Setup: Choose setup order normally by draw-
ing nest markersfromacup.

First Player: Chooseanon-bluehex and set
it in the center of thetable. Then place your
nest marker on the hex making it your home
area. Findly, place 6 additional hexesto sur-
round your home area. Choose the color of
each hex keeping in mind the restrictions de-
scribed below.

Second Player: Choose anon-bluehex and
place it so it touches 2 hexes already on the
table. Then placeyour nest marker onthe hex
making it your homearea. Finaly, place4 ad-
ditiona hexesto surround your home area.

Subsequent Players. Chooseanon-blue hex
and place it so it touches 3 hexes already on
thetable. Then placeyour nest marker onthe
hex making it your homearea. Finaly, place3
additional hexesto surround your homearea.

Remaining Hexes. Take turns placing the
remaining hexes. Each new hex must touch at
least 2 hexesalready onthetable. You may not
place ahex that would be 3 or moreaway from
the any nest marker. 1f no legd placementsare
available, any remaining hexeswill not be used
thisgame.
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Discovery M arkers: Placediscovery mark-
ersin every hex that does not contain anest
marker.

Restrictions: You choose the colors of the
hexesyou place. However, you may not place
ahexif that would cause 3 contiguous hexesto
al be the same color. In addition, you may
never place ablue hex touching another blue
hex.

Migration, Trail, or Supercolony: Whenyou
move your nest marker, place atrail marker, or
place asupercolony nest marker, youmay be
ableto add additiond hex tilesto themap. If
tiles can be placed within 1 or 2 hexes of your
trail or nest marker, you may add themto the
map. However, do not placediscovery mark-
ersinto the new hexesat thistime.

Rest art

If all of your mother queensarekilled, you may
abandon your colony and start anew one some-
where else. Removeyour Nest marker from
the map and placeit in adifferent area so that
itsexactly 2 away fromat least 1 other player’s
nest and not adjacent to any player’'snest. Set
up your Nest Sheet according to the Set Up
Nests Sheetsrules on page 8. Discard all of
your cards, including faceup Trait cards, and
draw 3 new Trait cards according to the Take
Trait Cardsrules on page 9. Keep the score
you had previoudly.

Reduce Prey

At theend of every gameturn, add a— marker
to every area that contains a faceup Prey
marker. 1f the number of —markersequalsor
exceeds the number on the Prey marker, re-
move the Prey marker and all — markersfrom
thearea
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APPENDIXs [FIRST
TURN EXAMPLE

Set up

ChooseColors: Kevinchoosespurple, so he
takesthepurple nest marker and placesit into
acup along withthe other player’snest mark-
es.

Place Nest Markers: Carrie draws a nest
marker fromthecup anditishers. She chooses
to placeit inthe center of themap. Then Car-
riedrawsthe purple nest marker. Kevinplaces
his marker 2 areas away from Carrie. Then
Roger’smarker isdrawn and he placesit 2 ar-
easfrom Carrie oppositefromKevin. Finally,
Thad placeshisnest marker 2 areasfromKevin.

Place Discovery M arkers: Roger placesthe
Discovery Markersfacedown onthetable and
mixesthemup. Everyonehepsplacethe mark-
ersfacedownonthemapinevery areal or 2
areasfromanest marker. Theneveryoneturns
faceup themarkers adjacent to hisor her nest.
Kevin's nest is surrounded by a Plants-3,
Predator-6, Prey-3, Prey-2, Prey-1, and an
‘Empty’ marker. Kevinremovesthe‘Empty’
marker and placesit facedown with the unused
Discovery Markers.

Setup Nest Sheet: Kevin places 6 purple
workers in the reserves chamber on his nest
sheet. Heplacesadiewiththe‘l’ sideupin
hisfemae eggschamber, a‘1’ dieinhisfemale
larvae chamber, and a‘1’ dieinthecirclela-
beled ‘small’ in hisfemal e pupae chamber.

TakeTrait Cards. Thaddealsout 3trait cards
to each player. Kevin receives Harvesters
(Trait-2), Soldiers(Trait-6), and Millers(Trait-
6). He choosesto immediately play the Sol-
dier card faceup s0 everyonewill fear im. Now
he cannot play the Millerstrait because Soldier
and Millersareboth Trait-6. Kevinkeepsthe
Millersand Harvesterscardshiddenin hishand.

24

A Gane of Ants

025950507
Nesedede

@O0,

()0

Prey

Prey Prey

Predator

]* 6

Plants

Turn Adjacent Markers Faceup

Soldiers (Trait-6)

You may produce majors and assign themto any task.

When you are attacking or defending, each of your
majors contributes 4 combat points.

For all other purposes, treat your majors exactly like
workers.

Some ant species produce a large worker caste that
specializes in combat. These majors have huge heads
equipped with strong mandibles they use to chop up
opposing ants.

Trait Card
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First Turn

DetermineFirst Player: Everyoneputsone
of hisor her ant countersinto thecup and Roger
drawsthefirst one: purple.

Draw aCard: Kevindrawsan Environmental
Change Event cardand must read it doud. The
effect isto replace faceup discovery markersin
green areas with randomly selected markers
placed facedown. Kevinmust replacethe Prey-
3 marker with one chosen at random.

Assign Tasks: Kevin assigns 1 worker to
nurse by moving her from hisreserves chamber
to hisnurseschamber. Heassigns1 worker to
scout the areawith the facedown Discovery
Marker. He assigns 3 workersto forage the
Prey-2 marker by placing them so they touch
themarker. And heassigns 1 worker to patrol
the Plants-3 areaby placing her inthe areaso
she does not touch the marker.

Check Capacities. Kevinhas 3 brood mem-
bers. A single nurse cantake careof upto 10
brood members, so no problem. Thetota num-
ber of adults and brood membersin Kevin's
nes is4. Everyonebeginsthe gamewithanest
size of 10, so again no problem.

Scout Areas. Kevinturnsthefacedown Dis-
covery Marker faceup and it is an Aphids-1.
Hereassignshis scout to forage the aphids by
placing her so shetouchesthe marker.

Nurses

Worker
N
Y

Nurses * 10 >= Brood

Assign Tasks: Nurse
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Environmental Change (Event)

From every green area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every brown area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsinthe areato their Returning Ants box unharmed.

Event Card

Predator

v

Worker
% .
Y

Plants
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Perform Tasks

ForageAphids. Theworker intheAphids-1
areaforagesand produces 1 food unit. Kevin
takesadieand placesit ‘1’ sdeupinhisfood
availablebox. Heasorolls1 dieand theresult
is*1’, indicating the aphidshavegrown. Kevin
placesa‘+ marker inthe Aphidsarea. The
aphidswill beableto produce 2 food units next
turn.

Forage Prey: The 3 workersin the Prey-2
areaproduce 3food units. Kevinturnsthedie
inhisfood available box to the‘4’ side. Then
herolls3dice: ‘3,5 ,and‘6’. Thepreyisnot
reduced by foraging.

Patrol: The patroller inthe plants areadoes
nothing during Kevin'sturn.

Thad’'s Turn

Scout Sep: During histurn, Thad sendsascout
into the Plants area that Kevin is patrolling.
Kevinrolls1diefor hispatroller and the result
is‘3'. Kevindiscovers Thad' sscout but does
not managetokill her outright. Thad now moves
2 additional workersfrom hisreservescham-
ber into the plantsarea. Since he discovered
Thad’sscout, Kevin could moveworkersfrom
his Reserves chamber if he had any there, but
he doesnot.

Combat: Thad's 3 workers attack Kevin's
snglepatroller. Neither player hasany specia
combat ability, so Thad has 3 combat points
and Kevin has 1. Kevin's patroller is elimi-
nated, and Thad must eiminate 1 of hiswork-
ers. After combat, Thad moves 1 of hiswork-
ersto hisreturning antsbox, carrying Kevin's
dead worker back for 1 food point. Thad
leavestheother worker in the plants area and
assgnsher to patrol.
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Nest Phase

Onceeveryone'sturnisovey, it istimefor ev-
eryoneto do the Nest Phase.

Feed Nest Adults: Kevin must feed hisnurse
1foodunit. Heturnsthediein hisfood avail-
ablebox from‘4’' to‘3'.

Pupae Emerge: The small pupaonKevin's
nest sheet becomesaworker. Kevinremoves
the die from the female pupae chamber and
placesaworker counter into hisreservescham-
ber.

Feed Larvae: Next, thefemadelarvamust be
fed. SinceKevinhasthe Soldierstrait, hethinks
it would be agood ideato produce asoldier.
So hefeedshislarva 3 food units and moves
thediefromthelarvaechamber into the‘ Large
circle in his pupae chamber. This consumes
Kevin'sremaining food and he removesthedie
from hisfood available box.

EggsHatch: Thefemale egg hatchesand be-
comesapupa. Kevinmovesthe‘1’ diefrom
his female eggs chamber to hisfemale pupae
chamber.

Lay New Eggs. Growing alarge pupaused
up al of Kevin'sfood, so he choosesnot to lay
any eggs. He could feed hispupaand larvato
hisqueen and lay 2 eggs, but thiswould be stu-
pid.

Discard Food: Kevin used all hisfood and
has nothingto discard.

Nuptial Flight: Kevinhasno virginqueensor
dronesin hisnest and cannot perform anuptial
flight.
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GETTING §TARTED (page 6)

To gtart agame of Hidden Empires, playersmust:

Choose Colors
PlaceNest Markers
Place Discovery Markers
Set up Nest Sheets
TakeTrait Cards

o WDNE

Pl ayer Turn (page 8)

Each player turn isdivided into these steps:

DrawaCard

Assign Tasks and Check Capacities
Scout Areas (optional)

Perform Tasks

Determine Who Moves Next

arwdNpE

ASSIGN TASKS (page 10)

You assign tasks by moving workers between chambers
on your Nest Sheet and map areas.

Tasks:

« forage
* patrol

* attack
* scout

* Nurse
*build

* reserve

Check Nest Size (page 12)

At the end of your Assign Tasks step, you must make
sure you have not exceeded your Nest Size.

Nest Size>=
nurses +
reserves +
virgin queens +
drones +
brood members

Check Brood Size (page 12)

You must make sureyou haveat least 1 nursefor every 10
brood members.

1 Nursefor 10 Brood, round up

Summary

fCOUT AREAS (page 13)

Each time you scout an area, thefollowing may occur:

Patrollers Search

Patrollers React

Turn Discovery Marker Faceup
Reinforce and Assign Tasks

WD PE

Patrol | ers Search (page 13)

The patrolling player must roll anumber of dice equal to
the number of patrolling ants. If any result is an odd
number, your scout is detected and the patrolling player
may react. If anyresultisa®1”, your scoutiskilled. Ifall
of the numbersrolled areeven, your scout remainsunde-
tected and the patrolling player may not react.

Rall Dice= Number of Patrollers
Any Odd - Scout Detected
Any“1” - ScoutKilled

Patrol | ers React (page 13)

The patrolling player may react to a detected scout by
either reinfor cing the scouted area or by r etr eating. The
patrolling player may r einfor ce the scouted area by mov-
ing all, some, or none of the workers from his or her Re-
serveschamber tothearea. Or, thepatrolling player may
retreat from the scouted are by moving all, some, or none
of hisor her antsfrom the areato the Returning Antsbox
on hisor her Nest Sheet.

Pr edat or (page 13)

Rall anumber of diceegqua tothenumber on the marker. If
any result isa ‘1’ your scout is eliminated. Otherwise,
move your scout to your Returning Ants box.

Rei nf orce and Assi gn Tasks
(page 13)

If your scout is il aliveand in the area, you may move
additional workers from your Reserves chamber to the
scouted area. Each of your antsin the scouted area, in-
cluding the scout, must be assigned to one of the follow-
ing tasks:

« forage
* patrol
* attack

You may assign patrollers only if there are no opposing
antsinthearea. You may assgn attackersonly if thereare
opposing antsin the area.
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For age (page 14)

Number of Foragers: If youareforaging an areaadjacent
to your nest, 1 worker gives you 1 forager. If you are
foraging 2 areasaway from your nest, 2 workers givesyou
1forager. Dropfractions.

Forage Prey (page 14)

Food Units = Foragersup to 6
Roll Dice= Food Units
Add —for each result of “1”

Forage Aphids (page 15)

Food Units =lesser of foragersor

modified Aphid value
Roll Dice= Number of foragers
Add +if any resultisa“1”

Forage Plants (page 15)

Food Units =lesser of foragersor
modified Plant value

COMBAT (page 16)

Combeat takes place when you assign workersto attack in
an area that contains opposing ants and/or an opposing
Nest marker. Follow these stepsto resolve combat:

Total Combat Points
Resolve Loses
Carry Off Dead Ants
Attack the Nest
Reassign Tasks

arwdNpE

Summary

NEST PHASE (page 18)

All players ssimultaneously conduct their nest business
during the Nest Phase. The Nest Phase is divided into
these steps:

Move Returning Ants to Reserves

Feed Nest Adults

PupaeEmerge

Feed Larvae

EggsHatch

Lay New Eggs (up to 6 per mother queen)
Discard Food

Nuptial Hight (optional)

ONo A~ WDNE

Feed Nest Adul ts (page 19)

Feed:
* NUIrses
* builders
* virgin queens
* drones

Pupae Ener ge (page 19)

Pupa Pupa  Adult

Sex Size  Caste

Male n/a Drone

Femde Smdl Worker

Femde Med. Media

Femde Large Majoror
Virgin Queen

Feed Lar vae (page 20)

Larva Food  Pupa

Sex Units Size

Male 1 n/a

Femde 1 Smal

Femde 2 Medium

Femde 3 Large
Nupti al Flight (page 21)

You may perform anuptial flight by discarding 1 unplayed
card from your hand.

During anuptial flight, you must removeall thereproduc-
tives from your Nest Sheet. You score 6 points for each
pair of virgin queens and drones you remove. You score
2 pointsfor each individual virgin queen and 1 point for
each individual drone you remove.
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Returning Food

Nest Size Ants Score Available
Starting
Size
Nest Size >= Move to Reserves Nuptial Flight:

nurses + at the beginning of Pair = 6 points

reserves + the Nest Phase. V. Queen = 2 points

reproductives + Drone = 1 point

brood / \

Builders . >

Reproductives

Virgin Queens Drones

U

Add 1 to your nest size for
each builder. Builders do not
count against your nest size.

Majors* = | > :;1’\/
Reserves D .-~~~ Female
/ Medias* I/D‘\ \:;1’ V Pupoe

7
<— Workers <— —_ Small

Male Pupae

* You must
have a faceup
Trait card that
allows you to
make majors

Nurses or medias.

5

+1 Food
Male Larvae

+1-3 Food

Female Larvae

Do not feed Reserves.

Nurse for 10 Brood, round up

Female Eggs Male Eggs

The Brood

Storage

Each queen may
lay up to 6 eggs

Additional
Queens

per turn.

§

You must have a faceup
Trait card that allows you

to use Storage. Mother Queen
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(Trait-1) M ultiple Foundr esses

(Trait-l)T

If you have fewer than 12 workers and no medias or
majors, you may eliminate your brood and increase the
number of workers you have to 12.

You may play this card only during the Draw a Card step
of yourturn.

Nuptial Flight: During all future nuptial flights, you
must eliminate exactly 3 of your workers for each Virgin
Queen you release. You score 1 additional point for
eachworker you eliminate.

When European red wood ants found new colonies,
they bud off some of the parent colony's workers to
accompany each newly mated daughter queen.

Plant House

(Trait-1) Infiltrator Queen

If you have fewer than 12 workers and no medias or
majors, you may play this card to double your nest size
and double your brood. You mustdouble your brood on
a1 for 1 basis. For example, 1 female egg becomes 2
female eggs.

You also receive 1 additional queen.

You may play this card only during the Draw a Card step
of yourturn.

In some species, 2 or more queens work together to
establish a new colony. A colony with multiple
foundresses grows faster and can out compete a new
colony founded by a single queen.

(Trait-1)

You are no longer required to assign builders to
increase the size of your nest. Your nest size is
unlimited. However, you may never play a Migrate
Action card.

You may play this card only during the Draw a Card step
of yourturn.

Some plants provide ready-made shelters, called
domatia, for ant colonies to occupy. Domatia take the
form of hollow stems or thorns and have the effect of
keeping the ants close by to ward off herbivorous
insects and to prune back encroaching plants.

Supercolony

(Trait-1) Destroyer Queen

If you have fewer than 12 workers and no medias or
majors, you may play this card to increase the number
of workers you have to 12. If you have 2 or more
gueens, you must eliminate all but 1 of them. You must
also discard any faceupTrait-2 through Trait-7 cards you
played on previous turns. You may play this card only
during the Draw a Card step of your turn.

A newly mated Epimyrma stumperi queen infiltrates an
established Leptothorax tuberum colony and uses the
colonies' workers to raise her own brood. To gain
acceptance into a colony, the E. stumperi queen first
way-lays an L. tuberum worker and rubs the worker's
scent on her body. Then she enters the colony, kills its
gueens, and becomes the new mother queen.

(Trait-1)

During future nuptial flights, you may place a Nest Site
marker in an area adjacent to your Nest or a Nest Site
you placed earlier. The area must not contain a Nest
marker. Remove any discovery or Trail marker from the
area. Your super-colony has 1 mother queen per Nest
and Nest Site marker. If a queen is killed, remove 1
Nest or Nest Site marker. When foraging, you may
count the distance to your nearest Nest or Nest Site
marker. Continue to use your original Nest Sheet but
add 10 toyour nest size after each nuptial flight.

Formica yessensis of Hokkaido, Japan, freely share
workers between multiple, closely related colonies.
The total number of ants in one of these super-colonies
may grow into the hundreds of millions.

Prolific Queen

(Trait-1) Bivouac

If you have fewer than 12 workers and no medias or
majors, remove all of your workers and brood and add
12 small female pupae. Eliminate all but 1 of your
qgueens. Discard any faceupTrait-2 through 7 cards you
played on previous turns. You may play this card only
during the Draw a Card step of your turn. Your brood
does notrequire nurses on the turn you play this card.

A newly mated Harpogoxenus sublaevis queen seeks
out a Leptothorax acervorum colony that contains many
pupae. She employs her superior size, saber-like
mandibles, and chemical warfare to kill or drive off the
colony's workers and queens. When the young L.
acervorum workers emerge from their cocoons, they
acceptthe new queen as their own.

(Trait-1)

During the Lay New Eggs step of the Nest Phase, your
mother queen may lay any number of eggs. Your queen
must consume 1 food unit for each egg she lays.

The queens of some ant species lay an enormous
number of eggs over the course of their lifetimes. The
number of workers in a colony of leaf cutter ants, all
daughters of a single mother queen, can number in the
millions.

Your nestsize is always equal to 10 times the number of
workers assigned to your Builders chamber. If you do
not have at least 1 builder at the end of your Assign
Tasks step, your queen(s) and brood are eliminated.

Migrate: Before your Perform Tasks step, you may
move your Nest marker into an adjacent area if the area
does not contain a Nest or Nest Site marker. Remove
any discovery or trail marker from the area. You may
not lay eggs during the Nest Phase following your move.

Army ants, and the aphid herding Dolichoderus ants, do
not build or dig nests. Instead they create a living
shelter using theirown bodies. This allows the colony to

migrate frequently.
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(Trait-2) Slave-M aker

(Trait-Z)T

You may store food in your Storage chamber. The
amount of food you may store is limited by your Nest
Size. You must have at least 1 point of Nest Size
available for every 10 food units stored. When you
check your nest size during your Assign Tasks step, add
1/10th of the stored food units, rounded up, to the total
number of brood members, reproductives, reserves,
and nurses. If you exceed your nest size you may
eliminate stored food to bring down the total.

Go to the ant, thou sluggard; consider her ways, and be
wise: Which having no guide, overseer, or ruler,
Provideth her meat in the summer, and gathereth her
food in the harvest. Proverbs 6:6-8 KJV

Trail Making

(Trait-2) Repletes

After attacking an opposing player's nest, you may add
to your own brood the small female pupae you carry off.
These pupae must emerge as workers during the
Pupae Emerge step of the following Nest Phase. Treat
these workers as your own in every manner.

Repletes: You may carry off repletes and use them as
your own. Ifthe repletes you carry off contain food, you
receive the food along with them. If food is not stored
evenly among the repletes and you can not carry them
all off, you may take the ones that contain the most food.

European amazon ants are totally dependent on
workers, stolen as pupae, from other ant species.

(Trait-2)

You may attempt to create trails during your Assign
Tasks step. Place a Trail marker in an area adjacent to
your Nest or another trail. The area must not contain a
Nest or Nest Site. Remove any discovery marker in the
area. Place workers in the area so they touch the Trail
marker. During your Perform Tasks step, roll a number
of dice equal to the number of trail workers. If any result
is even, the trail is completed successfully. Otherwise,
remove the Trail marker. Trail workers may not forage
or patrol during the same game turn.

Forage: To find the effective number of foragers (ENF)
in an area, you may count the distance to the nearest
Trail marker instead of the distance to your Nest marker.
All other players must treat trail areas as empty.

Aphid Herders

(Trait-2) Suicide Bomber s

You may produce medias, called repletes, and place
them in your Storage chamber. Each replete may store
up to 10 food units. You may not move your repletes out
of your Storage chamber.

You must count repletes when you check your nest size
during your Assign Tasks step. However, you do not
have to feed repletes during the Nest Phase

Repletes do not contribute to the defense of your nest.

Several species of ants produce a specialized caste
whose members store considerable amounts of liquid
food in their swollen abdomens. During times of
scarcity, these ants regurgitate the food for their sisters
andthe larvae.

(Trait-3)

When an Environmental Change Event card calls for an
Aphids discovery marker to be removed from an area
that contains 1 or more of your ants, you may move the
Aphids marker to your Nest Sheetinstead. Discard any
associated + or - markers. Atthe beginning of your next
Assign Tasks phase, you must return to the map any
Aphids markers that are on your Nest Sheet. Place
each marker in any area that contains at least 1 of your
ants and does not contain a Nest or Nest Site. Discard
any discovery or trail marker in the area. Discard any
Aphids you choose notto return to the map.

Lasius neoniger ants protect aphids by over-wintering
aphid eggsinthe ant's nest.

Deadly Sting

(Trait-3)

Before comparing combat point totals, your defending
workers may explode in order to eliminate opposing
ants. You may roll any number dice up to the number of
workers you have. For each result of 1, 2, or 3 your
opponent must remove that number of his or her ants
and you must remove 1 of your workers. No ants are
removed on die results of 4, 5, or 6. After any ants have
been removed, total and compare combat points
normally. Suicide bombing takes place after the effects
of Mace, Recruitment, or Repellent have been applied.

Camponotus saundersi workers of Malasia posses
huge mandibular glands that extend the length of their
bodies. In combat, these ants may burst their bodies to
shower sticky secretions over their opponents.

M ace (Trait-3)

When you are attacking or defending, each of your
workers contributes 2 combat points instead 1. If you
have Millers, each contributes 2 combat points instead
of 1. Guards contribute 3 combat points and Soldiers
contribute 4. If you have Blockers, each contributes 5
combat points normally.

While most ant species have stings that allow them to
inject or spray their enemies with toxins, Leptothorax
duloticus workers have a huge poison gland relative to
theirbody size.

L 1

When you are attacking, your workers may attempt to
drive off some of the defenders before comparing
combat point totals. You may roll any number of dice up
to the number of workers you have. Eachresult of 1, 2,
3, or 4 forces the defender to move 1 of his or her ants
(defender's choice) to his or her Returning Ants box.
After the defender has moved his or her ants, total and
compare combatpoints normally.

Several species of ants employ a "propaganda
chemical" that mimics the alarm pheromones of their
victims. This confuses their victims and drives them

away.
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(Trait-3) Repellent

(Trait-3)

When you are defending, each of your workers
contributes 3 combat points. When you are attacking,
each of your workers contributes 1 combat point
normally.

African weaver ants use their excrement to mark their
territory.  This appears to give the weavers an
advantage when defending against ants from another
colony.

Recruitment

(Trait-3) Camouflage

Forage: For each forager you move into an area that
contains opposing ants, your opponent must move 1 of
his or her ants (their choice) to their Returning Ants box.

Attack: When attacking, your workers may attempt to
drive off some of the defending ants before comparing
combat point totals. You may roll any number of dice up
to the number of workers you have. Eachresult of 1, 2,
or 3 forces the defender to move 1 of his or her ants
(defender's choice) to his or her Returning Ants box.
After the defender has moved his or her ants, total and
compare combatpoints normally.

The tiny Forelius pruinosus ants of the Arizona desert
use poisons to drive off much larger honeypotants.

(Trait-4)

When attacking, your workers may attempt to
temporarily recruit some of the defenders before
comparing combat point totals. You may roll any
number of dice up to the number of workers you have.
Each result of 1 or 2 forces the defender to loan you 1 of
his or her ants (defender’s choice.) Afterrecruiting, total
and compare combat points normally. You may choose
to take losses from your ants or the recruits or both. If
recruits remain in the area after combat, move them to
their Returning Ants box.

When attacking a nest of Leptothorax acervorum on a
slave raid, Harpagoxenus sublaevis ants tag their
victims with a chemical that causes them to attack one
other.

Warning Coloration

(Trait-4) Specialist Forager <

Your ants may ignore Predator discovery markers. For
all purposes, treat an area that contains a Predator
marker as if it were empty.

Not only are Basiceros manni the world's dirtiest ants,
they are alsoits slowest. These ants have special hairs
covering their bodies that collect dirt from their
surroundings, making them the same color as the
ground they walk on. This, coupled with their slow,
stealthy habits, makes B. manni very difficult to see on
the floor of the Central and South American forests
where they dwell.

(Trait-5)

Attrition: Your ants may ignore Attrition events.

Predators: When one of your scouts finds a Predator
discovery marker, return your scout to your Returning
Ants box unharmed.

Golden Polyhachis ants of Africa sport deadly spines.
Their bright coloration serves as a warning to most
would-be predators.

Porters

(Trait-5) Guards

You may produce medias and assign them to any task.
If you have 1 or more medias assigned to forage a Prey
discovery marker, the prey will not be reduced when you
forage it.

For all other purposes, treat your medias exactly like
workers.

South American leaf cutter ants have a middle-sized
worker caste whose members use their larger
mandibles to harvest leaves that are too big or too tough
for their smaller sisters. Other ant species employ
media workers to subdue and carry back larger prey
items.

(Trait-5)

You may produce medias and assign them to any task.
If you have 1 or more medias assigned to forage a
discovery marker 2 or more areas away from your Nest,
Nest Site, or Trail marker, you may subtract 1 from the
distance when calculating the effective number of
foragers (EFN)in the area.

For all other purposes, treat your medias exactly like
workers.

Army ants have a middle-sized worker caste that
specializes in moving captured prey from the front line
of a swarm raid back to their nest. These medias have
long legs and carry food faster and more efficiently than

their smaller sisters.

You may produce medias and assign them to any task.

Attrition: If you assign 1 or more medias to patrol an
area, you may ignore Attrition events that affect that
area.

Combat: When you are attacking or defending, each
media contributes 3 combat points.

For all other purposes, treat your medias exactly like
workers.

1 ]
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(Trait-6) Millers

(Trait-6)

You may produce majors and assign them to any task.

When you are attacking or defending, each of your
majors contributes 4 combat points.

For all other purposes, treat your majors exactly like
workers.

Some ant species produce a large worker caste that
specializes in combat. These majors have huge heads
equipped with strong mandibles they use to chop up
opposing ants.

You may produce majors and place them in your
Storage chamber. Before the Feed Nest Adults step of
the Nest Phase, each major may convert 1 food unit
fromyour Food Available box into 3 food units.

You must count majors when you check your Nest Size.
You do not have to feed your majors during the Feed
Nest Adults step. Each of your majors contributes 1
combat pointto the defense of your nest.

You may notmove your majors out of Storage.

Majors of native North American fire ants have huge
heads with blunt mandibles they use to grind seeds into
food edible by the rest of the colony.

Blockers (Trait-6) Aphid Cloning (Action)
You may produce majors and place them only in your You may play this card during your Perform Tasks step.
Reserves chamber. For this turn only, when your workers forage an Aphids

When defending your nest, each of your majors
contributes 6 combat points.

You may not move your majors out of your Reserves
chamber.

The majors of Camponotus ephippium and
Zacryptocerus texanus have large, flattened heads that
they use to block the entrances to their nest.

Highwayman Beetles

(Action) Fat Reserves

discovery marker, the amount of food produced is equal
to the effective number of foragers (ENF) plus the
number printed on the Aphids marker, plus or minus any
+ or - counters in the area. There is no chance for
adding a + or-markertothe area.

Some ant-tended aphids produce genetically identical
offspring by a process called parthenogenesis. These
offspring provide the ants with a source of protein while
protecting the mother aphids from being eaten
themselves.

(Action)

Add a - marker to, orremove a + marker from, any 1 area
of your choice that contains foraging ants and a faceup
Prey, Aphids, or Plants discovery marker. You may play
this card any time.

European Amphotis marginata beetles lurk on the trails
of foraging ants and steal food from those who pass by.
A worker with a full crop will normally regurgitate a
portion of food for a nest mate in response to antennae
tapping on the worker's head and mouth. An A.
marginata beetle mimics this behavior to induce a
foraging worker to give it food. When the trick is found
out, the beetle withdraws into is carapace and attaches
itself to the ground, becoming invulnerable to attack.

Additional Queen

(Action) Migrate

You may play this card during the Feed Nest Adults step
of the Nest Phase. You do not have to feed any of your
nestadultsthisturn.

Like other animals, ants can store fat in their bodies to
seethemthroughleantimes.

(Action)

You may play this card any time during your turn to
adopt an additional mother queen. Place a die in the
Additional Queens box on your Nest Sheet to note the
number of additional queens. Each of your queens may
lay up to 6 eggs each Nest Phase.

Australian meat ants sometimes adopt a closely related,
newly mated queen into their colony.

L 1

You may play this card before your Perform Tasks step
to move your Nest marker into an adjacent area.
However, you may not move your Nest marker into an
areathat contains a Nest or Nest Site marker. Remove
any discovery or Trail marker fromthe area.

You may take with you 10 brood members for each
worker assigned to your Nurses chamber; any excess
brood is lost. Your mother queen may not lay eggs
during the Nest Phase of the same turn. Your new nest
starts with a size of 10.

Bivouac or Plant House: You may not play this card if
you have the Bivouac or Plant House trait.
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(Action) M ale Eggs

(Action)T

You may play this card during the Feed Larvae step of
the Nest Phase. For each worker in your Nurses
chamber, add 2 food units to your Food Available box.

Workers of some ant species lay non-viable eggs to
feedto their larvae.

Rove Beetles

(Action) Guest Ants

You may play this card during the Lay New Eggs step of
the Nest Phase. For each worker in your Nurses
chamber, add 1 egg to your male Eggs chamber. Your
nurses were fed during the Feed Nest Adults step and
do not require additional food to lay eggs.

Workers of many species lay male eggs in addition to or
in competition with the eggs laid by the mother queen.
Honeypot workers of the American southwestern desert
lay all of the male eggs for the colony. The honeypot
gueens produce only females.

(Action)

You may play this card any time during your turn against
an opponent who has 2 or more larvae. Your opponent
must eliminate 1/2, rounded down, of his or her larvae.
For example, if your opponent has 5 larvae, he or she
must eliminate 2 of them (5/2 = 2.5, rounded down.) If
both female and male larvae are present, your
opponent chooses how many of each sexto eliminate.

Some species of rove beetles use pheromones to fool
antsinto accepting theminto the ant's nest. Once inthe
nest these beetles produce larvae who are accepted by
the ants as if they were their own. Unfortunately for the
ants, the dietofrove beetle larvaeis ant larvae.

Guest Queen

(Action) One Queen

You may play this card during the Nest Phase against
any opponent who has 2 or more food units in his or her
Food Available box. Your opponent must immediately
eliminate 1/2, rounded down, of the food units from his
or her Food Available box. For example, if your
opponent has 7 food units, he or she must eliminate 3 of
them (7/2= 3.5, rounded down.)

The colonies of some ant species exist solely within the
nests of larger host colonies. These parasitic ants
solicit food directly from host workers or intercept food
asitis passed between host workers.

(Action)

You may play this card during the Nest Phase against an
opponent who has 2 or more reproductives. During his
or her next Nuptial Flight (even if it takes place on a later
turn,) your opponent must eliminate 1/2, rounded down,
of his or her reproductives before scoring. Forexample,
if your opponent has 5 reproductives, he or she must
eliminate 2 of them (5/2 = 2.5, rounded down.) Your
opponent chooses how many of each sexto eliminate.

A small Myrmica hirsuta queen infiltrates the nest of the
closely related M. sabuleti and raises her own brood
among them. This parasitic queen produces no
workers of her own. She produces only reproductives
who are fed and cared for by the hostworkers.

Larval Food

(Action) M utate

You may play this card during your turn against any
opponent who has 2 or more mother queens and 12 or
more workers. Your opponent must eliminate all but
one of his or her mother queens.

You may not play this card against an opponent who has
the Supercolony Trait card. Your opponent may reveal
the Supercolony Trait card immediately to ignore the
effect ofthe One QueenAction card.

Young colonies of some ant species adopt newly mated
queens to help the colony grow during its early stages.
However, once the colony has matured, all but one of
the queens are executed or driven out.

(Action)

You may play this card during the Feed Adults step of
the Nest Phase. Add a number of food units to your
Food Available box equal to the number of larvae in your
nest.

Workers bring food from the outside to feed larvae
inside the nest. Insome species, the larvae processthe
food by adding amino acids and other nutrients and then
return part of the food to the workers. Pharaoh's ants
depend on these larval secretions during lean times
when no other food is available.
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You may play this card to discard a Trait card that is
faceup in front of you and replace it with a Trait card from
your hand. However, you may not use this card to add
or remove a Trait-1 card.

You may play this card only at the beginning of your turn,
before you draw a new card.
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(Action) Seal Nest Entrances

(Action)T

You may play this card to move any 1 faceup Predator
discovery marker to an adjacent area. The area you
move the predator into must not contain a Nest or Nest
Site marker. Remove any other discovery or Trail
marker from the area.

If there are ants in the area, roll a number of dice equal
to the number on the Predator marker. For each result
of “1”, you may eliminate 1 ant of your choice. All other
ants in the area must move immediately to the
Returning Ants box on their Nest Sheet.

You may play this card only during the Draw a Card step
of yourturn.

Plant Eating Insects

(Event) Aphid Predation

You may play this card during another player’s turn to
stop that player from attacking your nest. The opposing
player may attack your ants outside of your nest
normally. Your nestis protected only until the end of the
opposing player’s turn.

When honeypot ants of the American southwest detect
that an invasion is imminent, they seal the entrances of
their nestto prevent the attack.

(Event)

Add a - marker to, or remove a + marker from, every
areathat contains a faceup Plants discovery marker but
does not contain any ants. If the number of - markers is
equal to or greater than the number printed on the
Plants marker, remove all of the - markers and the
Plants marker fromthe area.

Plants that provide food and/or shelter for ants depend
on those ants to protect them. When there are no ants
nearby to ward off herbivorous insects, these plants fare
poorly.

Ant-Dispersed Seeds

(Event) Poor Growing Season

Remove faceup Aphids discovery markers, and their
associated + or - markers, from every area that does not
contain ants.

Some species of ant-tended aphids are totally
dependent on the ants for protection. When there are
no ants in an area to ward off predators, these aphids
quickly die out.

(Event)

Add a + marker to, or remove a - marker from, all faceup
Prey discovery markers.

Some plants produce seeds that have a food
appendage called an elaiosome. Ants gather these
seeds in order to eat the elaiosomes, thereby helping
the plants disperse their seeds over awide area.

Caterpillars

(Event) Competition

Add a - marker to, or remove a + marker from, every
area that contains a faceup Plants discovery marker. If
the number of - markers is equal to or greater than the
number printed on the Plants marker, remove the -
markers and the Plants marker from the area.

Reshuffle: When you have finished, reshuffle the
deck. Make sure you add Poor Growing Season back
intothe deck before you reshuffle.

(Event)

Immediately place 6 additional food units in each
player’s Food Available box.

The caterpillars of Lycaenid butterflies attract ants with
sugary food they secrete from special organs. These
caterpillars produce food for ants in exchange for
protection from parasitic wasps and other predators.

L 1

Add a - marker to, or remove a + marker from, every
area that contains a faceup Prey discovery marker. If
the number of - markers is equal to or greater than the
number printed on the Prey marker, remove the -
markers and the Prey marker fromthe area.
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(Event) Environmental Change

(Event)T

From every red area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every red area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

Environmental Change

(Event) Environmental Change

From every green area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every green area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

(Event)

From every yellow area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every yellow area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

Attrition

(Event) Attrition

From every brown area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every brown area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

(Event)

From every red area on the map, remove 1 ant. If 2 or
more players have ants in the same area, each player
must remove 1 of his or her ants. Ants on your nest
sheet are not affected.

Life is hard, especially when you are near the bottom of
the food chain. Except for mother queens, who are
cared for and protected in the heart the colony, the life
expectancy of a typical ant can be measured in a few
days or weeks.

Attrition

(Event) Attrition

From every green area on the map, remove 1 ant. If 2
or more players have ants inthe same area, each player
must remove 1 of his or her ants. Ants on your nest
sheet are not affected.

Life is hard, especially when you are near the bottom of
the food chain. Except for mother queens, who are
cared for and protected in the heart the colony, the life
expectancy of a typical ant can be measured in a few
days or weeks.

(Event)

From every yellow area on the map, remove 1ant. If 2
or more players have ants inthe same area, each player
must remove 1 of his or her ants. Ants on your nest
sheet are not affected.

Life is hard, especially when you are near the bottom of
the food chain. Except for mother queens, who are
cared for and protected in the heart the colony, the life
expectancy of a typical ant can be measured in a few
days or weeks.
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From every brown area on the map, remove 1 ant. If 2
or more players have ants inthe same area, each player
must remove 1 of his or her ants. Ants on your nest
sheet are not affected.

Life is hard, especially when you are near the bottom of
the food chain. Except for mother queens, who are
cared for and protected in the heart the colony, the life
expectancy of a typical ant can be measured in a few
days or weeks.
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(Event) Environmental Change

(Event)T

From every red area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every red area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

Environmental Change

(Event) Environmental Change

From every green area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every green area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

(Event)

From every yellow area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every yellow area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

Environmental Change

(Event) Attrition

From every brown area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every brown area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

(Event)

From every gray area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every gray area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.

Good Growing Season

(Event) Environmental Change

From every gray area on the map, remove 1 ant. If 2 or
more players have ants in the same area, each player
must remove 1 of his or her ants. Ants on your nest
sheet are not affected.

Life is hard, especially when you are near the bottom of
the food chain. Except for mother queens, who are
cared for and protected in the heart the colony, the life
expectancy of a typical ant can be measured in a few
days or weeks.

(Event)

Add a + marker to, or remove a - marker from, every
areathat contains afaceup Plants discovery marker.

Place together all of the discovery markers that are not
on the map and mix them facedown on the table.
Keeping them facedown, place a discovery marker in
every area that does not contain another marker and is
1or2areas away from a Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery

marker is placed, place the marker faceup instead of

facedown. If the marker is Predators, move all of the
ants in the areatotheir Returning Ants box unharmed.

From every gray area on the map, remove all faceup
discovery markers except Plants. When you remove a
discovery marker, also remove any + or - markers from
the same area. Place together all of the discovery
markers that are not on the map and mix them facedown
on the table. Keeping them facedown, place a
discovery marker in every gray area that does not
contain another marker and is 1 or 2 areas away from a
Nest, Nest Site, or Trail marker.

If there are ants in an area where a new discovery
marker is placed, place the marker faceup instead of
facedown. If the marker is Predators, move all of the
antsin the areatotheir Returning Ants box unharmed.
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