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0.1 introduction �
The bombs have fallen. Who started the war no longer matters. Only what is left. 

In the face of the nuclear winter, you must wake survivors from their cryostasis bunkers, scramble for what remains of 
the resources on the planet, rebuild your technologies, and survive the ruination spreading across the world.

The game is over when the end of the Event Track is reached, marking the darkest hour of the nuclear winter, before 
the dangers begin to subside. The player who weathers the tragedy best and accumulates the most Victory Points (VP) 
will be declared the winner. Points are gained from recruiting survivors, fighting battles, combating the spreading 
Radiation, and various other means.

0.2 player Components & setup �
A 	6 player boards: Put the player board matching each player’s preferred color directly in front of them. 

Return unused player boards to the box.

B 	6 player decks: Give each player the deck of Action cards that matches their chosen player color (the 
left side of each card shows the player color - blue is shown below). Check to make sure your deck has the correct 
quantity of each of the Action card types:

02 35 46 58

Gather x3 reinforce x2 Command x2 build x2

19 91 00

Regrow + Excavate x2 Research / War x2 winter x4/3/2/2
(3/4/5/6 players)

leader x1
(Return these to the box

for your first game.)

The number of Winter cards in your deck is determined by the number of players: 4 Winters for 3 player games, 
3 Winters for 4 player games, and 2 Winters for 5 or 6 player games. Return any unused decks and Winter cards to 
the box, then shuff le your deck and place it overlapping the space labelled deck on your player board. 

C 	60 technology cards: Give each player the set of 10 Technology cards that match their player color. 
For your first game, return the 6 deploy leader cards to the box. These are technologies that you can research 
during the game. When you research Technologies, most will be tucked under the various sections of your player 
board to show when their abilities apply. Place your Technology cards in a stack to the right of the Research column 
of your player board. You may look through this stack at any time. Place the cellular regeneration card 
face up on top of the stack - you begin the game with access to it.
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0.3 track Components & setup �
D 	1 track board: Place this to the side of the center of the table, within view of all players. Different sides of 

the Track board have different player count indicators: place the side with the appropriate player count face-up. 

E 	1 event track token & 18 player discs: Place the Event Track token beside the Track board, to 
the left of the 1 space of the Event Track. For each player, place a disc matching their player color on the zero space 
of the Victory Point Track, a disc on the zero space of the Environment Track, and another on the zero space of the 
Culture Track. Return any remaining discs to the box.

F 	33 random event cards: Shuffle these together and deal 1 card face down to each of the 3 random 
event spaces on the Event Track. Do not look at the cards that are dealt to the board. Then place the deck near the 
Track board.

A

fe

e

d

e e

f f f

c

b



4 section 0.4 - board components & setup

0.4 board Components & setup �
G 	57 hexagonal terrain tiles: These depict terrain on 

the front side, and player count information on the back side. Return 
tiles to the box that display a player count indicator that exceeds the 
player count of the current game (if a tile displays no player count 
information, it is used in every game).

Example: If you are playing a 4 player game, return all the 5+ 
hexagons to the box

After removing the appropriate tiles, there will be 32 remaining tiles 
in a 3 player game, 43 in a 4 player game, and 56 in a 5 player game. 
All tiles are used in a 6 player game.

Front Back

H 	There are 5 tiles with a ring of information that mention last player. Set aside the last player tile and 
the second to last player tile when playing with at least 3 players. If playing with 4, 5, or 6 players, also set 
aside the third to last, fourth to last, and fifth to last tiles, respectively. You’ll be handing out 
the set aside tiles in step J below. Return any unused last player tiles to the box.

Used in games with 3+ players 4+ players 5+ players 6+ players

I 	Shuff le the remaining tiles (those not set aside in step H) face down and place them as shown in the diagram below 
that matches your player count. In 3 and 4 player games, 3 tiles will remain - return them to the box.

Flip over the tiles shaded in white in the diagram so that their terrain side is up. Do not rotate them to connect 
terrains: their orientation should remain random. 

3 players 4 players 5-6 players
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J 	Choose a start player. Hand out 1 of the set-aside 
last player tiles randomly to every player 
EXCEPT the start player. The start player selects one 
of the groupings of 4 face up tiles to be their starting 
territory. The player that was given the furthest from 
last tile (fifth to last, then fourth to 
last, and so on) then selects one of the remaining 
groups of 4 face up tiles to be their starting territory. 
This continues until all players have selected a starting 
territory. You may want to rearrange seating so that 
you are near your starting territory.

Example: In a 4 player game, Greg (the green 
player) is chosen as start player. The 3 last player 
tiles are randomly handed out to the other 3 players. 

Greg chooses the upper right grouping for his 
starting territory. Rebecca (the red player) has the 
furthest from last tile (third to last), so she chooses 
her starting territory next. She takes the top left 
grouping. Orville (the orange player) has the next 
furthest from last tile (second to last), so he is next to 
choose. He decides to take the bottom right grouping. 
Blaire (the blue player) has the last player tile, so she 
has no choice - she must take the bottom left grouping 
for her starting territory.

To make things easier, Orville and Blaire switch seats, 
so they will be closer to their starting territories.

K 	Next, all players with a last player tile (everyone 
except the start player) may choose to discard one of 
the 4 tiles in their starting territory and replace it 
with their last player tile, in any orientation 
they choose. This is resolved in the same order as 
territories were chosen.

All discarded tiles and unused last player tiles 
are returned to the box.

Example: Continuing from the previous example, 
Rebecca decides to discard one of the three water 
tiles in her starting territory and replace it with the 
Plains tile located on the front of her third to last 
tile. Orville chooses not to replace any of his starting 
territory tiles and instead discards his second to last 
tile. Blaire then gladly discards the wasteland tile in 
her starting territory and replaces it with her last 
player tile, face up, oriented in the direction of her 
choice.

Greg was the start player and therefore does not 
receive the same opportunity to replace tiles in his 
starting territory. The three discarded tiles are then 
returned to the box.
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L 	38 dead zone tokens & 57 radiation 
tokens: In the same order again, place one Dead 
Zone token in one of the spaces in your starting 
territory. Tiles may be split into as many as three 
spaces - each different terrain type on a single tile is 
considered a separate space. Take 4 Radiation tokens 
and place them with the 1 side up (to indicate 1 
Radiation) into 4 separate spaces adjacent to the Dead 
Zone token (if possible). You may place Radiation 
on face down unexplored tiles. You may not place 
Radiation in an opposing player’s starting territory. If 
there are fewer than 4 eligible spaces around the Dead 
Zone, place as many as you can, then place any excess 
Radiation as evenly as possible in spaces around the 
Dead Zone that already contain Radiation.

example: Blaire places a Dead Zone token in the 
Burned Oil Field space in her starting territory as 
shown. She then takes 4 Radiation tokens and places 
them in spaces surrounding the Dead Zone.

Note: In a 5 player game, there will be one grouping 
of 4 tiles that will not be chosen as a starting 
territory. Flip the tile in that grouping that is closest 
to the center of the board face down and place a Dead 
Zone token on it. Then place a Radiation token on 
every space that is adjacent to it and not in a player’s 
starting territory, including the unexplored face 
down tiles next to it.

terrain types & resources

plains clean waters

Plains and Clean Waters both have food resources:

Raw Gathered

mountains bombed cities

Mountains have
stone resources:

Bombed Cities have
metal resources:

Raw Gathered Raw Gathered

burned oil 
fields wastelands

Burned Oil Fields have
oil resources:

Wastelands have no
resources, but may 

contain Crystal Mines 
(shown above). They 

award 1 VP to the 
players who occupy 

after Conflict Events.Raw Gathered
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p 	102 survivor tokens: These tokens have 
two sides, Equipped and regular:

Equipped Regular

Place 5 survivor tokens (total) of your player color 
with the regular side up into spaces in your starting 
territory. You may place survivors in spaces with 
water as long as you also have at least 1 Airship there 
for every 2 survivors. As before, do not place things 
into Dead Zones. Additionally, survivors should not 
be placed where they may die to Radiation. At the end 
of a turn, if a survivor is in a Dead Zone or on a space 
where the amount of Radiation exceeds the amount of 

 Radiation Protection there (amongst all players), 
the survivor dies and is removed from the board, and 
the owner loses 1 VP.

example: Blaire completes steps M through P, 
placing a total of 6 Raw Food, 2 Raw Stone, 2 Raw 
Metal, 2 Raw Oil, 3 Gathered Food, 1 Bunker, 2 
Airships, 2 Outposts, and 5 regular Survivors. 

M 	152 resource tokens: Each resource has a 
raw side and a gathered side (see sidebar). The 
border of the Raw side indicates which types of spaces 
it begins in. In every space that doesn’t contain a Dead 
Zone, put 2 Raw resources, based on the terrain type. 
If your starting territory contains Abandoned Cargo 
spaces (see above), you may choose which resources 
start there, and the resources there are flipped to the 
Gathered side. Then place 3 (total) Gathered Food 
into space(s) in your starting territory, divided as you 
would like. You may stack identical tokens to save space.

N 	30 bunkers: Place 1 Bunker of your player color 
into one of the spaces in your starting territory that is 
not water and does not contain a Dead Zone.

o 	36 airships & 42 outposts: Place up to 
4 (total) Airships of your player color into spaces in 
your starting territory (not in Dead Zones). For each 
Airship you choose not to place, place an Outpost 
instead. Outposts cannot be placed in water. Airships 
may be placed in any terrain type, including water.

Note: You may not have two Bunkers or two 
Outposts in the same space. You may have 1 Bunker 
and 1 Outpost in the same space. There is no limit to 
the number of other things which may be in the same 
space. Neither may ever be built in Dead Zones or 
water spaces.

terrain types & resources, cont'd

polluted waters 
with abandoned 

cargo spaces
polluted
waters

These spaces start with 
any 2 Gathered resources 

of the player’s choice:

Polluted water spaces 
that do not contain 

Abandoned Cargo have
no resources.

Other terrain spaces on 
the same tile still have 

resources as usual.
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q 	6 leader tokens: When playing without the 
“Deploy Leaders” Technology cards, return these to 
the box. We recommend this for your first game.

r 	54 command tokens & 6 passed 
cards tokens: Place the 9 Command tokens 
matching your player color, your Passed Cards token, 
and your remaining Bunkers, Outposts, Airships, and 
survivors in a personal supply pile near your player 
board. Place the remaining Dead Zone, Radiation, 
and resource tokens in supply piles near the board 
which everyone can reach.

s 	Draw the top 6 cards from your player deck. If you 
drew any Winter cards, discard them, advance the 
token on the Event Track one space for each one 
drawn, and then draw more cards to replace those 
discarded. Repeat this if more Winter cards are drawn. 
If more total Winter cards are drawn at this time than 
the number of players in the game, everyone should 
shuffle their Winter cards back into their deck, reset 
the token to the beginning of the Event Track, and re-
draw to fill their hands to 6 cards. Finally, you should 
choose 2 of the 6 cards in your hand and place them 
in a face down stack overlapping the Reserve space on 
your player board. Thus you should have 4 cards in 
hand and 2 cards in your Reserve.

You are now ready to begin the first round of the game.

example: Above is an example of a 4 player game setup. 
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1.0 game overview �
Each round, players will draw cards, simultaneously select 
1 card from their hand to play, and pass the rest of the 
hand to the player on their left. All selected cards are then 
revealed, and players perform the action shown on their 
selected card. Any time you draw a Winter Card, discard 
it and draw another card to replace it, and advance the 
Event Track one space. This may trigger events during the 
round. The game ends after the round in which the last 
space of the Event Track is reached, and the player who 
has accumulated the most Victory Points (VP) wins!

1.1 round overview �
Each round, all players should perform the following steps, 
in order. Most of these steps can be done simultaneously, 
but players should not proceed to the next step until all 
players have completed the current one.

1. draw 1 card
Pick up the 3 cards the player on your right passed you 
on the previous turn. This is your new hand for this turn. 
Draw 1 card from the top of your player deck, and add it 
to your hand. If it is a Winter card, discard it, advance 
the Event Track token 1 space on the Event Track, and 
draw another card to replace the Winter card you have 
just discarded. (Skip this entire step the first turn of the 
game.)

Note: If you ever need to draw a card from your deck 
and there are no cards left, reshuff le your Discard pile 
face down to form your new player deck, then draw cards 
as needed. 

63
91 41 19

example: At the start of the round, Blaire draws the 
top card of her deck. It is a Winter card, so she discards 
it, advances the Event Track token 1 space, then draws a 
replacement card (a Build).
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2. Pre-action events
If the Event Track token entered or passed a conflict 
or random event space, resolve those immediately 
in the order in which the event token reached them. If it 
was a Random Event, f lip over the card in the space as it 
is entered and follow the instructions on the card. If it 
is a conf lict event, resolve all conf licts on the board. If 
the token reached the last space on the Event Track, the 
conf lict there is not completed until the end of the turn.

Note: Events are described in full in section 2.4 events.

3. choose & Pass
Select 1 card from either your hand or your Reserve 
pile to play for the turn. Put it face down on top of your 
Discard pile. If you played a card from your Reserve pile, 
choose a card from your hand and put it face down in 
your Reserve pile. Then place the remaining 3 cards in 
your hand face-down between yourself and the player on 
your left, with your Passed Cards token on top. You may 
not look at the 3 cards you have been passed by the player 
to your right until next round, when those cards become 
your new hand of cards.

63
91 41 19

63
91 41

example: Blaire chooses to play a Regrow + Excavate 
card from her hand and places it face down on her 
Discard pile. Then, she passes her remaining 3 cards to 
her left, indicating she has done so by placing her Passed 
Cards token on top of them.

4. Resolve actions
Reveal the card you put into your Discard pile by f lipping 
it face up. Resolve the card by either choosing the major 
action along the left side of the card, or the minor action 
at the bottom of the card (see above).

Note: All the major actions are described in full in 
section 2.1 major actions, as well as summarized 
on your player board. Minor actions are described on 
the cards, and in more detail in section 2.2 minor 
actions.

Often, the actions of all players can be performed 
simultaneously. Sometimes the order matters, in which 
case you should declare that “order matters this turn” 
after the cards have been revealed but before actions are 
performed. In a turn where order matters, resolve actions 
from lowest priority number to highest.

Note: If you are entering the same space as another 
player, or if two players both reveal Command cards, it 
should automatically be assumed and declared that order 
matters.

02

anatomy of an action card

A 	major action b 	player color

c 	priority number d 	minor action

A

b

c

d
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5. Post-action events
If the token on the Event Track entered or passed a 
spoilage/feed or fallout space at the beginning 
of this round, resolve those events now in the order in 
which the token reached them. As long as the token on 
the Event Track did not reach the last space of the track, 
continue on to the next round of play.

If the token reached the last space of the Event Track, all 
three events shown there are resolved now, and the game 
is now over – proceed to 1.2 End Game Scoring.

Note: Events are described in full in section 2.4 events.

Additionally, at the end of every round, survivors will die if 
they are in spaces where the amount of Radiation exceeds 
the amount of  Radiation Protection. Whenever one of 
your survivors dies, remove it from the board and lose 1 
VP, moving your token backwards on the VP track. It is 
possible to move survivors through deadly Radiation, 
but if they are there at the end of a turn, they will die. 

Note: Dead Zones are considered to have infinite 
Radiation. No amount of Radiation protection will 
prevent a survivor there at the end of the turn from dying.

example: Orville realizes too late that moving his 
Equipped Survivors earlier in the round has left two of 
his regular Survivors with an insufficient amount of 
Radiation protection. They both die, and he loses 2 VP.

1.2 end game scoring�
At the end of the round in which the token on the Event 
Track reaches the last event at the end of the track, after 
all post-action events have been resolved, the game is over 
and players add the following to their score:

1 	Score 2 VP for each of your remaining Survivors.

2 	Score VP for any applicable Random Events that were 
revealed.

3 	The player farthest along the Environment Track 
scores 6 VP, second farthest scores 4 VP, and third 
farthest scores 2 VP – except in a 3-player game, 
where second will score 3 VP and third will score 
none.

4 	The player farthest along the Culture track scores 6 
VP, second farthest scores 4 VP, and third farthest 
scores 2 VP – except in a 3-player game, where second 
will score 3 VP and third will score none.

Note: In the case of a tie on either the Environment 
or Culture track, all tied players score one fewer VP, 
and subsequent players are bumped down by one tier. 
Therefore, when two players are tied for first, each would 
score 5 points, then whoever was second farthest scores 
the points as if they are third farthest, and so on.

after adding the above, the player with 
the most victory points wins!

If there is a tie, the tied player with the most remaining 
survivors on the board wins. If there is still a tie, the tied 
player occupying the most spaces wins. If there is still a tie, 
the player with the most Airships, Outposts, and Bunkers 
combined wins. If it’s still tied, then the game is a tie.
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2.0 concepts in detail�
While the previous section presented an overview of the 
gameplay in Downfall, this section will describe the game’s 
concepts in full.

2.1 major actions �
There are 6 types of major actions. Each has an important 
effect on your tribe’s growth and survival. 

occupy vs. control
While performing actions, it is important to know that you 
occupy a space if you have a survivor, Airship, Bunker, 
or Outpost there. You control a space if you occupy it 
and no other player has more Battle Strength ( ) there 
than you. 

example: Blaire and Orville occupy both spaces above. 
Blaire controls the space on the right. Both players 
control the space on the left, and may have to refer to the 
initiative value of their cards to determine who has the 
first opportunity to use resources in that space.

storage
While taking actions, you may also freely move Gathered 
resources in spaces you control to your Airships, Bunkers, 
and Outposts that are present there to store the resource.  
You may also move stored resources from Outposts, 
Bunkers, and Airships to the space they occupy or are 
moving through. Airships and Outposts can store 1 
Gathered resource at a time. Bunkers can store 3 Gathered 
resources. If the Cyber Storage spot on your player board 
is empty, you may also move a Gathered resource to the 
Cyber Storage spot on your player board (but never from 
it) to store that resource. To show that a resource has been 
stored, place it on top of the thing storing it. You cannot 
store Raw resources.

If a Gathered resource is sitting in a space and is not stored 
inside an Airship, Bunker, or Outpost, you are allowed 
to use that resource while taking actions as long as you 
control that space.  You are always allowed to use 
any Gathered resource while performing an action if it 
is stored in one of your Airships, Bunkers, Outposts, or 
Cyber Storage spots, regardless of whether you control the 
space where it is. When using a Gathered resource for an 
action, it doesn’t matter where the resource is in relation to 
the action being performed, all that matters is whether you 
are allowed to use the resource or not. 
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GathER
When you choose a Gather action, in every 
space in which you have a regular Survivor, you 
must turn over one Raw resource present there 
to the Gathered side for each regular Survivor 
present. Equipped Survivors do not have the 
ability to gather.

example: The images above show Rebecca’s 
territory before and after a Gather action. 
To protect her newly Gathered resources, she 
moves as many as possible into storage.

REgRow + ExcavatE
Choosing this card triggers two distinct actions. 
You must complete as much of both actions 
as possible.

REgRow: Place one new Raw Food token 
from the supply in all Plains and Clean Water 
spaces you occupy.

example: Greg completes a Regrow action.

ExcavatE: In every space where you have 
an Outpost, place 1 Raw resource which 
corresponds to the terrain type there. 

If you have an Outpost in a Plains space, you 
would both Regrow and Excavate there, 
placing a total of 2 Raw Food in that space.

example: Greg completes an Excavate action.
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REInForcE
When you choose the Reinforce action, you are 
digging deeper into your Bunkers, waking up 
survivors from their cryogenic sleep, uncovering 
buried supplies, and rebuilding the culture of 
the destroyed world.

For each Bunker you own, choose one of the 
following options:

A Place a new regular Survivor in the space 
with the Bunker.

b Place a Raw Stone, Metal, or Oil (your 
choice) in the space with the Bunker.

c Advance your Culture Track token one 
space, gaining the VP and other benefits 
indicated below the space you advance it to.

Note: The Culture Track is described in full 
in section 2.6 the culture track. If you 
would advance to a Culture Track space that 
provides Movement points, you may need to 
declare that order matters this turn.

d Perform all three of the above options. It 
may seem like you will always want to do this, 
but sometimes you may not want an extra 
survivor to feed and protect.

example: Orville performs a Reinforce action 
and for his first Bunker he chooses option D. 
He is worried about having too many survivors 
to feed, so for his second Bunker, he chooses 
option B and places a Raw Oil token in the 
second Bunker’s space.

ßuIld
When you choose a Build action, you are allowed 
to spend gathered resources from any of 
your Airships, Bunkers, Outposts, Cyber Storage 
spots, or from any space which you control in 
order to build on any space you occupy. You may 
build as many things as you would like, as long 
as you have enough Gathered resources available 
to spend. Any resources you spend in this way 
are removed from the board and returned to 
the supply. The things you may build and the 
associated costs are shown in the sidebar on the 
following page, as well as on your player board. 

When you build something, you may place it 
on any space you occupy. For example, if you 
wanted to build a Bunker, you would discard 
3 Gathered Stone back to the supply, and place 
one of your Bunkers on any single non-water 
space you occupy which does not already have 
a Bunker in it.

Note: Outposts and Bunkers cannot be built 
on water spaces. Land spaces have a limit of 
1 Outpost and 1 Bunker - you may not have 2 
Outposts in the same space, nor 2 Bunkers.

example: The images above show Blaire’s 
territory before and after using a single Build 
action to add an Airship, a Bunker, and an 
Outpost to her territory.
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ßuIld, continued
To build an Equipped Survivor, you must 
have a regular Survivor in play. Turn that 
survivor over to the “Equipped” side. You may 
freely flip back your Equipped Survivors to 
the regular side at any time – but if you do, 
you will have to take the Build action again 
and pay the appropriate cost to re-Equip 
them. You cannot “build” regular Survivors, 
you must take the Reinforce action for that.

example: Rebecca spends a Gathered Metal, 
equipping a survivor to provide Radiation 
protection in this space, but plans on returning 
it to its regular side next turn so it can Gather.

Taking the Build action also gives you the 
opportunity to remove Radiation. You may 
spend 2 Gathered Oil or any combination of 3 
Gathered resources for each 1 Radiation you 
would like to remove from a space you occupy 
OR from a space adjacent to one you occupy. 
For each Radiation you remove in this way, 
advance your token 1 space on the Environment 
track and gain the VP depicted on the space. 
Each Radiation removed either decreases a 2 
Radiation to its 1 side, or removes a 1 Radiation 
from the board. You cannot reduce or remove 
the Radiation of a Dead Zone.

example: To assure none of his survivors die, 
Greg spends 2 Gathered Oil and a combination 
of 3 Gathered resources (2 Stone and 1 Metal) to 
remove the two Radiation tokens that threaten 
his territory. He then advances 2 spaces on the 
environment track.

units & Build costs

survivors 
Move: 1 (land only)
Use to Gather
cost: n/a (Reinforce)

equipped
survivors 

battle strength: +1
rad. protection: +1
Move: 1 (land only)
Do not Gather
cost: 1 Gathered Metal 
(requires an available 
regular Survivor)

airships 
Move: 2* (land & water)
*Require a Survivor to pilot
storage: 1
May carry up to 2 Survivors
cost: 1 Gathered Metal

bunkers
battle strength: +2
rad. protection: +1
storage: 3
Use to Reinforce
cost: 3 Gathered Stone

outposts
rad. protection: +1
storage: 1
Use to Excavate
cost: 1 Gathered Stone

command
tokens

battle strength: +1
cost: n/a (Command)



16 section 2.1 - major actions

command
While performing a Command action, it is 
important to know that each of your Airships can 
hold up to 2 of your survivors and 1 Gathered 
resource. In order to be in a water space, a 
survivor has to be held by an Airship. 

Do the following 3 things in any order:

1 Place 1 Command token on any explored 
(face up) space, including a space you do not 
occupy. Command tokens give additional 

Battle Strength to you in those spaces.

example: At the start of a Command action, 
Rebecca places a Command token on a space 
Blaire occupies, signaling things to come...

2 Spend up to 2 Movement points, one at a 
time. Each Movement point may move a single 
survivor one space or an Airship which has a 
survivor aboard two spaces. You may not spend 
more than one Movement point on the same 
survivor or Airship in a single turn.

When a Movement point is spent on a survivor, 
it may move to an adjacent non-water space, or 
to an adjacent water space if one of your Airships 
is present there and does not have 2 survivors 
already on board. 

example: Continuing the action above, 
Rebecca spends 1 Movement point to move 
an Equipped Survivor, then spends her 2nd 
Movement point to move an Airship that is 
carrying another Equipped Survivor.

command, continued
When a Movement point is spent to move an 
Airship, the Airship may move up to two spaces. 
It must be holding a survivor at all times to do 
so. At any time during an Airship’s movement, 
it may pick up or drop off survivors or store or 
un-store Gathered resources, as long as it has 
the capacity. You may not move a survivor or 
Airship from a space Controlled by an opponent 
to a different space Controlled by the same 
opponent.

example: In the middle of his Airship’s 
movement, Greg picks up a Gathered Stone 
from the Mountain space, then stores it in his 
own Outpost at the end of its movement.

It is possible for a survivor to have a Movement 
point spent on it and on an Airship that is 
holding it in the same turn. For example, you 
might spend one Movement point to move a 
survivor to an adjacent space containing an 
empty friendly Airship, and hop on board. 
Then in the same turn you could spend another 
Movement point to move the Airship, first to an 
adjacent space containing a Gathered resource, 
which it picks up and holds as it moves to the 
next space, and finally drops the Survivor off. 
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command, continued
While moving, you may move to an adjacent 
space that is unexplored (face down). If you 
do, immediately turn it face up, orient it any 
direction you would like, and then you may 
put your moving piece into a space on that tile 
which is adjacent to the space it just moved from. 
You may instead choose to leave the moving 
piece where it was, however that ends the piece’s 
movement immediately, and the Movement 
point is not refunded. If there was any Radiation 
on the unexplored tile, you must put it all in any 
single space on that tile (if there was 3 or more 
Radiation, that space becomes a Dead Zone). If 
there is a space adjacent to a Dead Zone, put it in 
that space, if possible. Now put 2 Raw resources 
on each space on the newly explored tile, 
corresponding to the terrain type in that space. 
In the case of Polluted Waters with Abandoned 
Cargo Spaces, put 2 Gathered resources of your 
choice on them instead.

example: Blaire moves an Equipped Survivor 
onto an unexplored tile. She reveals it, chooses 
its orientation, and places her survivor onto 
the Bombed City space. She must place the 
Radiation token in the Wasteland space, since 
it is adjacent to a Dead Zone. Lastly, she adds 2 
Raw Metal to the Bombed City space.

3 Spend any amount of Gathered Oil. For each 
Oil spent, either place 1 Command token on any 
explored space, OR gain 1 additional Movement 
point which you may spend this turn.

REsEaRcH
If you choose to Research, you may search through 
your stack of Technology cards, choose one, and 
tuck the picture of it underneath the section of 
your player mat which corresponds to its ability 
(and the color of its title bar). Some Technology 
has a price (in resources) shown directly above 
the card’s name. In order to select that card, 
you must spend the appropriate Gathered 
resources (which are returned to the supply). 
Once you have chosen a Technology, its effects 
are available to you until the end of the game.

Note: The Technology cards are described in 
full in section 2.3 technology cards.

example: Things are starting to heat up, so 
Orville uses a Research action to look through 
his stack of Technology cards. He chooses the 
War Ships card and pays its cost (1 Gathered 
Metal and 1 Gathered Oil). He then tucks it 
under the War column of his player board.

waR
If you choose War, identify every space which 
is occupied by an opponent AND in which you 
have Battle Strength. Those spaces “Resolve 
Conflict”, just as if a Conflict event had occurred, 
except that you only remove Command tokens 
from spaces in which you Resolved Conflict. 
However, unlike during Conflict events, the War 
action will never cause scoring from Peace or 
from Crystal Mines.

Note: The Conf lict event is described in full in 
section 2.4 events.
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2.2 minor actions �
Minor actions work in much the same way as their major 
counterparts, but are typically more limited or slightly less 
powerful. They may come in handy in a pinch, however. 

A minor Gather action is like a major Gather action, except 
only 2 of your regular Survivors may Gather instead of all 
of them.

A minor Regrow + Excavate action is like a major Regrow 
+ Excavate action, except you may only place 2 new Raw 
resources total. You may choose which.

There are two versions of the minor Reinforce action. The 
version shown above is like a major Reinforce action, 
except you may only perform the b option: place a Raw 
Stone, Metal, or Oil in the space with the Bunker.

The minor Reinforce  action shown above is like a major 
Reinforce action, except you may only perform the 
A option: place a new regular Survivor in the space with 

the Bunker.

The minor Build action is like a major Build action, except 
you may only build either 1 Bunker, or any combination 
of 2 other builds (such as an Outpost and an Airship, or 
removing 2 Radiation, or building 1 Outpost and removing 
2 Radiation).

The minor Command action is like a major Command 
action, except you may only place 1 Command token or 
spend 1 Movement point. You may not spend Oil for bonus 
effects like a major Command.

2.3 technology cards�
cellulaR 

RegeneRatIon
You begin the game with this 
Technology. You may leave it on 
top of your research deck - it is 
not tucked under your player 
board.

Every time you choose a major 
Research action, in addition to 
acquiring a Technology as usual, 
you may spend 1 Gathered Stone, 
Metal, and Oil to immediately 
gain 3 VP.

dePloy leadeR
When you choose a major Build 
action and your Leader token is 
not currently on the map, you 
may spend 1 Gathered Food and 
1 of any other Gathered resource 
to replace one of your regular 
Survivors with your Leader 
token.

Note: This Technology is 
only used when playing the 
Advanced Game. Begin with 
this Technology tucked under 
the Build column of your player 
board.

enVironmental 
ReconstRuctIon

Spend 1 Gathered Metal to tuck 
this Technology under the Build 
column of your player board.

When you choose a major 
Build action, you may spend 2 
Gathered Oil and 1 Gathered 
resource of any type to 
remove up to 2 Radiation 
tokens from adjacent spaces. 
For each Radiation removed, 
advance 1 space on the 
environment track and gain the 
corresponding number of VP. 
You may do this any number of 
times during each of your major 
Build actions.
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hoVErcRafts
When you gain this Technology 
(at no cost), tuck it under the 
Command column of your 
player board.

When you choose a major 
Command action you may either 
use 1 extra Movement point (3 
instead of 2), or place 1 extra 
Command token (2 instead of 1).

moleculaR 
RestructuRing

When you gain this Technology 
(at no cost), place it to the side 
of your player board.

Once per turn, you may use any 
1 Gathered resource token as any 
resource type.

Note: This does not allow you 
to turn resources into other 
resources, but merely use 1 
resource as if it were a different 
type. Also, this effect cannot be 
used during feeding.

example: Greg desperately wants to build another 
Bunker, but only has access to 2 of the 3 Gathered Stone 
required to do so. Using his Molecular Restructuring 
Technology, he substitutes a Gathered Food for the third 
Stone he requires, allowing him to Build a Bunker.

nanobIotics
Spend 1 Gathered Metal to 
tuck this Technology under the 
Regrow + Excavate column of 
your player board.

When you choose a major 
Regrow + Excavate action, you 
immediately gain 1 free Gathered 
Food for every 4 spaces you 
control. Place this Food as you 
choose in spaces you occupy.

Note: When you also have 
the Molecular Restructuring 
Technology, Nanobiotics instead 
provides ANY 1 Gathered 
resource of your choice for every 
4 spaces you control.

PillagIng dRonEs
When you gain this Technology 
(at no cost), tuck it under the 
Gather column of your player 
board.

When you choose a major or 
minor Gather action, you may 
have 1 of your regular Survivors 
gather from an adjacent space 
instead of their own, even if 
the space is controlled by an 
opponent. A resource Gathered 
this way is then moved onto the 
same space as the survivor who 
Gathered it.

example: Rebecca uses her Pillaging Drones Technology 
to allow her Survivor to Gather and then store an Oil 
from a space that Blaire controls.
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RadIatIon shielding
When you gain this Technology 
(at no cost), tuck it under the 
Command column of your 
player board.

Your Airships now provide 
+1  Radiation Protection in 
their spaces and do not require 
a survivor on board in order to 
move.

upgRaded 
cybeR stoRage

Spend 1 Gathered Metal to tuck 
this Technology under your 
player board, connected to your 
Cyber Storage.

You now have 2 additional spaces 
in your Cyber Storage, and can 
therefore store up to 3 Gathered 
resources.

example: Blaire gains the Upgraded Cyber Storage 
Technology, placing it under her player board.

WaRshIPs
Spend 1 Gathered Metal and Oil 
to tuck this Technology under 
the War column of your player 
board.

Your Airships contribute 1
Battle Strength to any conflict in 
their spaces as long as they have 
a survivor in them or you have 
Radiation Shielding. An Airship 
with an equipped Survivor on 
board would contribute a total of 
2 Battle Strength in that space.

2.4 events �

sPoIlage + Feed
This event is completed during step 5 of a round, after all 
players have resolved their actions. There are two parts to 
this event: first Spoilage occurs, then you will Feed your 
survivors.

1 	sPoIlage: All unstored, Gathered resources on 
the entire board are destroyed - remove them from 
the board. Raw resources and stored resources are 
unaffected.

2 	feed: All players now feed their population. Each 
Feed event is successively more difficult than the 
last. In the first Feed event, all players receive 3 free 
Gathered Food with which to feed their survivors. In 
the second, players receive 2 free Food. In the third, 
they receive 1, and in the final Feed event players 
receive no free Food.

After receiving any free Food, players must discard 1 
Gathered Food for each of their survivors. For each 
survivor you cannot feed, you must either lose 2 VP, 
or lose 1 VP and choose to kill one of your survivors.

Note: You must feed your survivors if you are 
able. In case turn order matters during this event, 
the priority number on each player’s most recently 
played Action card determines turn order, from the 
lowest number to the highest.

example: During the first Spoilage + Feed event, after 
receiving 3 free Gathered Food, Rebecca finds herself 
short by 1. She chooses to kill one of her survivors in order 
to only lose 1 VP.
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fallout
This event is completed during step 5 of a round, after all 
players have resolved their actions. First, all Dead Zones 
spread Radiation: add 1 Radiation threat to every space 
next to each Dead Zone. If a space is next to multiple Dead 
Zones, add 1 threat for each adjacent Dead Zone.

example: The space in the center is stuck between two 
Dead Zones during a Fallout event, so it receives two new 
Radiation tokens.

Second, any space with 3 or more total Radiation threat 
turns into a Dead Zone. all other tokens on a 
space with a dead zone are immediately 
destroyed. Players lose 1 VP for each survivor 
destroyed in this way.

example: Continuing the example above, the 3 
Radiation in the center space becomes a Dead Zone, and 
ALL of the other tokens on the space are immediately 
destroyed. Orville loses 2 VP for his lost survivors.

conflict
This event is completed during step 2 of a round, before 
players have the opportunity to resolve any actions. When 
a Conf lict event triggers, if there are no conf licts occuring 
anywhere on the board, then the Peace portion of the 
event occurs for all players. If there are any conf licts on 
the board at all, then ignore the Peace effect and resolve 
the conf licts, one at a time.

Peace: All players gain 1 VP for every 2 spaces they 
occupy, including water spaces. If you occupy an odd 
number of spaces, you may pay 1 Gathered Food to round 
up. Otherwise, round down.

example: During a Peace event, Greg occupies 7 spaces, 
which would earn him 3 VP. He instead pays 1 Gathered 
Food to round the number of VP he gains up to 4.

1

2

3
4

5

6

7
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conflict, continued
annexing outposts & airships: If two or 
more players occupy a space, and only 1 of the players has 

Battle Strength and the other(s) have just unmanned 
Airships and/or an Outpost on the space, then no conflict 
occurs on that space, but the player with the Battle 
Strength may convert all opponents unmanned Airships 
and Outposts to their own.

Note: If an annexed Outpost or Airship contains a 
Gathered resource in its storage, the annexing player also 
gains control of that resource.

example: Blaire has unfortunately left an Outpost and 
an Airship unattended when a Conf lict event is triggered. 
Orville’s single Equipped Survivor contributes 1 Battle 
Strength, and therefore annexes Blaire’s Outpost and 
Airship, including the Gathered Oil stored in the Outpost.

resolving conflicts: Conflict occurs if 2 or 
more players occupy the same space and each have at least 
1 Battle Strength or Survivor in the space.

Note: If it is necessary to determine the order in which 
conf licts resolve, the player with the lowest priority 
number on their last played Action card decides.

To resolve a conflict, each player that occupies the space 
totals up their Battle Strength in the space:

+1 Battle Strength for each of your Equipped Survivors

+1 Battle Strength for each of your Command tokens

+2 Battle Strength if you have a Bunker present

+1 Battle Strength for each of your manned Airships 
if you have acquired the Warships Technology.

The player with the most Battle Strength in the contested 
space is the winner. In case of a tie, nothing happens. The 
winner scores 2 VP and the loser scores 1. The winning 
player may then destroy or convert to his own any 1 
Outpost, Bunker, or Airship that the losing player owns 
on the contested space, or kill one of the loser’s Survivors 
on the contested space (causing the losing player to lose 
1 VP). If there are resources stored in a building or Airship 
that is conquered, the winner gains control of them.

example: When Rebecca and Greg resolve a conf lict in 
the space above, Rebecca is the winner (2 total Battle 
Strength to Greg’s 1). She gains 2 VP and Greg gains 1. 
Rebecca then converts Greg’s Outpost to her own.

Finally, if the losing player has any Survivors in the contested 
space, the winning player retreats all of those Survivors to 
an adjacent space (if those Survivors are in an Airship, the 
Airship retreats with them). The winning player may not 
retreat those Survivors into a space occupied by any third 
party player, and may not retreat those Survivors into a 
space where they would immediately die from Radiation. 
If there are no possible spaces to retreat the Survivors, 
then they stay on the space. If you conquer an Airship on 
a water space and there are no safe places for the losing 
player’s Survivors to retreat, they all die.
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example: After Greg loses the conf lict with Rebecca, 
she only has two spaces to which she could retreat his 
survivor - the Plains space with her Bunker and Equipped 
Survivor, or the Clean Water space containing one of 
Greg’s Airships (it cannot enter the Polluted Water space, 
the space with 2 Radiation, the Dead Zone, or the space 
occupied by Orville). She chooses the Clean Water space.

multi-player conflicts: It’s possible that 
more than 2 players could occupy the same space. In 
a conflict in this case, the player with the most Battle 
strength still wins, conquering one building or Airship 
from each of the losing players, and scoring 2 VP. Then, 
in any order, decides where each of losing players’ 
survivors retreat to. The losing players each score 1 VP.

If two or more player’s tie for the most Strength, but defeat 
1 or more players, each winner gains 2 VP, and conquers 
1 Building or Airship or kills 1 survivor from each loser. 
If the loser has only 1 Building or Airship on the space 
and both winners wish to conquer it, then it is simply 
destroyed. The losers then each score 1 VP and must each 
either kill all their own survivors on the space or move 
them to an adjacent unoccupied or friendly space of their 
choice. In the event of an all around tie, nothing happens.

command tokens: At the end of a Conflict or 
Peace event all players remove all command 
tokens from from the board.

crystal mines: 
There may be 1 or 2 Wasteland 
spaces on the board with a +1 VP 
symbol (shown here). As a final 
step to Conflict events, regardless 
of whether Conflict or Peace 
occurred, players who occupy 
each of these Wasteland spaces 
scores 1 VP.

random event cards
When the Event Track token reaches a space containing a 
Random Event card, reveal it, read it aloud to resolve its 
effects, then discard it. Some of the Random Event cards 
have ongoing events - leave them on the Event Track until 
their effects are fully resolved.

the final event
The final, triple-event is also completed at the end of the 
turn. When the Event Track token reaches this event, 
players will choose and complete one final Action card, 
then a normal Conf lict / Peace event, then a Fallout event, 
then a Spoilage and Food Allocation event (zero free 
Food), then the game ends. For each survivor a player fails 
to feed in this final Food Allocation they must lose 1 VP 
and kill a Survivor. Losing 2 VP instead is not an option.
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2.5 the environment track 
The Environment Track represents the efforts of the 
players to counteract the effects of nuclear winter. Each 
space of the Environment Track also grants you at least 1 
VP when your token lands on it - move your token forward 
on the Victory Point Track accordingly. Spaces 10, 14, 17, 
and 19 grant you 2 VP.

2.6 the culture track �
The Culture Track represents the efforts of the players 
to rebuild society after the bombs fell. Each space of the 
Culture Track grants you a bonus when your token lands 
on it, either in the form of extra actions or VP. If you gain 
a bonus action, perform it immediately. The bonus actions 
are described below.

Gather 1 resource with 1 of your regular 
Survivors, following normal rules.
Regrow or Excavate 1 Raw resource that you 
can otherwise legally Regrow or Excavate.

Spend 1 Movement point.

Build a single unit or structure, or spend the 
appropriate resources to remove 1 Radiation.
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3.0 game variants �
The various game systems in Downfall lend themselves to 
plenty of variation. We’ve included the two variants below 
to help you tailor the game to your specific game group.

3.1 beginner game �
If you are playing with new players, you may wish to set up 
the board as depicted on the separate Quick Start Guide. 
Placing the depicted starting area terrain tiles first, then 
randomize the remaining face down terrain tiles. Place all 
starting objects as shown on the spaces.

Note: In addition to the specified setup, players may not 
enter another player’s starting 4 terrain tiles until after 
the first Conf lict event occurs.

3.2 advanced game �
After your group has gotten a few games of Downfall 
under their belt, or if you are experienced in heavier board 
games, you may wish to play with the following additions:

There are 6 unique Action cards that depict the Leaders of 
the 6 factions. Give each player the one that matches their 
player color. They should remove a card with a matching 
Major Action color from their Player deck, and then 
shuffle the unique Action card into their deck. The effects 
of these cards are spelled out on the card, and these effects 
are generally stronger versions of normal actions.

However, each unique card also has an “Owner Bonus” at 
the bottom. Whenever a player other than the player who 
began the game with the card (the “Owner”) performs the 
action, the Owner gets the bonus described at the bottom. 
When using an opponent’s unique Action card, you are 
required to inform that player that they should receive 
their bonus this turn.

Note: The unique Action cards are described in full 
starting on the following page.

Additionally, give each player the “Deploy Leader” 
Technology card, which begins the game in play, tucked 
under the “Build” action on your player mat. When you 
take the build action, if your Leader is not already in play, 
you may spend one Gathered Metal and any one other 
Gathered resource to replace one of your regular Survivors 
with your Leader. Your Leader provides 1 Battle 
Strength and 1  Radiation Protection like an Equipped 
Survivor, but may still be used during Gather actions as if 
he was a regular Survivor. Your Leader may be moved like 
a Survivor.
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-02

admIRal
Perform a major Command action, then place 1 additional 
Command token and gain 1 additional Movement point.

owner bonus: The orange player may place 2 
Gathered Oil on any single explored space.

-01

aRchItEct
Perform a major Build action. Refund the 1st resource 
spent. The 1st Build or Radiation removal may be adjacent 
to a space you occupy. Move up to 1 Radiation from a 
space you occupy to an adjacent space that is not occupied 
by any opponent.

owner bonus: The pink player may remove 1 
Radiation for free and advance their token 1 space on the 
Environment Track, scoring the number of VP shown on 
the space. The pink player may then pay 2 Gathered Oil to 
remove 1 more Radiation, advancing on the Environment 
Track as normal.

-03

EconomIst
Place 1 matching Raw resource on every space you occupy, 
then perform a major Excavate action.

owner bonus: The red player may convert up to 3 
of their regular Survivors into Equipped Survivors for free.

-05

EngInEER
Perform a major Gather action. Up to 2 of your regular 
Survivors may Gather from adjacent unoccupied spaces, 
moving the resources Gathered this way into their space.

owner bonus: The green player may Gather with 
up to 4 of their regular Survivors.
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-04

RElIgIous LEadER
Perform a major Reinforce action, except for each of your 
Bunkers, either gain A , b , and c , or gain b , and 
c . You may also swap up to 2 cards in your Reserve with 

the same number of cards from your Discard pile.

owner bonus: The yellow player advances 
their token 1 space on both the Culture Track and the 
Environment Track, gaining the bonuses shown on each 
of their spaces.

00

scIEntIst / gEnERal
When you play this card, choose either the Scientist or the 
General. This card's effect depends on your choice:
scIEntIst: Gain 1 Technology. If the Technology has 
a cost, pay 1 less resource of your choice.
gEnERal: Initiate all Conflicts you are involved in.

owner bonus: The blue player may pay any 2 
Gathered resources to gain 1 Technology. If the Technology 
has a cost, it must be paid as normal.

4.0 credits �
Game Design
John D. Clair

game development
The TMG Development Team

illustration
Grigor Georgiev & Francisco Ruiz

Graphic Design
Adam P. McIver

the designer would like to thank
The first folks to thank have to be Pace Porter-Zasada and Leo 
Porter-Zasada.  Those guys played every version of this game 
and contributed to many of the gradual developments to get 
this game to its final rule set, not to mention the help from 
Pace to create a great looking prototype. Special thanks also 
to Leon Blight who got on late in the process but made a big 
contribution to the last 10-20% of development. Other fantastic 
contributors who played an important role in the creation 
of Downfall include, in no particular order, Steve Behnke, 
Norv Brooks, Chris Buckley, Chris Buskirk, Alex Daar, Nye 
Green, Rhys Green, Ben Lesel, Sam Nazarian, Max Porter-
Zasada, Yoni Steinschriber, Eric Martinez, and Zak Stolts.

© Copyright 2017
Tasty Minstrel Games, LLC

Mountain Green, Utah
www.playTMG.com

instagram.com/tastyminstrel

facebook.com/tastyminstrel

twitter.com/tastyminstrel




