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INTR

TOR-155 is a deep space education and research facility, a place whermr gifted students are
encouraged to expand their horizons: to explore everything, to be anything, and to fear nothing.
TOR-155 is currently under government quarantine, due to a suspected catastrophic life-support
systam failura. Zero survivors have been reported.

Left for dead, three young students fight for their lives against an unknown entity. The creature, if

that is what it is, seems to learn and evolve to counter their every move, They must hunt it down and
destroy it, bafore it finds them first.

Thera is nothing to fear,
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GUAL

Anomalyis a hidden movement, deduction, and combat game for 2-4 players. Players in this game
are divided into 2 teams. One player is the Anomaly, whila the other players are the Students. The
goal of @ach team is to eliminate the other by depleting their health pool. Students share a collective

heatth pool.

COMPONENTS

35 Action Cards 27 Trackang Cards
{in 3 zetz of 9 each)
.lh.l
4 J @ A e
’ 1 Heatth Tracker
12 Radiation Tokens [piuz 2 Hea'th Mariers
& 1 Zero Markard
& Fuel Source Toksns 2 Sensor Tokens
»z .
4 Player Min-boards i
4 Player Screens & Trap Tokens B Electrcity Tokens
2 Player Standess

L 2%y A

24 Reminder Fieces 3 Action Pomnt Tokens & Evolution
(12 bleck & 4 of each other colod



1. Place the gamea boand in the middle of the table.

2. 5huffle the radiation tokens and place them
face down in a stack in the center of the board.

3. Shuffle the action cards and place them
inaface down pile near the board.
Leave space for a discard pile.

F 4. Place the sensor, trap, electricity,
}\ reminder, and evolution tokens
ey naar the board.

5. Place the health tracker
'\ beside the game board. Place
* the 2 health markers onthe
[ heatth tracker: on the left
_— {blue) end of the track for the
ey Students, and the right (red)
= gt end for the Anomaly. Place the
.-'J -'-1";- Faro marker on tha spacein
I the middle.

&, Distribute the & fuel source

P tokans onto the board:
o 4 2innon-adjacent = core 2ones,
[#] 2innor-adjacent - labs zonas, and
' 2innor-adjacant O quartars zonas.

i I
_,_‘_‘-i"- BOARRD ZOMNES
_‘"'qll.r“-"f' 2y The board is split
3 f& LR o into 12 zonas. Each
-";,*{:é}& 7 -« zone has symbols
Wit B L9 o that define what
1}‘.' '11 . 12 type of Zone it is
S e {shown below).
= Core Fire + Cald
0 Labs “ Enginering - Al
) Quarters 10 Physics Biology
N




7. Designate a player to be the Anomaly.

8. Give each player thair mini-board, their playar
marker, and their screen. 5creens should be
placed so that players may not see each other's
mini-boards.

9. Give the Anomaly the 3 action point tokens and
& evolution tokens.

10. Give each Student a complete set of 9 tracking
cards. They may keep them face up near thair
sCreen.

11. Give each Student a number of action cards: 7

ifthera is only 1 Student, 4 cards each ifthare ara

2, and 2 cards each if there are 3. Students should |
keep their cards hidden from everyona alse; cards 4
should be revealed only when played.

12. All players must secretly choosa their starting
position on the map by placing their player
marker in the zone of their choice on their mini-

board. e

12, Each Student must place in front of their
screen a tracking card that shows a symbol
associated with their starting position. The
symbol on the card must match one of the
3 symbols in their location. The Studants

é USING REMINOER TOHEMS

Players may use reminder tokens to track each other. Here is how
wa suggest they be usad: Students are responsible for tracking

tha Anomaly directly on the main board using the black reminder
tokens; the Anomaly is responsible for tracking the Students on the
main board wsing the reminder tokans in the Students’ colars.
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GAME STRUCTURE

The game is divided into rounds. Starting with

the Students, each team plays in tum, meaning
a Student plays, the Anomaly plays, a Student

plays, the Anomaly plays, etc. Both sides have a
maximum number of actions they may perform
ineach round. The Anomaly may choose to skip
its turm; Students may not do so until they have
played all their actions. A round ends as soon as

both sides have played all their available actions.

STUDENTS

« Students may perform actions until they
collectively have 2 cards left in hand. A card
must be discarded for every basic action a
Student parforms, or played and given to the
Anomaly to parform a special action.

« Each card may be used to perform either a
special action (indicated in the top half of the
card) or a basic action (move or track). When
a card is usaed for a spacial action it must b
given tothe Anomalky.

« There is no predefined order batweean the
Students; every time a Student neads to play,
they may decide who should perform the
action.

= Students may not secretly show their cards
to one anather. Thay may speak frealy but
everything they say must be audible to the
Anomaly.

ANOMALY
« The Anomaly may parform actions until it
does not have any action points (AP) left. By

discarding 1 AP it may perform 1 basic action
and/for 1 special action (in whichever order).

» The Anomaly's spacial actions are indicatad
on the reversed space of the action cards
it recaives from the Students, To perform a
special action it must discard the relevant

cardisk 2 evolve cards to evolve, 1 card for
every other special action.

« Ifthe Anomaly is in the same location as

a Student or fuel sourcs, it can spand
1 AP to feed. If it feads on a student,
the Zero marker moves 1 spacetothe
left. If it feeds on a fuel source, the
Anomaly gains 1 HP and its health

markar movas 1 space tothe right. If e

the Anomaly does not feed successfully
over the course of a round, it loses 1HP
at the end of that round.

N
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Survival Spirit: When either the Students’ or
the Anomaly’s health token becomes adjacent
to the zero token, they may immediately rehll
their hands (if Students) or take back their APs (if
Anomaly]. f they are already at maximum cards/
APs, the opportunity is unfortunately lost. Itis
possible for this to happen more than once over
the course of a game. Survival Spirit can only be
triggered by being hit by the other team, meaning
that you can"ttrigger it by hitting yoursel£

END OF ROUND
« Card Refill: Each Studant must refill their hamd

to 7 cards (1 Student), 4 cards (2 Students),
or 3 cards (3 Students) from the action card
pile. Ifthera are no mora cards laft in the pile,
the discard pile is shuffled and a new pile is
formead.

« AP Refill: The Anomaly takes back its AP tokans.
« Radiation: Every player in an irmadiated zone

takes 1 darmage. After that, a new radiation tila is
drawn and placed inthe loweast-numberaed viable
zone shown on the back of the tile. A viable zone
is defined as a zone either adjacent to the reactor
orto a previously-placed adiation tile. There may
not be miora than 1 radiation token per zonea,



RADIATION
EREMP e

1. GAME ETHRT
Radiation tokens form a
stack in the central core of
the station.

2 EN OF ROUND 1
The top radiation tokean is
flipped. Radiation spreads
tothe section with the
lowest number (1) adjacent
to existing radiation.

2 ENO OF ROUND 2
The top radiation tokean is
flipped. Radiation spreads to the
section with the lowest numbear
(7} adjacent to existing radiation.

ROUND 2




END OF GAME

The game ends as soon as eitharthe Students or
the Anomaly’s health marker hits the zero marker.

RCTINUNS

In this section, actions for both the Studernts and
the Anomaly are explainad.

BASIC RACTIONS
FOR THE STUDENTS

Any card can be discarded to parform 1 of the 2
fol lowing actions:

« Move: Move to an adjacent zone by secretly
moving your player markar on your mini-
board. You must then place in front of your
scragn, to your right, a tracking card associated
with your current position. Slide to the laft the
card associated with your previous position,
and take back the card associated to your
position before that (ignore this for your first
movement of the game).

Track: Designate 1 of the 2 tracking cards in
fromt of your screen (at the beginning of the
game you will have only 1). The Anomaly must
confirm if it is in a zone associated with the
symbol on the designated card.

Moving: When a Student or the Anomaly says
they move, they may not decide to stay where
they are; they really must move.
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FOR THE STUDENTS
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Strike: Designate a zone at range 0-1on
the main board and deal 1 damage there,

Double Strike: Strike twice. Each attack

is made separately, and may hit different
ZOMNes,

Far Strike: Strike at range -2,

Trap: Place a trap token in the zone you
are oCcupying on your mini-board. At
any time, you may activate your trap for
fraa {even during tha Anomaly’s turnj:
designate the affected zone on the main
board, deal 1 damage imthat zone, then
discard thetrap

Bludgeon: Reveal vour position and deal
2 darmage in your Zone.

S5tun Baton: Reveal your position and
deal 3 damage in your zone.

Sensor: Designate a zone at range 0-1
on the main board and place a samsor
token there, Until the end of the game, if
the Anomaly moves tothat zone, it must
reveal itself

Stims: Move to a zone at range 1-2.
Place a tracking card based on your final
destination only.

Balt Dasignate azone at range -1 on the
main board. Using its nomal movermeant,
the Anomaly must immeadiataly mone
Closar to the designated zone by the
shortest path. The Anomaly does not spend
arry AP forthat movement and does not
naed o revieal its position. If and only if tha
Anomaly is almady in that zone, it may fake
a movarnent as if it was going towands it

[Range 0 means in the same zone.

)
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ATTACHING
WITH STUDENTS

Whenthe Students attack azone, the Anomaly
will take damage if R s in the designated zone.
K other Students are in the same zone as the
Anormaly, they will not take any damage. If the
Anomaly s not inthat zone and at leastone
other Student ks, the Students take damage
instead. The Students only take damage once,
even if multiple students are inthe zone. If
nelther the Anomaly nor any other students
are in the zone, the attack has no effect.

FUEL SOURCES

Students can target fuel sources with any
weéapon to remove them from the board.
However, exploding a fuel source causes
everyone (Students and Anomaly) in that
zonetotake 1 damage, so it is preferable
to target fuel with a ranged weapon. Even
if there are multiple 5tudents in the zone,
they still only take 1 damage collectively.
Students have to specifically target fuel
sources to blow them up, they don't blow
up automaticallywhen a zone ks attacked.
When the Anomaly feeds on a fuel source,
it gains 1 HP and the fuel source ks removed
from the board.




ACTI

BASIL
FOR THE ANOMALY
When spending an AF, the Anomaly may always @
perform 1 of the 2 following actions in addition

to performing a special action (provided it has

the card to perform it

NS

ACTIONS

+ Feed: Reveal yoursalf. Any Studants in your
Zone must also reveal themsalves. If therais

at least 1 Student, you feed on them, and the
Zero marker is moved 1 space to the left on

the health tracker. If there are no Studenits but
thara is fual, you feed onit instead and gain 1
HP: the fuel token is removed after feeding. The
Anomaly cannot have more than its starting HP.

« Move: Move to an adjacent zone by sacratly

moving your player marker on your mini-

board. Contrary to the Students, you do not
need to show a tracking card whean moving.

SPECIAL ACTIONS

FOR

*

[

The Anomaly may perform basic and special
actions in any order it choosas.
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THE ANOMALY

Evolwe: Discard 2 cards with Evolve
symbols to gain a new evolution of
wour choice, Evolutions are permaneant
passive abilities.

Cwerload: Either place 2 electricity
tokens inamy zone on the main board
ithe tokens do not have to bain the
same zone) or activate and discard

all electricity tokens already onthe
board. Students in the same space as

a electricity token take 1 damage per
player when it is activated. Students do
not nead to reveal their exact location,
but do need to state if they were
electrocuted, thus narrowing down their
location. The Anomaly is not affected by
alactricity.

Possess: Reveal yvoursalf, Ay

Students in your zone must also reveal
themsehwes. Choose a Student in your
zong, look at their hand of cards, and
make that Student perform the action
of your choice (following all the usual
rules, as if that Student was performing
the action nomnally). For example, wou
may make them shoot another student
or make them move to an irradiated
zone, but you may not make them hit
themsalves,

Scent: Designate any number of 2ones
amywhara on the main board. Each
Student must say if they are in one of
the designated zones, though they do
not have to specify exactly which one.

Teleport: Move to any other zone on the
board.



EVOLUTIONS -
FOR THE ANOMALY

Adaptive: The Anomaly may discard X
é“? cards of any type as a replacement for

the card of its choice, X depends on tha
card: Scent = 1; Overoad = 2; Evolve = 2;
Possass =3 Telapom =4,

_\‘L:} Conduft: Tha Anomaly may fead on

electricity tokens as if thay were power
sources. Additionally, when tokens are
activated by Ovarload, it may choosa to
fead off one or more alectricity strikesin
its zone, but then thesa cannot damage
students. In both cases, feeding on
lightnimg reveals the Anomaly's position.

({{ 1}) Echolocation: Studeants must reveal
their position when they use any action
other than move, track, or trap.

Morph: When the Anomaly is attacked, if

A there is a Student in its zone (other than
the onewho attacked), that Student (or
Students) must reveal themselves and
take damage, instead of the Anomaly.
The amount of damage depends on the
type of attack used. If there are multiple
tudents inthe zone, they still only take
damage once.

b Phasing: As part of s normal
=" movement, the Anomaly may move
across an adjacent shuttle bay to the f
zone on the other side. The shuttle bays
are the empty spaces located batween
the labs.

Reactive: Once per round, if a Studant

@ attacks the Anomaly while it does not
have any AP left, the Anomaly gets an
immediata (optional) frea movemant
right after that Student’s turn.




STRATEGY TIPS

STUDENTS ANOMALY

- Ba careful which cards you give to the Anomaly. . Be very careful with your APs, Be patient. Do not
Rermemberthat rmoving and tracking allow you move aimlessly. Don't automatically move if you
to discard cards without giving them to your take a hit: evaluate the situation first.
opponeant.

« If possible, do not usa an AP without performing
« When you can, prevent the Anomaly from both a basic and a special action.
feeding. Rememberthat it losas 1 HP at the end
of a round if it fails to fead.

= If you have a feeling that the Anomaly might be
in the same zone as you, do not hesitate to movel
Unless, of course, you'va got it right where you
want it...

« If you can, try to feed avery mound, on Students
if possible.

« Remember that feeding on a Student is equal
to a 2-point differential AND prevents you
from losing 1 HP at the end of the round. Baing
aggressive is often a good strategy!

ROVANCED
c—PLAYER VARIANT ISR AS

At 2 players, while the game may be played Game Design: Thomas Dagenais-Lespérance

using all the aforementioned rules without any Game Development: Dann Mav. Brenna Noonan
changes, it is suggested for advanced players R o !

1o use this variant instead: Cody Jones
- The Student player controls 2 Students at Art: Steve Hamilton, Dann May, Greg May
the same time on their mini-board, using 2 Art Direction: Dann May

diffarent markars.

= The Student player must always specify
with which Student they are performing an
action. Executive Producer: Dan Yarrington

- The Student player must show only | Published By: Starling Games
tracking card for each Student ithe one
linked to their current position). it must be
clear which tracking card is linked to which
Student.

Graphic Design: Cody Jones, Barry Pike, Dann May
Kickstarter & Marketing: Brenna Moonan
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