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Vampires awake from their torpor as the eternal roses are blooming.
You have until sunrise to run to the Labyrinth and pick the most
beautiful bloom, hunting for Humans on your way, seducing
Familiars to help you, and increasing your Powers to become the
most notorious Vampire.

The Hunger is a race where each player will have to optimize
their card deck, hunt Humans to gain Victory Points, fulfill secret
Missions, and eventually acquire a Rose and return to the Castle
before sunrise. The more you hunt, the slower both you and your
deck become, which will make it harder and harder to get back
before daybreak.

Can you become the most notorious Vampire without burning down
to ashes at Sunrise?

= The Hunger is a deckbuilding game: Each player begins with
their own similar deck. Decisions they make during play will
change their deck - which will affect both their in-game powers

- and end of game score.
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You have exactly 15 turns to hunt your prey, collect as many
Victory Points as possible, and come back to the Castle.

Before you start, choose if you want to play the Rookie Mode or
the Elder Mode. The option you choose will modify the setup, the
way you collect Mission tiles and the risk of being burned to ashes
at the end of the game:

* ROOKIE MODE: You must come back to the Castle or at least be
in the Cemetery or the Mountains to score your Victory Points.

® ELDER MODE : This is the regular game and all rules refer to this
mode. When you play the Elder Mode you must come back to the
Castle or at least the Cemetery to score your Victory Points.

MComponents
® 122 Hunt cards (80 Humans, 22 Familiars, 20 Powers)

® 6 \lampire sheets

® 6 Starting decks of 6 cards each (1 for each Vampire)

® 6 Wood Vampire tokens (1 for each Vampire)

® 6 Wood Score tokens (1 for each Vampire)

® 1 Game board ® 3 Rose cards

® 1 Moon token ® 50 Mission tiles

® 5 Castle tiles ® 26 Bonus tokens

® 1 Hunt Track to assemble based on the
number of players
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(1) Place the game board (Rookie: Side A; Elder: Side B) in
the middle of the table and the Hunt Track to the right.
Assemble the Hunt Track based on the number of players:
You must have 1 more row than the number of players (ex: 4
rows in a 3-player game).

Each player chooses a Vampire and takes their sheet,
starting deck, Vampire token and Score token, which they
place on the "0” space of the Score Track.

@ Shuffle the Hunt cards (without the Roses) and place
them face down to create a Hunt deck near the Hunt Track.

ROOKIE MODE: This option allows beginners to start with
more Vampire Powers and Familiars for the first two turns.
Gather the Human, Familiar and Power cards marked ‘A.
Shuffle them and take 2 + 2 per player, setting them aside
without looking at them.

Shuffle the rest of the cards back into the deck, and put
the cards that were set aside on top of the deck.

M Organizing the Board

@ Shuffle the Bonus tokens face down and place @
1 face down on every Chest space. Store the rest of
the tokens in the box without looking at them. Reveal the
tokens that are on the open Chests.

(®) Place the 3 Rose cards face up on the Labyrinth.

® Draw 3 cards from the Hunt deck @) (from bottom on
Rookie mode) and place them face down on the Tavern
without looking at them.

@ Place the Moon token on the first space of the Turn Track.

Place Castle tokens on the Castle depending on
the number of players:

2-players >{&)/® 4-players > §/Q/G/O
3-players>Q/@/@  5/6-players>{//G/O/D

V=3

M Prepare the Missions . 0% alelalalof
B 130 |31 1321 133] 134 1351 136] |37 381 1394140 F41" 142 [43

If you are playing a 2- to 4-player game, put the Missions marked 7 | & (66 67165 [69) 70 1) 72 3) ) ) (7 G 59

“5+" back into the box. - : '

Mix the Missions with the beige background and place 2
chosen at random on the Public Mission spaces face up (In
Rookie mode, take them from the ones with a white title).
Then shuffle all of the remaining Missions together.

@) Each player draws 2 Missions, chooses 1 and discards the
other back into the box without showing it.

Place the corresponding number of Missions on each
Crypt space: Mountains (6), Plains (5), and Forest (4). Put the
remaining Missions back in the box without looking at them.

M Prepare Your I Turn

® Each player shuffles their deck and draws 3 cards. Mk A 09090 GE== g

@) The first turn’s playing order depends on the Vampires’ ]
Speeds: Each player adds up the Speeds on their cards.
Vampires with the lowest Speed will play first and the fastest
will play last. In case of a tie between Vampires, the oldest
player will play first. Place your Vampire tokens on the
Castle in turn order, with the slowest Vampire on top.

@ Prepare the Hunt Track: Draw 1 card for each row and
place it face up in column @
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In The Hunger, players take turns one after the other.
Each player must resolve the effects of all cards in their
playing area before play passes to the next player.

¢ Determine the Turn Order

The turn order depends on the position of the players
on the board.

For the first turn, the order is determined by the
Vampires’ Speeds (see Setup, p. 3). Stack the Vampire
tokens on the Castle with the first player on top and
the last one on the bottom.

In later turns, it’s always the Vampire on their active
side furthest from the Castle who plays first.

When you finish your turn, flip your Vampire token face
down (to the “resting” side) to avoid any confusion.

Active Resting

TURN ORDER PRIORITY PER REGION:
If the Vampires are not in the same
region:

e Vampires in the Forest 1‘..*.3
e then Vampires on the Plains
® then Vampires in the Mountains AN\, :
e and finally Vampires in the Cemetery &9.

TURN ORDER PRIORITY IN THE SAME REGION:

If several Vampires are in the same region, they take
turns depending on the path they are on:

e Vampires on the Road play first,

® Then Vampires on the Railroad,

e and finally Vampires on the Boat path.

If several Vampires are in the same region and on
the same path, the Vampires closest to the Labyrinth
play first.

A Vampire whose token is on top of another Vampire
plays first.

pﬁi/ first,

=

@ It’s Open Season

The first player completes all their actions, then the
next player plays, until everybody has had a turn.

On your turn, you must play all of the cards in your
hand to your playing area, and then resolve all of
them, one at a time, in any order you choose. You can
use an effect to discard a card before you resolve it, if
you don't want to use that card’s effect.

You never have to spend all your Speed, but you can’t
move after you have triggered a board effect or after
you have started to hunt. Any unspent Speed is lost at
the end of your turn.

Beware! If the Moon token is
are playing your last turn.

le ‘15" space you ]

Your turn is divided into 3 steps:
1- Activate your discard/draw effects
2- Calculate your Speed and spend it to
® Move your Vampire
e and/or Hunt one time
3- End of turn

1- ACTIVATE YOUR DISCARD/DRAW EFFECTS

@

You must always activate your discard and draw effects
before doing anything else.

You can activate them in any order to optimize your

play. You must complete all of each card effect before
activating the next one.

You can discard only cards you have not activated. If you
discard a card before you activate its effect, that effect
is ignored. Also, do not add or subtract its Speed.

[ Note: If you need to draw a c'ut your deck is J

Draw
effect

Discard
effect

e
For example: You draw a card using your Vampire
Strength because you have Theresa in your playing
area. Then you use Vampiric Will to discard Theresa
and draw one card. Since Theresa was discarded, you
are not affected by the Confuse effect.

2- CALCULATE AND SPEND YOUR SPEED

empty, shuffle your discard pi create a new deck.
Add the Speed on all of the cards in your
playing area (including the Speed on your

Permanent cards).

The total is your Speed for this turn, which you will
be able to use to Move and Hunt.

i

A 2 )
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area.

ou have aSpeedof®+®—<1\=®. )

22
| For example:




_© BOARD EFFECTS @

CASTLE: You can't hunt in the Castle. Each Vampire i‘? '

who comes back to the Castle takes the highest o
remaining Victory Point tile and immediately scores %23
that many points. You can't leave the Castle after you
come back. You can't push a Vampire out of the Castle.
There is a Well in the Castle (for Spicy or Mist effect)

(%) CEMETERY: You can’t hunt Humans in the Cemetery.
You can't push a Vampire who is in the Cemetery.

(&) CHEST: Take the Bonus token ("' )if any are left
(see Bonus Tokens for their effects, p.8). Add.it to your
player sheet face up and immediately score (2). There is
no limit to the number of Bonus tokens you can have.

F CRYPT: Gain a Mission (see box to the right).

(=) LABYRINTH: Hunt 1 Rose of your choice at no
cost. This counts as a hunt, which means you may not
also hunt on the Hunt track this turn.

NG (@) CHURCH (€9), MANSION (&),
BARRACKS ( >): You can digest a Human card of the
corresponding Human type from your discard pile or your
playing area (it can be a Human you hunted this turn).

[ 9 Move your Vampire @_ ]

® You are never forced to move unless a card’s effect
states otherwise.

e If your total Speed is 0 or negative, you can’t move.
You don't trigger or benefit from the space you stay on.

e If your total Speed is positive, you can use all or part
of it to move your Vampire in one direction. You can
change paths when you pass an intersection but you
can't move forward and come back on the same path.

e If you move, trigger the board effect only on the
space where you finish your movement.

e If you land on a space occupied by 1 or more
Vampires, you may push them one at a time
(starting with the one on top) to an adjacent space.
They dont have to be pushed to the same space.
Pushed Vampires don't push, they simply go on top
of any Vampires that are already in the space.

Note: You can't push a Vampire who is in the Cemetery
or the Castle.
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E_’E‘L SHIP: You can't hunt on a ship.

TAVERN: You can hunt all the cards in the

Tavern for @9 instead of hunting on the Hunt

track (don't look at the cards until someone hunts
them). If you hunt them you must take all of the cards.

K: WELL: You have an extra hunt this turn, but it
“can only be used on the 0 Column of the Hunt Track.

MISSIONS: Take all available Missions from the
space into your hand then replace all but one. You
can replace one or more, even all, of your previously
unused Missions this way and take that many new
Missions from the stack. You can't discuss or mention
the content of the remammg Missions.

(" For example: You pick up 6 Missions from the Crypt
in the Mountains. You now hold 7 Missions: you put 5
Missions back and keep 2. They can be your starting

| Mission and a new 23 or 2 new Missions. !
. el

Rookie Mode: Look at the available Missions and
pick 1. Put the rest back on the board. You may only
return the Missions that you were just looking at,
never ones that you had previously.

[ _9QHunt@®_ ]

e If you have any Speed left after moving you may now
hunt one time, taking 1 card or pile of cards from the
Hunt Track.

® To hunt, choose 1 card or pile of cards on one space
of the Hunt Track. You must be able to spend the
required Speed indicated on the Hunt Track. Hunting
costs you @ \A or @ Hunting a Rose is free.

* You must take all of the cards from the space you
have chosen and place them in your discard pile.

e All unspent Speed is lost. You can’t move after you
have hunted.

Humans: Each Human is worth a number of Victory
Points that you score as soon as you hunt them plus
a bonus depending on the region you hunted them
in. Gain:

o @for every Human you hunt on the Plains.
o @for every Human you hunt in the Forest.

For example: Richard has (2\ Speed left after
his move.

He decides to hunt the second space in
column <l which has 3 cards on it. He takes
them gll and gains &Y for the Human Bernard
plus @for the Human Ivo, and since he is in
the Forest, he gains @for each Human.

68:0-6
He advances his Score token @ spaces, then
adds the hunted cards to his discard pile.

He loses the last (1) and flips his Vampire
token to the resting side, and the next
Vampire begins their turn.




_© TYPES OF CARDS ©_

HUMANS are your main objectives. There | g You may gain new POWERS, to

are ones for every taste and Vampires 8 5 @ transform into a bat, to blend

love them. But some may leave you 3 =2 ) iy into darkness, or gain Speed and
with a bad taste in your mouth, or have b BN &2 4| strength. Powers are great to
unexpected effects on hungry Vampires. feu” o optimize your deck, but don't lose |
You will need to hunt with subtlety, =3 . sight of your objectives. ‘

collecting the ones who give you the most §
points or who match your Missions.

Vampires are undying romantics, and are |3+

Vampires often have FAMILIARS to help them : enamored by the short-lived beauty of
in their hunt. Once you get them they will |, P ROSES. You can run for the Labyrinth
stay in your playing area and give your their |1} ' to pick one of the Roses and gain its
benefit each turn. %) p benefit.every-tum.

3- END OF TURN * Draw Hunt cards (unless you are
® Flip your Vampire token to its resting side. on turn 15), 1 for each space in
* Discard all cards other than Permanent cards from column ® of the Hunt Track.
your playing area. You don't draw new Hunt cards on
turn 15 (U).

e Activate any End of Turn effects.

X et ) * Add 1 card to the Tavern, face down, if there are no
Exacr;1tpt;ee. eTZCQJ g}tceyrggi f,?f,f gives you (@ a|3aﬁﬂ?§nﬁ?3§m£. A Vampires and less than 3 cards there.

e Draw 3 cards. If your deck is empty, shuffle your discard
pile to create a new deck, then finish drawing cards.

Now it’s time for the next player to play. If you are the last
player, proceed to C-Prepare for the Next Turn.

@ Prepare for the Next Turn

After all players have played their turns, carry out the

b e { DJOESTHE{GAM EJAND!
e Move the Moon one space to the \

right. If you are already on the last

space (15), the game is over. Vampires with a Parasol m m

can play another turn without hunting. _ Dawn triggers the end of the game. Any Vampire with
* Flip all Vampire tokens to their active side (face up)! a Parasol can play a final turn without hunting.
® Move all remaining cards on the Hunt Track )
1 column to the right. Cards in column < don’t ) ] .Safe .
move and are stacked together to create a pile of Dep?nqmg on the difficulty level you chose at the
cards. You can always check a pile of cards before beginning of the game, check to see who made it:

hunting them. .
R Plains or Forest: Vampires here are burned to

ashes by the sun. They can count their Victory
Points but just for the glory of it.

Mountains (only in Rookie Mode): Vampires here
are burned by the sun but manage to take cover
and come back to the Castle. They lose the number
of Victory Points indicated by the space they are
on. Mountains (Elder Mode): Vampires here are
burned to ashes by the sun.

Cemetery: Vampires here take cover in the nearest
vault. They each lose

Castle: Vampires here are safe.




_© EXAMPLE OF A PELAYER'S TURN ©

Koni and Richard are in the Forest, so they
play before the other Vampires.

Koni is on the Road, so she plays before Richard
since he is on the Railroad.

George and Simon are on the Plains and both are
on the railroad, but George is closer to the Labyrinth
and will play first.

The turn order is:

&)

Koni doesn't draw or discard any cards. She plays all
her cards in her playing area.

mnamoﬁ,,eam =<7 “
uhunt his 1, \\ 7

She has a Human, so Vampire Thirst gives her a Speed of @
+ @ from The Hunger card, for a total of 0

She spends @ to move 3 spaces, landing on the Crypt
and picking 1 Mission.

She has € left for hunting but uses only ¥ to hunt
a pile of cards from the 0 column.

She immediately gains:

®+ @:@for the 2 Humans

+(2) because she hunted them on the Plains
+® thanks to The Hunger card
for a total of @

It is the end of her ‘
turn and she flips her
token to the resting
side.

o &

It is now Richard's
turn.

Note: At the beginning of the game, if you want to
play in Elder mode with younger or beginner players,
you can decide they are safe in the Mountains.

Card Bonuses
Add Victory Points from cards with an End of the Game

effect.

Example: If you also have Roxane,

Cyrana gives you 6

Hunters give you as many ‘ as

you have Humans of the same type
(including themselves). -
The Wolf Echo gives you as many ‘ AT 7
as you have Wolves N (including ~ @ref
himself).

3 Ready, Permanent.
¥ Gain @) attheend of the *

(323 3 Dy

Mission Scoring
e Each player gains the points shown on the Public
Missions if they met their requirements.

e Each player reveals their own Missions and scores them.

Note: Majority Missions require you to have more than
each of the other Vampires, not equal to any of them.

If you reach 100 Victory Points, flip your Score token
to the 100 side and start over from 0.

Winner
¢ The Vampire with the most Victory Points wins the
game.
e In case of a tie, the tied Vampire who got to the

Castle first or is the closest to the Castle (if none of
them got there) wins the game.




EEEEGT@I G0 1 5Ca

Discard 1 card: Take another card from your playing area
and place it in your discard pile. You can use this effect to

discard a card before activating it if you want to avoid that
card’s effects. You can discard a Permanent card. Some cards
ask you to discard them to trigger their effect.

Familiar: Familiars stay in your playing area when played
as they are Permanent.

Rose: Roses are Items. You don't have to race for a Rose
but they really give you a great advantage. To take a
” Rose is free but counts as a hunt.

@ End of the Game effect: You score these points at the

end of the game. You still get the region bonus when you
hunt this card if it is a Human.

Effect on the Hunt Track: This tnggers either while the
card is on the Hunt Track or when it is hunted.

IORONUSKT0HENSCHE

Each token gives you @ when you pick it up. You can play
them on your turn. When you do, flip them to their Chest side
to remember that you have used them.

(m.)( = ip Church, Military, Villager, Noble: Each of these

tokens counts as 1 Human of the corresponding

TR type as if you had hunted them for Missions and
% majorities.

Human Type choice: This token counts as 1 extra
Human of the type of your choice (choose at the end of
the game). It can be used to score multiple Missions but
you can’t change the type after choosing.

@@ 1) or (2): You can spend this token to add (] or (2

to your Speed for the turn.

(V) +1 Hunt: You can hunt 1 extra time this turn.
@ Discard 1 card then draw 1 card.

@ Draw 1 card and add it to your playing area.

Gain 1 Mission: Choose from a stack of Missions as if
you were on its space.

Parasol: You can play 1 turn after the last turn but
without hunting. You can play only 1 extra turn, even if
you have several Parasols.

Velvet Clothing: Immediately gain an extra @ when
you pick up this token for a total of

Game designer: Richard Garfield

Artists: Jocelyn Millet, Semyon Proskuryakov, Marta
Ivanova, and Alexey Bogdanov

Lead designer: Guillaume Gille-Naves

US Editor: William Niebling

Artistic director: Igor Polouchine

Thanks to our playtesters, Schuyler Garfield,

Mons Johnson, Andrew Gross, Chip Brown, Reuben
TIan Davis, and the especially enthusiastic Brian
Weissman, who often made it home before sunrise.
Thanks to Guillaume Gille-Naves and Skaff Elias, who
always take good care of my games.

A special thanks to Koni for laughing with me the
night we came up with the game name and working
and playing with me every step of the way.

Origames
52 avenue pierre Sémard

www.renegade-france.fr

I JEUX ORIGAMES

9 Credits ©_

Origames Playtesters: JB, Quentin, Romain, Elliot,
Johann, Simon, Rodolphe, Julien, and Fred.

The Hunger is published by Origames.

©2021 Origames. www.origames.fr

94200 Ivry sur Seine - France
f/playRGS B @Renegade_france

Online adaptation & OP: www.Game-park.com

_©CARD EFFECTS®

CONFUSE: Before you calculate your Speed, you must
move your Vampire 4 spaces toward the Labyrinth
(don't trigger the board space where you land or push
any Vampires). After this move, you play as usual. The
effect is not cumulative: if you have 2 Confuse cards
you don’t move 8 spaces. You can't go further than the
Labyrinth.

DIGEST: Place 1 Human from your playing area or discard
pile in your Digestion zone. This card still counts for \
Missions and End of the Game effects, but it won't be
shuffled back into your deck.

FAST: A pile of cards with one or more Fast cards in it
costs you @ Speed to hunt.

GREGARIOUS: Gain 1 extra card when you hunt a S
Gregarious Human. Take the first card from the Hunt | V>
deck, add it to your discard pile, and gain its Victory

Points (including region bonus and card effects) if it is a
Human.

HOLY WATER: You can't hunt when you have a Human
with Holy Water in your playing area.

INSPIRING: Pick 1 Mission stack and take a Mission as
if your were on its space.

PERMANENT: You don't discard Permanent cards, unless
you use an effect to do so. They stay in your playing area
and you benefit from their effect and Speed every turn.
READY: When you hunt or gain a card which is Ready,
you may place it on top of your deck or in your discard
pile (your choice).

SLOW: Slow Humans are placed directly in the (2\
Column when you add them to the Hunt Track (possibly
creating a pile of cards).

SPICY: You must use your Speed to go to the closest
Well (even if it is behind you or on a different path).
Spend as much Speed as you need to get there. If you
don’t have enough Speed, spend all of it to move g
and keep this card in your playing area until you '
reach a Well. When you reach a Well
you must stop and you may hunt if
you have any Speed left. If you are
exactly between two Wells, choose
the one you want to reach. If you
are already on a Well, you don't
move this turn but you can hunt.
UNIQUE: You can't have more
than one Unique card of the same
type and category in your deck.
Roses are the only Unique cards for
the moment.
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