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COMPONENTS

55 Story cards

MAIN RULES

The Insider does not start the game on the map and must be discov-
ered first. This is done by Characters Moving and resolving Explora-
tion cards.

When a Character draws an Exploration card with the
for the first time during the game, resolve the following:

1.  Finish resolving the Exploration card.

2. Take the Story deck and find all cards corresponding to
the newly Discovered Room. Place them nearby with the low-
est-numbered card facing up, and leave all other Story cards
back in the box — they won’t be used in this game.

3. Resolve the Starting Story card — the top Story card with the
lowest number.

Note: Starting Story cards have a square around the number,

and are always the lowest-numbered card in a sequence of
Story cards corresponding to a specific Room.

symbol

st e
Reminder:
Place 1& if you are Moving Cautiously.

Entrance Effect:
Close all Doors around this Room.

Remove this card from the game.

OVERVIEW

The Insider expansion introduces a highly variable story of the Insider
—a woman trapped in the Facility with her own goals.

During the game a random Insider Story will be introduced, changing
and adding new rules to the game. Characters will be able to progress
any given Story — sometimes fighting together with the Insider, some-
times against her.

COMPATIBILITY

The Insider expansion can only be used in the standard Neme-
sis: Retaliation game. It does not work with any of the Nemesis
expansions (with the exception of expansions featuring addi-
tional Characters).

Place all Insider components nearby. They will be introduced during
the game.

The deck with Story cards should be placed with the side showing
Room names face up — do not shuffle it.
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Your fingers dance on the lock pad, but
no combination makes any difference.
The Alarm button is also inactive.

Infuriated, you kick at the door, but it
will not budge.

“Open the blasted door,” you pant.

— Ina Room neighboring -
the Shelter Room:

#29

Place the Insider in the just
Discovered Room. Place the ,@\
back in the Room they Moved from
(without making a Noise roll}.
Close all Doors around the Shelter—
even if destroyed orin a Corridor
without the Door slot.

Doors around the Shelter can't be ‘ B
Qpened and/or Destroyed.

Discard 1 & | to go to #30.

#32

At the start of each Cleanup Phase:
Each fé\ inaRoom with a il loses 2=
Deal 2 Hits to each 5 ina Room
witha #ih. Iftheg has any Hits already,
deal Ea instead.

\&)/'If the Insider is on this card, go to #33.
Otherwise, place the Insider
on this card.

“Do you hear me?” ‘

“fcan’t,” a feeble reply comes.
“They got me. lam bleeding out.
ineed... Ineed heip. AmedKkit...

Get me amedkit. Through the vent.”

SHELTER

Story cards are divided into groups of a few cards with the same Room
name on their front — such a group is a single Insider story that will be
told during one game.

Cards with the lowest number of a single group are Starting Story
cards — they start a given Story.
Story cards are resolved in 2 situations:

e When the first Exploration card with the symbol is drawn.

e Whenever an effect instructs you to “go to #XYZ” — in this case
take the Story card with the mentioned number and resolve it.

@ If the Insider is on this card, go to #33.

Otherwise, place the Insider
on this card.

On their fronts you will find a short narrative introduction — it should be
read when the card is resolved.

0On the back of Story cards you may find 4 different types of effects:

A. Instant Effect — This one-time effect on the lighter background
should always be resolved as soon as the card is flipped (after
reading its front).

B. Ongoing Effect — An effect that is active as long as it is visi-
ble, changing or adding new rules to the game.

C. New Action — Sometimes the Insider will introduce a new
Action that can be performed by Characters.

— These Actions follow the standard rules and cost a cer-
tain number of Action cards that must be discarded to be
performed.

— All other requirements and effects are always written on
the card.

D. Exploration Effect — Such effects should be resolved after
an Exploration card with the symbol is revealed (after re-
solving the Exploration card).

o

All non-Starting Story cards, after being resolved, are placed on top of
the previous Story card. This way only 1 Story card will be visible and
active at any given time.

One exception to this rule is the dotted line.

Cards with dotted lines are resolved the same way, but when the next
Story card is resolved it instead should be placed on top of the dot-
ted card in such a way to cover everything ABOVE the dotted line, and
leave the rest of the card active.

RESOLVING STORY #36
CARDS EXAMPLE

Place the Insider in the Hibernatorium
and the Insider card on the Friendly side.

e —— In the Sprinklers Control Room s
Wake up the Insider - go to #36. N - 7 WAtH thi W sider: T .
V, Remove the Insider from the game.

Whenever an ¥ enters a Room
witha /g ina Section with an G
Deal 1 Hit to that Y.

/At the start of each Cleanup Phase:

Each /8 ina Section with an @B
places a £ on each of their Heavy Items.

Whenever an ¥ enters a Room
Wwitha /5) ina Section with an @8):
Deal 1 Hitto that M.

At the start of each Cleanup Phase:
Each f5) ina Section with an @59
placesa £ on each of their Heavy Items.

For example: A Story card #35 is already active and it instructs you to
"go to #36". The Story card #36 is resolved and then placed on top of
the Story card #35 like in the example above.

After resolving the dotted Story card all effects and Actions that remain
visible are active and available. In the above example, both the Action
and two Ongoing Effects are active.



Many Story cards will instruct you to place an Insider on the map and/
or set up the Insider card. Until that happens those components are
not part of the game.

Note: A Story card may instruct you to only place an Insider, but not
the Insider card, limiting the possible interactions with the Insider.

#12
Place the Insider in the Escape Shuttle
Room and the Insider card
on the Friendly side.

The Insider card is double-sided, showing a Friendly or a Hostile In-
sider, and introduces basic Insider rules — showing the Insider's cur-
rent health and available interactions with her.

If the Insider is placed on the map but the Insider card is NOT, it means
that the Insider is currently completely non-interactive in any way,
both for Characters and the game — unless a Story card specifies oth-
erwise. She may be hiding or may be just protected in another way.

There are a few general Insider rules to note:

e TheInsider is placed only in Rooms and may only Move through
empty Corridors. She also may never Move through Unexplored
Corridors and may not Discover new Rooms.

e The Insider does not interact with any of the Nemesis me-
chanics, unless specified otherwise by Story cards and/or the
Insider card. This includes Fire d

REMOVE THE INSIDER FROM THE GAME

This sentence can be found frequently on the Story cards and
always means “Remove the Insider model, Insider card and all
Story cards from the game."

FRIENDLY INSIDER

Each /g in the Room with the Insider
draws 1 n more after the Drawing Action Cards step.

ve the Insider from a Room (your or a neighboring one)
without an 5 through an empty Corridor.

Then, she makes a Noise roll.

=== l . s
INJURED HEAVILY INJURED

HEALTHY
Serious Wound = lose 2#.

A friendly Insider card means that during the current Story the Insider
is your ally.

When this card is set up place a Universal marker on the left-most slot
of this card's Health track.

The Friendly Insider follows additional rules:

e Each Character in the same Room as the Insider draws 1 more
Action card after the Drawing Action Cards step.

e (Characters in the same or neighboring Room may perform
the Action described on the Insider card to move her.

e |ntruders in the same Room as the Insider, treat her as
a Character last in Turn Order (meaning that Intruders will al-
ways prioritize Attacking other Characters if possible).

e Intruders always move toward Characters if possible, not
the Insider (regardless of distance and situation).

e Larvae never Attack the Insider.

e Qther Intruders may Attack the Insider — whenever this oc-
curs, draw an Intruder Attack card as normal and apply
the effect, losing Insider's Health indicated by the card.

— Gaining Contamination cards is completely ignored.

— Instead of gaining Serious Wounds, the Insider
loses 2 k.

— |f the Universal marker reaches the Q , the Insider dies.

HOSTILE INSIDER

All 8} treat the Insider as an ¥%.
Keep Hits dealt to the Insider on this card.

The Insider and all 5 completely ignore each other.

When this card is set up, it means that during the current Story the In-
sider is your enemy.
The Hostile Insider follows additional rules:

e Intruders and the Insider completely ignore each other.

e Characters treat the Insider as an Intruder — they may Shoot
at the Insider using the standard rules and Kill the Insider
the same way as an Adult Intruder. Hits should be kept on
the Insider card.

The Insider may die in many ways — sometimes she may be killed by
an Intruder, other times by Characters.

Whenever this happens, remove the Insider model and the Insider card
from the game, but leave Story cards intact (unless specified other-
wise on the current Story card).
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