Rules of Play

OUTDOOR
SURWVIVAL

OUTDOOR SURVIVALIS THE AVALON HILL GAME COMPANY'S TRADEMARK FOR ITS WILDERNESS SKILLS GAME

INTRODUCTION
OQUTDOOR SURVIVAL s a sunulation of the

essential conditions for staying alive when
unprotected man 1y beset by his environment,
It recreates real world conditions of  the
wilderness, and places trammed and untramed
people moemergency situations. The players
have varying abilities to make the necessary
decisions for survival. This is done through a
nuamber  of scenario situations ot increasing
compexity, which state the abihities of the
Player(s) to survive, and then objectives.

Each scenano contains a “To Win'” section
explamng the goal of that particular game.
These may be solo (for one person) or com-
netitive (for more than one player). Each tumn
i the game represents one day, each hexaaon
on the mapboard represents o width of five
kKilometers (three miles).

QUTDOOR SURVIVAL s actually five
different games. LOST s the “hasic” game in
which yvou must get out of the wilderness
bhefore lack of food and water ends vour
survivatl ability . In SURVIVAL you must get
#cross o large wildeiness area before youw
opponent. In SEARCH  vou  must find
someone who's lost betore the other search
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parties da. In RESCUE you must not only
find the lost party, but by using your survivat
skills, get them out of the wilderness. In
PURSUE vou must, as the escapes, gel out of
the wilderness into a neutral country o, as
the purster capture the 5?5(,:;3;)959 Or, mnoan
adaptation  of this scenarno, ane or more
players can take the pait of hunters while one
player assumes the role of their quany.

GAME COMPONENTS:

1. Rules of Play rolder

2. Primer on survival tins

30227 x 247 Mapboard of “the Wilderness'”

4. One set of die cut playing pieces represent-
Iy PE sons,

5. Maphoard Movement Chart printed on
Ladt of Inside game box.

G. Five scenano cards

7. Fouw ldentical Life Level tndex chart cards

8. One de

9. Buasie Game Rules Card: Newconmes 1o

simudation gaming should play the Basic
Game first. Onee mastered, mowve onto the
regular game described in this Rules of
Play Folder,



DIE CUT PLAYING PIECES

Each set of colored pieces represents one
person, hereafter called ‘‘Person counters.”
The letters A through O reflect the physical
condition of that person. We will hereafter
refer to physical condition as "“Life Level.”
Life Level A" is the peak condition which
can deteriorate if that person’s daily require-
ments of food and water are not satisfied. The
number printed on each Person Counter is its
“Movement Allowance” and it tells how
many clear terrain mapboard hexes a person
can move through when he is in that life
level. For example, a person starting out in
Life Level ““A’ can move through 6 clear
hexes per turn. However, if the physical con-
dition has been weakened to, say Life Level
"“D,” he could move only 4 ciear terrain hexes
per turn. Each player also has a ""Food Index’’
counter and a “Water Index’" Counter which
are used on the Life Level Index Chart cards.
Counters labeled “‘Life Level Index’" are used
only when employing optional rules, Set them
aside for now.

LIFE LEVEL INDEX CHART

Each player takes one chart, all charts being
identical. Before starting the first turn, each
player piaces all of his Person counters on the
row of boxes labeled “LIFE LEVEL
INDEX.” He also places a Water Index
Counter on the ""Start Here’' box of the Water
Index row, doing likewise with his Food
Index counter.

MAPBOARD MOVEMENT CHART

This chart is printed on the lid cover of the
inside game box and should be kept in view at
all times, or until such time as it has become
memorized by each player. It determines
exactly how many hexes a person may travel
through, depending upon the “difficulty’’ of
specific terrain.

printed on each card itself. When selecting a
specific scenario, it must be kept out on the
table in easy view of each player.

1. LOST — This recreates the situation of
someone who, while camping or hiking has
lost his way and run ocut of supplies. This
situation could also apply to someone
stranded in a desolate area through an
accident.

2. SURVIVAL — This situation is actually
something of a variation on the LOST
situation, In this case the lost people must
traverse a wide tract of wilderness in order
to get home. This situation could also
represent a ’race’’ between people who
like to live dangerously.

3. SEARCH — This is one of the most
common real life situations. Someone is
lost and you have to go looking for him,
This situation assumes that once the lost
party is found, transportation can be
provided to lift rescued and rescuer to
civilization.

4. RESCUE — A variation of SEARCH in
which the rescuer, having found the lost
party, guides them to safety through the
wilderness. For the search phase of this
game it is assumed that the searchers have
the appropriate equipment and supplies.

5. PURSUE — Offers two adaptations on
which players can add their own varia-
tions. For the war game buff, this game
provides the ingredients for an escaped-
prisoner-of-war-chased-by-guards situation.
For the outdoorsman, the adaptation
applies to hunters pursuing a beast.

It is suggested that the WILDERNESS
ENCOUNTER situations on the reverse side
of each scenario card be used only after
becoming familiar with the play of several
scenarios. Then consult the OPTIONAL
RULES section of this folder.


















