
GAME OVERVIEW
At the start of the game, the players are secretly divided into two teams—
Hunters and Rescuers.  You’ll know which team you are on, but you 
won’t know who else is on your team, and who isn’t.  Everyone on a 
team wins, or loses together.

The game is played over several rounds, with cards played to 
advance the Rescuers and Hunter’s efforts to win the game.  In 
each round a Leader will be elected to decide which card to play 
for the Rescuers.  The elected Leader assigns another person that 
must play a card for the Hunters.

Throughout the game you’ll use abilities, deduction, and guesswork to 
determine your team members, and together strive to win as a team.

A fundamental rule of the game is that players may say anything that 
they want during the game, regardless of the truth of their statements.

14+

4-6

30-45 m

INTRODUCTION
In EXODUS: PARIS NOUVEAU, you’re a member of a specialist team sent on a 
rescue mission to save refugees trapped in an urban warzone. 

“We’ve all heard the claims, of people being hunted, captured. But no one’s been 
able to confirm, and no one knows why. Biological warfare experiments? Twisted 
sport? Don’t know. All we know is that we want to rescue as many refugees 
from that hellhole as possible, so we’re going in. Be on your guard, though—
our last team didn’t come back. We’re investigating if some of them may have 
been corrupted by the hunters; maybe they saw their opportunity and took it 
for who-knows-what kind of reward. But you’ve been together since this war 
began, saving each other’s backs any number of times, and we’re confident 
that your team is as solid as there is. So let’s do this. Good luck.”
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COMPONENTS
A 1 Tail-end Charlie (TEC) token
B 6 cover tokens 
C 6 distance tokens
D 1 tableau
E 9 character cards:

F Name
G Character number
H Ability

I 13 life tokens 
J 62 voting tokens
K 80 distance cards:

L Distance value
M Victory point icon(s) 
N ‘Lose life’ icon
O ‘Lose cover’ icon

P 1 Leader token
Q 6 secret ID cards

EXAMPLE GAME SETUP

EXAMPLE PLAYER SETUP
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SETUP
1 Place the tableau in the play area such that there’s sufficient 

space for a line of seven (or more) cards stemming from the 
“Rescuer” side of the tile, and a similarly sized line from the 
“Hunter” side. 

2 Place the six cover tokens beside the “Cover Token” side of the 
tableau, and five distance tokens beside the “Distance Token” 
side of the tableau. Set the last distance token aside.

3 Place the Tail-end Charlie (TEC) token in the play area, ready for use.
4 Shuffle the character cards and deal one to each player. These are 

placed faceup in front of the players, visible to all. Remove the 
remaining character cards from the game.

5 Each player receives two life tokens and ten voting tokens in one 
color, adding them to their personal supply. Remove any unused 
life tokens from the game.

6 Shuffle the distance cards and deal two facedown to each player. 
These form that player’s hand. Place the remaining cards in a 
facedown deck within easy reach of the players, leaving space 
beside it for a discard pile.

7 The player with the lowest character number (found in the top 
right corner of the character cards) is given the Leader token.

8 Depending on the number of players, create the secret ID deck 
which consists of: 
Four players: two hunter cards and two rescuer cards. 
Five players: three hunter cards and three rescuer cards. 
Six players: three hunter cards and three rescuer cards. 
Shuffle the secret ID deck and deal one card facedown to each 
player. A player may look at their secret ID card at any time during 
the game, but cannot show it to the other players. (It’s typically 
tucked facedown under that player’s character card rather than kept in hand, to 
reduce the chance of it being inadvertently seen by another player.) 

Remove any unused secret ID cards from the game. 

EXAMPLE PLAYER SETUP
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PLAYING THE GAME
The game will end after seven rounds, at which point the team with the most victory points wins. 
(The game may end in a number of other ways, for example if a player loses their last life token, or the last cover token is 
removed; but this will be covered in more detail in the End Of The Game section. In the meantime ...)

Each round consists of the following five steps: 1) Elect A Leader, 2) Choose Tail-End Charlie (TEC), 
3) Submit Distance Cards, 4) Rescuers Advance, 5) Hunters Advance.

Each player’s character card has an ability.  See the Ability Rules section below for details on when 
abilities can be used.

And remember - discussion of any and every kind is allowed and encouraged at all steps!
PLAYING A ROUND

STEP 1: ELECT A LEADER
Players can openly discuss who they think should be the Leader, and should be 
encouraged to do so. Once the discussion comes to a close, each player places 
their remaining voting tokens in their left hand and secretly chooses how many 
voting tokens they wish to use in this election, transferring those tokens to their 
right hand. 

When ready, all players simultaneously reveal the voting tokens in their right hand.

Starting with the player to the left of the Leader and continuing clockwise once around the table 
(finishing with the Leader), each player declares who they wish to assign the voting tokens in their 
right hand to (which may be anyone, including themselves!).

They denote this by placing those voting tokens in front of the player they want to vote for.  The 
player who is assigned the most voting tokens is elected the new Leader and takes the Leader 
token. If there’s a tie for first, the current Leader decides who will be the new Leader from amongst 
those tied players.

All revealed voting tokens are removed from the game, and players return their remaining voting 
tokens to the table in front of them. The number of voting tokens a player has left is 
always common knowledge.

STEP 2: CHOOSE TAIL-END CHARLIE
The Leader must choose a player other than themselves to be the Tail-end Charlie 
(TEC) for this round, and that player takes the TEC token.
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STEP 3: SUBMIT DISTANCE CARDS
Starting with the player to the left of the Leader and continuing clockwise around the table, each 
player (including the Leader), has one turn. On their turn, a player may either:

➠➠ Submit a distance card—the player chooses one distance card from their hand and places 
it facedown in front of them, unseen by the other players, and then draws one distance 
card from the deck to replenish their hand, OR
➠➠ Pass.

Players may, or may not, discuss information about the card they’ve submitted and/or offer 
advice to the Leader about which cards to choose!

Note: If the distance deck is ever empty, immediately shuffle the discard pile to form a new distance deck.

STEP 4: RESCUERS ADVANCE
If four or more cards are submitted, the Leader must choose three of those, and must choose 
without looking at them (making their choice based on past behavior and instinct, in the hope 
of acquiring a selection of cards that serves their team’s purpose). If three or fewer cards are 
submitted, the Leader must choose all the submitted cards. 

Place all non-chosen submitted cards (if any) in the discard pile, facedown and unseen.

The Leader gathers the chosen cards into a facedown pile (without looking at them), and draws 
cards facedown from the distance deck, adding them to the pile until there are four cards. The 
Leader then shuffles that pile and (again without looking) removes one card at random, placing it 
in the discard pile, facedown and unseen.

The Leader may now (finally!) look at the remaining three cards. They must 
choose one of those cards, and place it faceup beside the “Rescuer” side of 
the tableau. (In effect, awarding those card’s distance and victory points to 
the rescuer team!) If there are one or more cards already there, place this new 
card adjacent to them, forming a line of cards, all visible. This is known as the 
rescuer line. The two non-chosen cards are placed, facedown and unseen by 
the other players, in the discard pile.

The icon effects of the newly placed card are now resolved, in order from top to bottom: 

➠➠ If it has a ‘lose life’ icon, the Leader loses one of their life tokens.
➠➠ If it has a ‘lose cover’ icon, remove one cover token (from those beside the tableau) from the game.

The Leader is allowed to discuss any information they like about the cards they see. 
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STEP 5: HUNTERS ADVANCE
The TEC draws two cards from the distance deck. They must choose one of 
those cards, and place it faceup beside the “Hunter” side of the tableau. 
(In effect, awarding those card’s distance and victory points to the hunter 
team!) If there are one or more cards already there, place the new card 
adjacent to them, forming a line of cards, all visible. This is known as the 
hunter line. The non-chosen card is placed facedown, unseen by the other 
players, in the discard pile.

The icon effects of the newly placed card are now resolved, in order from top to bottom: 

➠➠ If it has a ‘lose life’ icon, the TEC loses one of their life tokens.

➠➠ If it has a ‘lose cover’ icon, take one cover token (from those beside the tableau) and remove it from 
the game. 

The TEC is allowed to discuss any information they like about the cards they see.

Having completed their task, the TEC role is relinquished and the TEC token placed back in the play 
area, ready for next round.

Communication
The more discussion, the more enjoyable the game! 
The Leader is encouraged to promote the kind of card they’re seeking, including what aspects they care about and 

what may be of less importance to them. For example, they might prefer a card with a high distance value, but not be 
too worried about the VP value, and they might be prepared to lose a life if needed. 

For each card submitted, a player may discuss any level of information (precise or general) about any and all aspects 
of that card, being the distance value, the VP value, the presence of a ‘lose life’  icon, or the presence of a ‘lose 
cover’  icon. 

The Leader and TEC are allowed to discuss any information they choose about the cards they see.
There’s just one important thing to note … players are permitted to lie through their teeth whenever it suits. And 

therein lies the game!

ABILITY RULES
The following rules apply to all abilities:
➠➠ Each ability can be used a maximum of once per round, and never during setup.

➠➠ Abilities with a “When you are elected Leader” clause can be triggered after every election, even if a player 
was re-elected as the Leader.

➠➠ When a token is to be “removed,” set it aside.

➠➠ When a token is to be “added,” use a token of that kind that’s been set aside. If no token of that kind has 
been set aside, the ability can’t be used.

➠➠ When a voting token is paid by a player, it’s taken from their personal supply and removed from the game.
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END OF THE GAME
The game may end in a number of ways:

➠➠ If a player has no life tokens, the game immediately ends. That player reveals their secret ID card and their 
team loses, resulting in a win to the other team.

➠➠ The hunters win (and the rescuers lose) immediately if no cover tokens remain in the game.

Note: If a distance card would trigger both conditions (i.e. the Leader losing their last life token and the last 
cover token being removed), because the effects on a distance card are resolved in order from top to bottom, 
the game would end immediately when the Leader has zero life tokens, before resolving the removal of a 
cover token.

➠➠ At the end of the round, the hunters win (and the rescuers lose) if the total hunter distance (i.e. the sum of 
the distance values on all faceup cards in the hunter line) is equal to or exceeds the total rescuer distance 
(i.e. the number of distance tokens remaining in the game plus the sum of the distance values on all 
faceup cards in the rescuer line).

Note: Facedown cards in a line (which may happen as a result of an ability) do not contribute their distance 
values.

If the game hasn’t ended beforehand, it concludes at the end of the 
seventh round. In this case, the rescuer’s team score is the number 
of victory point icons on the faceup cards in the rescuer line (i.e. 
each  icon is worth one victory point), and the hunter’s team 
score is the number of victory point icons on the faceup cards in the 
hunter line. Whichever team has the higher score wins. 

Note: Facedown cards in a line contribute no victory points. 

If scores are tied, continue playing rounds until either a win 
condition has been met or, at the end of a round, one team has a 
higher score than the other, at which point they are declared the 
winning team.

DISTANCE DECK 
OVERVIEW

LOSE LIFE %  IN DECK
 50%
W/O  50%

LOSE COVER %  IN DECK
 50%
W/O  5O%

DISTANCE %  IN DECK

1     20%

2  20%

3  20%

4  20%

5  20%

VICTORY POINTS %  IN DECK
0 25%
1  25%
2  25%
3   25%
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EXAMPLE OF A ROUND
Abby, Bob, Candi, and Denzel are playing EXODUS. 
During Setup, Abby was dealt the Muscle character 
card, Bob the Spotter, Candi the Guard, and Denzel 
the Broker. They were each dealt an ID card and 
two distance cards, which they have kept secret 
from each other. 

STEP 1
At the start of the first round, they discuss who they 
think should be Leader, but they don’t know who 
they can trust yet. Once the discussion is over, they 
each place all of their voting tokens in their hands 
under the table. They place any amount of them in 
their right hand and place that closed fist on the 
table. Once every player has their right hand on the 
table, they reveal how many tokens they are using 
for voting this round.

• Abby used one token.
• Bob used two.
• Candi and Denzel used zero, choosing to save 

all of their voting tokens for a later round.

Abby knows that Bob is going to decide who 
becomes Leader since he is casting the majority of 
the votes this round. In an attempt to curry Bob’s 
favor, Abby votes for Bob. Bob votes for himself and 
becomes the Leader. Bob is given the Leader token.

STEP 2
Candi is the Guard, whose ability allows her to buy 
the TEC token before the Leader chooses TEC, but 
she chooses not to use it this round. Bob chooses 
Abby to be TEC. Abby is given the TEC token.

ABBY

ABBY

BOB

BOB

CANDI

DENZEL
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STEP 3
Candi is to the left of Bob, so she is 
the first player to take a turn in Step 
3. Candi says, “Bob, I’m a rescuer like 
you, but my hand is not very good. I’m 
going to submit a card that is bad 
for us. I really want to draw a new 
card so that I have better options in 
the future, but you should not pick 
my card.” Candi places one of her 
distance cards facedown on the table 
and draws a new distance card. 

Denzel’s turn is next. He has decided 
that he doesn’t know if he can trust 
Bob so he has decided not to submit 
a card.

Abby is next in the turn order. Abby 
says, “I have a card with pretty good 
distance, okay victory points (VP), 
and a ‘lose cover’ icon.” Abby places 
a card facedown on the table and 
draws a new card.

As the Spotter, Bob can now pay 
one voting token to look at one of 
the submitted cards. Bob pays one 
token to look at the card that Abby 
submitted. Bob sees a card with 3 
distance, 1 VP, and a ‘lose cover’ icon. 
Bob knows that Abby is telling the 
truth for now. 

Bob chooses to submit one of his 
own cards and draws a new card.

ABBY

BOB

CANDI

DENZEL
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STEP 4
Only three cards were 
submitted, so Bob has to 
take all three of the cards 
despite Candi’s warning of her 
submitting a bad card. Bob 
places all three of the cards 
in a pile without looking at 
them.

He adds a random card from 
the deck facedown to this 
pile. 

Bob shuffles the pile and 
randomly discards one of the 
cards facedown to the discard 
pile.

Then, Bob looks at the three 
remaining cards. One is Abby’s 
card. The other two have ‘lose 
life’ icons. Even though one 
of those two cards has good 
distance and VP, Bob doesn’t 
want to lose a life this early 
in the game. Bob chooses to 
play the card Abby submitted. 
He places that card next 
to the Rescuer side of the 
tableau.

Finally, Bob sets aside one of 
the cover tokens because the 
card he played had a ‘lose 
cover’ icon on it.

BOB
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STEP 5
Since Abby is TEC, she now draws 
two cards from the distance deck 
and looks at them without showing 
the other players. Both cards have 
‘lose cover’ icons on them. Abby is 
a rescuer, so she wants to play the 
card that is best for the rescuers, but 
she might have a hard time getting 
people to trust her if she causes a 
second cover to be lost this round. 
Abby has no choice when it comes 
to cover, but she can minimize the 
damage elsewhere. 

Abby chooses to play the distance 
card that has 1 distance, 1 VP, and a 
cover loss. She then pleads her case 
by citing how low the distance and 
VP values are. Abby sets aside one of 
the cover tokens and returns the TEC 
token to the middle of the table.

Together, they make sure the rescuers 
have more distance than the hunters, 
which they do 8 to 1. They check to 
see if any player is out of life tokens, 
and they check to make sure that 
there is at least one cover token 
remaining.

Finally, play proceeds to the next 
round and players will vote again for 
the Leader.

ABBY
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A fast paced game 
of manipulation, 

bribery, and bluff for 
2 to 6 players.

The
Resistance
The ultimate game of 

hidden identities, 
deduction, and deception 

for 5 to 10 players.


	_7bhwhub2wygu

