In a dark, alternate future, Bolivar Trask’s army of gargantuan Sentinel robots are
systematically hunting down mutantkind. Cold and calculating, these giants adapt
to each new strategy the heroes devise. But an even greater threat looms ahead, as
Nimrod, an extremely advanced new Sentinel prototype, is being activated. Is there
time to stop it?

This expansion brings the daunting fight against the gigantic Sentinels and the highly
advanced Nimrod. In this unique game mode, the Heroes will need to first take out the
sentinels, whose activation protocol immediately reacts to everything they do, to then face
off against Nimrod. The longer they take, the stronger Nimrod becomes.

To aid them in this fight, players can rely on Logan, the middle-aged Wolverine from this
alternate future. Players can also add the Challenge of any of the Sentinels to their other
games, settinga relentless hunter on their tail to make things much more dangerous.
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When playing against Nimrod and the SentinelsC follow all the standard rules frop
the Core Box, with the following changes or additions.

SETUP

m Do not use the Mission Guide or the Mission cards for this game.

I Place the Days of Future past Villain dashboard on the center of the taple.
== Nimrod and each of the Sentinels has their own Health pile that must pe
filled. Give each player a sentinel Activation Protocol reference card.

n Place the Sentinel pieces in the Villain's starting Location.

e In a 2-Hero game, place sentinels | and Il and assign the corresponding
Sentinel Target tokens to each Hero.

o Ina 3-Hero game, place all 3 Sentinels and assign the Sentinel Target tokens
to each Hero.

« In a 4-Hero game, place all 3 Sentinels and assign the Sentinel Target tokens
to 3 of the Heroes. 1Hero will have no token.

SENTINEL I

Place the Nimrod piece aside, along with the Nimrod Master Plan deck.
Nimrod will enter play when the last Sentinel is defeated.
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SENTINELS AND ACTIVATION PROTOCOL

The Sentinels are vulnerable to damage from the be
sentinels don’t have a Master Plan deck and don't per
As such, the Heroes start the game.

ginning of the game. The
form regular Villain turns,

After each Hero turn, the Sentinel matching that Hero's Senti

will activate, following the SENTINEL ACTIVATION PROTOCOL: 2 et e

a

Look at the symbols at the bottom of the last 2 Hero cards i i

: : _ s in the Storyline
Then, have the activated Sentinel perform the task c i :
symbol, in order: A5 orresponding to each

>SENTINEL_ACTIVATION_FROTOCOL

g [ = Move 1 Location closer to the Hero with the correspondi
. {the Hero with spondin
Sentinel Target token. If the Sentinel already is in that Hero's Lgcatior?
increase the Nimrod Activation track by 1 instead. :

g [E% = Add 1@ to the Sentinel's Location.
[ = Deal 1 damage to 1 Hero in the Sentinel's Location, if any.
g B0 = ) for ach Sentinel Production Threat card in

play (can’t go above the sta lue). If the Sentinel was already at
full Health, increase the Nimrod Activation track by 1instead.

If the last Hero ca pecial Effect, increase the Nimrod

"~ Activation track b

| If the Hero with :the_ oﬁesponding Sentinel Target token is in the
activated Sentinel’s Location, deal 1 damage to that Hero.

Exar(nple 1: Logan just ended his turn. He has the Sentinel Il Target token, so
Sentinel Il is activated. He looks at the symbols at the bottom of the last 2
Hero cards in the Storyline and there are 1 #* , 1 &, and 1 7= . While 1 of
the cards has a Special Effect, it is not the last one. So, Sentinel Il moves 1
Location closer to Logan, adds 1 (8) in the Location it ended its movement in,
and finally deals 1 damage to a Hero there (the players choose).

If a Hero does not have a Sentinel Target token, at the'end. of their turp,
they must activate a Sentinel of their choice. For that activation, the Hero is
considered to have that Sentinel’s corresponding Target token.

« The Sentinels are not considered Villains or Henchmen when resolving any

special effects. ke,
o The Sentinel activation is not considered a Vlll_am t.urn, :
« If one of the last 2 Hero cards in the Storyline is facedown, the Sentinel

simply doesn’t get any benefit from the facedown card for its activation.

Example 2: Kitty Pryde just ended her turn. She has no Sentinel Target token,
so she must activate a Sentinel of her choice. She chooses Sentinel II. She
looks at the symbols at the bottom of the last 2 Hero cards in the Storyline
and there are 1 [7@ and 2 #* . Also, the last Hero card has a Special Effect.
So, Sentinel Il moves 1 Location towards Kitty, reaching her Location. It should
move again, but since it's already in its target Location, the Nimrod Activation
track is increased by 1 instead. Then, as there are still 2 Sentinel Production
Threat cards in play, Sentinel Il can recover 2 Health. Since it had suffered only
1 damage, it recovers only 1 Health. The Nimrod Activation track is increased
by 1 more due to the last Hero card having a Special Effect. Finally, since Kitty
is in Sentinel II's Location, she takes 1 damage.

When a Sentinel is defeated, remove it from the game and discard its corresponding
Sentinel Target token. From then on, the Hero who had that token will choose one
of the remaining Sentinels to activate after their turn.

Shuffle the 3 Sentinel Target tokens facedown and put them in a pile.
At the end of each Hero turn, reveal the first token and activate the
corresponding Sentinel. When the last token has been revealed and that
Sentinel activated, reshuffle the token pile. When a Sentinel is defeated,

remove its corresponding token.
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Nimrod enters play at the end of the Hero turn in which the last Sentinel was
defeated. He is placed in the starting Villain Location and immediately plays a

Master Plan card.
Nimrod is vulnerable to damage as soon as he enters play.

Nimrod is always Under Pressure, adding a Master Plan card to the Storyline every
2 Hero cards. If all Heroes but 1 are eliminated, that Hero will play 2 consecutive
turns before Nimrod's turn.

VILLAINDUS PLOTS AND KO RULES

The Villain Dashboard is divided into 3 parts:

« The blue top is only in effect while fighting the Sentinels. This includes the
Sentinel KO rules.

« The gray middle is always in effect, both when fighting the Sentinels and
when fighting Nimrod. This includes the Overflow effect and the Nimrod
Activation Track Villainous Plot.

« The pink bottom is only in effect once the Heroes are fighting Nimrod. This
includes the Nimrod KO rules and Villainous Plot.

SENTINELICHAULENGESIS

A Sentinel Challenge can be added to any game against a different Villain, bringing
in a Sentinel to relentlessly hunt the Heroes. Players can choose the Challenge
associated with any one of the Sentinels, each of them operating in a slightly
different way.

The Sential cane b damaged uni
s Villin becomes Under Pres
Afte sach Hora turn, the Sentinl scts

A (gD o | s (cant

o e St 2 ¥

- sewady hlding » Horo,doa 1| damage,
T T 77 7 7

During setup, place the chosen Sentinel in the Villain's starting Location and take
the corresponding Sentinel Challenge card, which [ists its activation protocol.
The Sentinel Target tokens are not used with this Challenge.

The Sentinel’s starting Health is listed on the Challenge card. The Sentinel cannot
be damaged until the Villain becomes Under Pressure.

tes. Look at the symbols at the bottom of the
he Sentinel perform the task corresponding
| displayed on its Challenge card.

After each Hero turn, the Sentinel activa
(ast Hero card in the Storyline. Then, have t
to each symbol in order, following the protoco

The first 3 tasks are common to all Sentinels, while the 4™ is unique to each one:

| 2

m £ = Move 1 Location closer to the Hero who just took their turn.

E% = Add 1[0 to the Sentinel’s Location.

I ﬂ = Deal 1 damage to 1 Hero in the Sentinel's Location. If there are
none, move 1 Location closer to the Hero who just took their turn.

Sentinel |
n @ = Gain 1 Health (may go above starting value).

Sentinel Il

Eﬂ [BL = Take the earliest faceup card in the Storyline belonging to the
~ Hero who just took their turn, and which has a Special Effect, and flip it

facedown (if possible).
Sentinel 1l

B [27 = Take 1 Hero in the Sentinel’s Location and put them in its hand.
If the Sentinel was already holding a Hero, that Hero takes 1 damage
instead. A grabbed Hero can't do anything and moves with the Sentinel.
On their turn, the Hero must first use a £33 to escape (stays in the same
Location) before they can do anything else.

The S_entinel is not considered a Villain or a Henchman. The Sentinel activation is not
considered a Villain turn. When the Sentinel is defeated, remove it from the game.
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