Tinkering Paws
BOARD GAME INSERTS

S.T.A.L.K.E.R.

The Board Game



See page 3 on how to ... See page 48 on how to
set up your insert... set up your 3D printer ...

...orclickherefora \ /

video instruction! *™
P 4



https://youtu.be/4gikxCsg9bo
https://youtu.be/4gikxCsg9bo
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All boxes are marked with a code
(M1, M2, etc.) on their bottom.



Miniature Box M1

Miniature Box M1 holds all Stalker & Companion
Miniatures.

Place Viter and Palkan on the left side. Those slots
are slightly bigger. 5




Miniature Box M2

Miniature Box M2 holds the Duty & Freedom
miniatures and Skill Tokens.




Threat Box TH1

Threat Box TH1 holds Snorks, Controllers,

Bloodsuckers, Chimera and

Ticks (with dead Stalker) on one side,
and Military Enemies, Exoskeleton
Enemies, Zombies & Bandits on

the other side.




Threat Box TH2

Threat Box TH2 holds Rodents, Dogs & Ticks.




Threat Box TH3

Threat Box TH3 holds Poltergeist, Pseudogiant,
Hornhead & Izlom.




Threat Box TH4

Threat Box TH4 holds both Crawls.




Anomalies Box AN1

Anomalies Box AN1 holds all Anomalies.




Token Box T1

Token Box T1 holds all dice and the following tokens:
Bolt, Enemy-HP, Container, Critical Injury & Unknown.




Token Boxes 12

Token Box T2 holds the following tokens: Exposed,
Pin Down, No Visibility, Focus, Trap, Premonition,
Entrance, Companions, Barricade, Trophy,

Enemy Team (Duty & Freedom), Enemy Team,
Artifact, Pseudogiant Carcass, Attention &

Lead Stalker.




Token Box T3

Token Box T3 holds Color Bases, Loot Tokens, Universal
Markers, Stalker HP Markers and all three types of Ma-
gazines.




Token Box T4

Token Box T4 holds all Standee Bases and the
following Zone Survival Tokens: Off, On, Fire,
Map Radiation, Tight Passage & Hole.




Token Box T's

Token Box T5 holds the following Zone Survival
Tokens: Silo, Device, Monolith, Installation, Sandbags,
Safe, Secret Stuff, Heavy MG, Exit, This Enemy,

This Room, Spawn Point A & B, Help, Target,

Dark Entrance, Unique Loot, Mine, Decoder,

Plastic Explosive & Spiked Trap.




Token Box T6

Token Box T6 holds the following Zone Survival
Tokens: Rubble, High / Low Attention, Chest,
Escape, Viewfinder, Manhole, Trap, Barrel, Trader,
Helper, Stranger, Dead Body, Busy, Cloud,

Locked Door, Armored Gate & Key.




Token BoxT7 & T8

Token Boxes T7 & T8 hold all mission-specific tokens.
All compartments are labeled with the related mission
number.




Token Box T¢

Token Box T9 holds the Magnet Die and all Turn To-
kens.




Terrain Box TE1

Terrain Box TE1 holds all L-, U-, & I-shaped pieces, that
do not get preassembled.




Terrain Box TE2

Terrain Box TE2 holds all preassembled doors.




Terrain Box TE3

Terrain Box TE3 holds the Barrell parts and the
preassembled hedges and windows.




Terrain Box TE4

Terrain Box TE4 holds the Tree parts and the preas-
sembled double doors.




Terrain Box

Terrain Box holds the following 3D objects:
T-shaped Fence, Office Stuff, Barrels & Obstacle.




Terrain Box TE6

Terrain Box TE6 holds the following 3D objects:
L-shaped Fence, Barricades & Shelf with Boxes.




Standee Box S1,S2 & S3

Standee Box S1 holds Crawls, Hornhead, Poltergeist, Iz-
lom, Pseudogiant & Chimera.

Place Hornhead & Chimera and I1zlom & Poltergeist
next to each other.

Standee Box S2 holds Bandits, Zombies,
Rodents & Snorks.

Standee Box S3 holds Dogs, Ticks,
Bloodsuckers, Controllers, Military
Enemies & Exoskeleton Enemies.



Standee Box S4 & S5

Standee Box S4 holds the following anomalies: Fire,
Electric, Gravitational I & Gravitational III.

Standee Box St holds the following Anomalies:
Spatial, Chemical, Gravitational Il & Special. =




Coupon Box CO1

Coupon Box CO1 holds the Coupons.




Card Boxes

Card Boxes
Card Boxes
Card Boxes

& C2 hold the big cards.
(3x) & C4 (3x) hold the medium cards.
& C6 (2x) hold the small cards.




Component Storage 1

Start with the Core Game Box. There is no need
to place the Map Tiles exactly as shown, but
make sure the number & size of layers is correct. -

Each image only shows one new layer.

There should be nine layers in the
size of tile 32/43!

Don‘t add any of the
4x4 square Map Tiles yet!




Component Storage 2

Layers 2 - 5. Same size as tile 32/43.




Component Storage 3

Layers 6 - 9. Same size as tile 32/43.




Component Storage 4

Layers 10 - 13. Same size as tile 6/11.

There are also six layers in the size of
tile 6/11 (without the cutout) - which is
about the size of the Player Boards.

Still don‘t add any of the
4x4 square Map Tiles yet!
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Component Storage 5

Layers 14 - 15. Same size as tile 6/11.

After the last layer of tiles, add the
Player Boards as shown.
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Component Storage

Add the 4x4 square Map Tiles and Coupon Box
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Component Storage 7

Proceed with Token Boxes T1 - T8, Card Boxes
Cs and C6 (2x) and Standee Boxes S1 - S5,




Component Storage &

Proceed with Miniature Box M1, Miniature Box M2
and Token Box To.




Component Storage 9

Add the remaining Card Boxes and the Geiger Coun-
ters.




Component Storage 10

Proceed with the Zone Threats or Terrain Game Box.
Add Terrain Boxes TE2 & TE3.
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Component Storage

Add Terrain Boxes &




Component Storage 12

Add Terrain Boxes TE4 & TE6,




Component Storage 13

Proceed with Threat Boxes TH1 & TH3.




Component Storage 14

Now add the remaining boxes.

Make sure that Threat Box TH?2 fits correctly
in the cutout.
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ZONE SURVIVAL
MAP BOOK

Component Storage 15

Place all big booklets and Anomaly Overlays in the
Duty & Freedom Game Box.




Zone Navigation

Wandering the Zone is part of the job

Partarm the follawing steps
1. Fach player without o PDA. takes one
: - it on thair POA
2. 0o ane s th Lead Stalker tohen, the aidest of the players gains the Lead Stalker token and places it on thei
3. Take out the Stash
i POA \
4. Lach player without a Stalker eard takes one fram the Stash and places it ina corrasponding ot ‘"I'“"l'lfc Sk
M thare are rot enough Stalker cards in the Stash, choose new Statker cards from thase remaining \
o that every player has one an phose.
olways avoitable to you during the Zone Exploratio Iﬁ-r)-;!

Equipment in your Stash is
pEn eoch Dl
You may freely move any Equipment cards or Magazines between each playe

and the Stash,
You may redistribute awned Skill tokens betwoen Stalkers [max. 2 per Statker) -
Take oul the Zone Map. Pick ane avallable “Mission” fred) location on the Zone Map, go 1o the correct pag

of the Mission guide and read the Miszion’s Prologuc N L
This does not start the Mission immediately. You will be oble to explore the Zon

N the next step and you will equip yourself an the following pages

7. Pick up to ono available non-"Mission” location on the Zone Map and read its script in the Scripthoak
(back of the Mission gubde)

8. Goto the mext page — Freedam Camp

o

-

Marking locations: )

a pen
Whenever the scripts mention that yau must mark the location on your Tone: Map, it means that ::_u T;:.::I:I\W“E w
ar pencil. Such marked locations becane unavalable. It is usually done when you cannot revisit this P

Component Storage 16

Proceed with the Campaign Binder.




Zone Navigation

Wandering the Zone is part of the job.

E'NO o \oken and places 1L on their POA |

{—} .D'Jtmma . 4 rresponding stol on their POA, \
i sl ol 1 those romaining in the bax §

fead

[ ] Quick

LIl

Trigger - -

‘one Exploration phase.

1l lnaded Amene during 3 4in

S {ap. go lo the correet page

al 3 ing 2 singhe Turn

explore the Zone map

[ Y
D Perfectly Corrected pas

Discard 3 © to ver of dice and sbisin ai loash & mors & WBLIn the Seriptbock

Road

na's Meime

¥ 04 o

Aftar completing all Achievemonts, read Eina's Memory 05 on page §
of Personal Staries Part 2

eans that you mark il using a pen
ol revisil lins location

MOLOCH
[ overkill

Roll at least 3 # maore than required by the highest To Hit value
af the Allacked Enemy.

Riead Maloch's Memory 01 on page 8.

inow Your Strengths

Kir! an Enemy with the “Trigger Happy" Action after raolling the = for it

Read Maloch's Memary 02 on page B

Distant Targets

Have Lo to at least 3 Encmics on the same space wilhin Range A+

Read Maoloch’s Memory 03 on page 8.
Unyielding
Kill an Enamy and have a © and €@ after the Attack.
Read Moloch's Memory 04 on page 9.

After completing all ﬂ.:hievc'mnnls, read Moloch’s Memery 05 on page 9
of Persanal Stories Part 2.

Component Storage

Add the Achievement Sheets.
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Component Storage 18

Add the Maps & Sticker Sheets.




THE BCARD GAME

DUTY & FREEDOM
RULES & MISSION GUIDE
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Component Storage 19

Proceed with the remaining rulebooks.




How to print your digital files

General Settings

e Nozzle Diameter: 0.4mm

e Filament: PLA

e Nozzle Temperature: 210 — 220 °C

» Height of first layer: 0.2 mm

« Height of other layers: 0.2 — 0.3 mm
e Number of perimeters: 2

 Infill: 20 %

e Supports: None

File Information:

Every file needs to be printed once, except the
filename says otherwise:
CS1_x4.stl — print this part four times,

Print card dividers with a color change after the first
layer. This can be done with most slicers and does not
require a multi-material printer.

Token Boxes T7 & T8 require a filament change at 8.7mm.

All STL-files are already orientated correctly
to print them.

For questions or feedback
visit www.tinkeringpaws.de

or write an email to

info@tinkeringpaws.de


http://www.tinkeringpaws.de
mailto:info@tinkeringpaws.de

