
INTRODUCTION
Hey there, all you bellycrawlers! Ready yourselves, because it’s time for a fiery mayhem of the highest order!

New islands appear out of toxic waters surrounding Gastropodia and new, powerful leaders join the ferocious fight 
for domination. They reach for weapons of mass destruction to show their rivals that their faction will prevail. 

Battle-hardened soldiers join their cause, while a sea breeze carries bullets and grenades further than ever before.

So, get your shells, buckle up, lock and load, and crawl straight to combat!

Fire in the Shell is an expansion for Snails – a dynamic game for 2-4 players about squads of pumped 
up mollusks. It expands upon the base game, adding never-seen-before elements: wholly new factions 
with unique special abilities and action cards, new terrain tiles enabling you to play even bigger battles, 

additional rules featuring the wind and soldier specializations in snail squads, and a lot more...

You thought that playing Snails is crazy? Think twice, because now you will really feel on fire!
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KItE Shield

 the attacked snail by 2 spaces.

SPECIALISTS MODULE – ABILITIES
SPECIALISTS MODULE – ABILITIES

 
GRUNT – This soldier is immune to the  effect. 

SCOUT – This soldier cannot be targeted by attacks and effects 

with , unless they are resolved in range 0 (i.e. on its space). 

 attacks and effects targeting whole spaces affect the Scout 

normally, no matter the range.
MEDIC – This soldier may heal a friendly snail during its 

player’s turn, if either: a)  The Medic ends its action, which encompasses moving or 

placing, on a space with a friendly snail. 

b) A friendly snail ends its action, which encompasses moving or placing, 

on a space with the friendly Medic. 
The Medic heals 10  (or 5 , if it heals itself) once per round. 

It should be marked by flipping the player’s 1st aid marker to its passive 

(grey) side. The marker should be flipped back to its active (player color) 

side in the Cleaning Phase.

WIND MODULE – RESOLVING ATTACKS

WIND MODULE – RESOLVING ATTACKS
The wind direction is indicated by the arrow on the compass rose marker. The 1st 

player rolls 1 attack die at the end of each Drawing Phase (except for the first round) 

and rotates the marker clockwise based on the result:
 The player rotates the marker by 1 side. 

 The player rotates the marker by 2 sides. 
 The player rotates the marker by 3 sides.

Wind effects are resolved only when an attack misses and it 

required rolling at least 1 attack die. 
1.  Wind Direction: The active player checks the current wind direction. The attack affects 

a space in range 1 from the original target located in the indicated direction. The space 

can be outside of the normal range of the attack card used and on a higher level. 

2.  New Attack Target:  attacks affect the whole space indicated by the wind direction. 

 attacks affect 1 snail on the space indicated by the wind direction. If 2+ snails are 

on that space, the attack affects the snail belonging to the 

person sitting to the left of the active player. 
3.  Attack Effects: The active player resolves all attack 

effects for the lowest result icon on the attack card.
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SCOUT – This soldier cannot be targeted by attacks and effects 
with , unless they are resolved in range 0 (i.e. on its space). 

 attacks and effects targeting whole spaces affect the Scout 
normally, no matter the range.

MEDIC – This soldier may heal a friendly snail during its 
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a)  The Medic ends its action, which encompasses moving or 
placing, on a space with a friendly snail. 
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The wind direction is indicated by the arrow on the compass rose marker. The 1st 
player rolls 1 attack die at the end of each Drawing Phase (except for the first round) 
and rotates the marker clockwise based on the result:

 The player rotates the marker by 1 side. 
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Wind effects are resolved only when an attack misses and it 
required rolling at least 1 attack die. 

1.  Wind Direction: The active player checks the current wind direction. The attack affects 
a space in range 1 from the original target located in the indicated direction. The space 
can be outside of the normal range of the attack card used and on a higher level. 
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3.  Attack Effects: The active player resolves all attack 
effects for the lowest result icon on the attack card.
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NEW GAME ELEMENTS SETUP

NEW GAME ELEMENTS OVERVIEW

The Fire in the Shell expansion introduces new game elements to Snails. This section of the rulebook contains information regarding the setup of new elements.
•	 Mix new terrain tiles with their corresponding terrain tiles from the base game based on their backs (beaches, meadows and mountains). From now on, 

you have a larger pool of available tiles to choose from, which improves the replayability and offers new board layouts. 
Important: In case of the basic board setup, after placing all terrain tiles you will have a number of unused tiles of each type. Place them back into the box 
without looking at them.

•	 Separate new faction action cards from the other new action cards and add them to the faction action cards from the base game. Shuffle the other action 
cards into the arsenal deck.

•	 Add new faction tiles, leader markers, leader health tokens and leader declaration tokens to their corresponding game elements from the base game. 
They introduce new factions to be chosen by players in the third step of the player setup.

•	 Each player takes 1 new reference sheet – it features the new rules summary and expansion game element overview.
•	 Place additional fire tokens, damaged terrain tokens, Dead Weight Tokens, and the used faction ability marker into the pool.
•	 Set aside the Compass Rose Marker and 1st Aid Markers. They are needed only when you introduce the Specialists and/or Wind module into the game 

(see p. 5 and 6).

This expansion introduces new game elements, their content and rules corresponding to the base game, such as action cards and terrain tiles. Additionally, 
some elements are connected with two optional modules described in detail later in the rulebook.

NEW TERRAIN TILES
BEACH
There are 6 new beach tiles in the game. Their backs feature 3 Twin Barrels and 3 Fertilizers, 
respectively.
If a beach tile is destroyed and its back shows twin barrels, immediately move the contamination 
marker 2 spaces up the track. On the other hand, if its back shows fertilizers, all snails currently in 
the water are immediately dealt 5  (this effect also affects snails from the Pirates faction).

MEADOW
There are 4 new meadow tiles. Their backs feature 1 Turnip, 1 Turnip and an Action 
Card and 2 Eggshells. If a meadow tile is destroyed using the basic action card Dig 
or the special action card Golden Shovel and its back features a turnip, the active 
snail heals 5 . If it also shows an action card, the active player draws 1 card from 
the arsenal deck. If a meadow space is destroyed in any other way, no additional 
action cards are drawn and no healing is resolved. If a meadow tile is destroyed 
and its back shows eggshells, each snail on the destroyed tile is pushed .  
The 1st player chooses, where the affected snails are .

MOUNTAIN
There are 2 new mountain tiles. Their backs feature Salt Deposits. If a mountain 
tile is destroyed and its back shows a salt deposit, each snail on the destroyed tile tile 
immediately leaves the shell.

Mountain Front and Possible Back: Salt Deposit

Beach Front and Possible Backs: Turnip,  
Turnip with 1 extra Action Card and Eggshells

Beach Front and Possible Backs: 
Fertilizers and Twin Barrels
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NEW FACTION SPECIAL ABILITIES
You may command one of four new snail factions represented by various 
leaders. Similarly to the base game, unique faction special abilities are 
marked on faction tiles and action cards. Additionally, the expansion contains 
1 used faction ability marker because of new factions utilizing it.

CYBORGS 
TARGETERS: When you resolve a red action card requiring you 
to roll at least 1 attack die, you may treat it as if it featured the 

 icon.

DRUIDS
ONENESS WITH THE LAND: When one of your effects causes a 
terrain tile to be destroyed or damaged, you may additionally 
damage an adjacent tile. This effect can be used once per round.

MOBSTERS
ACE IN THE HOLE: When you draw action cards in the Drawing 
Phase, draw 2 additional cards and discard 2 cards, keeping 1 card 
out of 3 cards just drawn. Additionally, during the player setup at 
the beginning of the game, you draw 1 additional action card.

KNIGHTS
DEFENSIVE STANCE: When you resolve any action with a snail in 
the shell, you may decide that it does not leave the shell no matter 
the resolved action. This effect can be used once per round.

NEW TOKENS
This expansion introduces one new token type, whose description does not fit 
on its action card. It is described in detail below and on new reference sheets.

DEAD WEIGHT
This token appears on the board after playing the Dead 
Weight action card. The active player puts this token on 
the space of the snail resolving this action. A dead weight 
token cannot be put on a water space. In the first step of 
the Cleaning Phase a terrain tile with a dead weight token 
is . Then put that dead weight token on the tile 
directly underneath the destroyed tile. If this token 
would be put on a water space, discard it.

NEW RULES
This section of the rulebook contains detailed clarifications and thorough 
overviews of the base game rules. They should be used in all games, both 
using base game elements and additional elements from this and future 
expansions, modules and game modes.

ACTION CARD DISCARD PILE
Whenever any effect allows a player to draw cards from the discard pile 
or search it – e.g. the Claw faction action card from the base game or the 
Litterbuss from this expansion – the active player first shuffles the discard 
pile, then draws the proper number of action cards from it (or searches it) 
and resolves the effect. After resolving the effect the discard pile should be 
placed back, face-up, next to the arsenal deck.

ARSENAL ACTION CARDS EXPANDING  
BASIC ACTION CARD EFFECTS
Various Snails expansions contain arsenal action cards that enable players to 
perform a basic action, e.g. Dig or Aim, but also have other effects. Some of 
those are the 1st Aid Shell, Crawlie-talkie or the Insect Drone (Supply Drop 
mini-expansion). Such cards feature a basic action name in italics. When the 
active player resolves such a card, they take into consideration all possibilities 
and limitations of the basic action mentioned on that card, i.e. the card 
enables them to perform the basic action and additionally resolve some extra 
effect directly connected with the action. For example, the Combat Mole 
card cannot be resolved by a snail in the water, because the basic action 
Dig cannot be performed on a water space. Similarly, the Insect Drone card 
will immediately lose its effect when the snail using it ends up on a water 
space (because that is what happens in case of the basic action Aim).
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SPECIALISTS
This module has been designed for players who expect more strategy. It 
introduces rules for Specialists, providing common soldiers with new, unique 
abilities. If players choose to use this module, in the second step of the 
player setup each of them should take the 1st aid marker in their player 
color (in addition to all other player components of that color). They place it 
on their faction tile with the active (player color) side face-up.
Below you can find descriptions of soldier special abilities. They work 
independently and in addition to faction abilities of various players.

GRUNT
Each Grunt is a squad tough guy. Its ability is 
permanent and makes it immune to pushing 

. It means that – for example – it cannot be 
shot off a terrain tile with the Ball Thrower action card, 

the Pusher Beetle will not affect it and it will not be pushed off a tile when 
the fourth snail moves on it.
The Grunt is still affected by other effects forcing it to move or be placed on 
a different space, such as the Golf Club, Fishing Rod or Teleport (Supply Drop 
mini-expansion) action cards.

SCOUT
Scouts are guerrilla combat experts. Each Scout's 
ability works permanently, making it impossible 

to target with  attacks (targeting a single snail), 
if that attack is not performed on its space (i.e. at range 1 

or more). It means that – for example – the Scout cannot be attacked with 
the Assault Rifle or Sniper Rifle action cards, the Gatling Gun will not affect it 
(even if other snails are dealt  as part of the same attack) and the Flail will 
be of no use (as it only works at range 1). 
The Scout is still affected normally by all attacks with the  icon – 
for example the Grenade – and other effects targeting whole spaces, 
such as the Bomber action card. Additionally, all attacks performed on 
the Scout's space affect it normally. For example, it would be dealt  
with the Present action card (its range is 0), the Bow would damage 
it as long as the attacking snail would be sharing the Scout’s space 
and the Hammer or Drill cards would damage it normally.
Important: If the Wind module is also used in the game, the Scout cannot be 
hit by a missed attack affected by the wind from a  attack card.

MEDIC
Medics provide on-site help to their snails in 
arms. Each Medic’s ability can be used once per 

round. Players are reminded of this by their 1st 
aid marker. A player can use their Medic’s ability only in their turn in one 
of the following ways:

•	 After resolving the Medic’s action, during which it moved, placed itself, 
or was placed in any other way on a space with a friendly snail. 

OR

•	 After resolving another friendly snail’s action, during which it moved, placed 
itself, or was placed in any other way on a space with the friendly Medic.

When this happens, the Medic causes the friendly snail to heal 10   
(or 5 , if it heals itself) and the active player flips their 1st aid marker  
to its passive (grey) side.

Important: In order for healing to work, a snail being healed must end their action 
on the space with the Medic – it is not enough to pass through such space.
In the first step of the Cleaning Phase all players who used their Medic's 
ability flip their 1st aid markers back to their active side. Medics will be able 
to provide help again in the next round.

GAME MODULES

Active (player color) 
Side of 1st Aid Marker

Passive (grey) Side of 
1st Aid Marker

Game modules described below are meant for players well-versed in the Snails base game rules. They offer sets of alternative rules enhancing gameplay. 
Players should decide before the beginning of the game which modules they wish to use. Remember that the more modules you use, the more complicated 
the game becomes.
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Compass Rose Marker Front  
with the Wind Direction Arrow

Compass Rose Marker Back

WIND
This module has been designed for players who – on one side – do not like 
to waste any shots and – on the other side – are not afraid of even more 
mayhem than in “normal” snail battles. It introduces rules for the Wind, 
turning all missed ranged attacks into potential lethal threats. 
If players choose to use this module, in the third step of the board setup, 
after all terrain tiles have been placed, they should put the compass rose 
marker, face down, on one of the empty, border spaces of the board.

Then, it should be randomly rotated, adjusted so that its edges are aligned 
with all sides of its space, and flipped face-up. The arrow shown on the marker 
points at one of six sides of the space – this is the wind direction in the first 
round of the game.
Optionally, after choosing the 1st player in the first step of the player setup, 
that player may place the compass rose marker face-up on the board, 
pointing in any direction of their choice.

WIND DIRECTION CHANGE
Each round, at the end of the Drawing Phase, the 1st player rolls 1 attack die 
and rotates the compass rose marker clockwise based on the die result, so 
that the arrow on the marker points at a new side of its space:

	 The player rotates the marker by 1 side. 

	 The player rotates the marker by 2 sides. 

	 The player rotates the marker by 3 sides.
Important: Skip the wind direction change in the first round of the game.

WIND EFFECTS
The wind is taken into account when an attack action is being performed, 
but only if a given attack misses. The player who rolled at least 1 attack die 
during this attack, but got no result shown on their attack card, resolves the 
following steps:
1.	Wind Direction: The active player checks the current wind direction – 

the missed attack affects a space in range 1 from the original target as 
indicated by the wind direction. 
Important: The wind may cause the attack to affect a space outside of its 
normal range. For example, a shot from the Bow made in range 3 could be 
carried to a space in range 4. 
Important: The wind may cause the attack to affect a space on a higher 
level, even if the attack card being resolved does not feature the  icon. 
For example, an attack with the Revolver action card performed from a 
meadow tile could be affected by the wind and hit a snail on a mountain tile.

2. New Attack Target: If the attack affects a whole space of the board ,  
the new attack also targets the whole space indicated by the wind direction. 
If the attack affects a snail , the new attack also targets a single snail on 
the space indicated by the wind direction. If the new space contains more 
than one snail, the attack affects the snail belonging to the person sitting to 
the left of the active player. If the space contains several snails belonging to 
the same player, the attack affects the snail chosen by the 1st player. 
Important: The wind may force the active player to hit their own snail.

Example of placing the compass rose marker on the board
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3.	Attack Effects: The active player resolves all attack effects for the lowest 
result icon on the attack card. If any additional effects must be resolved 
along with the attack, e.g. choosing an adjacent space, the new space 
indicated by the wind direction is considered to be the space targeted by 
the attack.

TERRAIN TILE LAYOUTS 
USING EXPANSION ELEMENTS
The optional board layouts utilize all terrain tiles from the base game and 
this expansion. Players should use base game rules for setting up the board 
and utilize the expert side of the board. More information about optional 
board setups and alternative tile layouts can be found in free game materials, 
which can be downloaded from www.galakta.pl. 

LAYOUT 1: CRUSTACEAN

Tactical Tips: This layout offers 8 mountains only waiting for a brave snail to 
claim them. But is this really a good idea? Taking over the upper section of 
the board seems tempting, but you should not forget that one well-aimed 
area attack could mean the end of your snail. Hiding inside the shell may not 
be so safe, either – salt deposits will effectively force everyone out. It is also 
good to secure a position on one of the meadows, because they are few and 
the expanded shore line will make it easy for snails to get out of the water 
later in the game.

LAYOUT 2: ROBOT

Tactical Tips: This layout is riddled with narrow water areas dividing various 
sections of the island. The robot’s “feet” formed out of beaches can 
disappear really quickly and it is not so easy to climb up the “body”, so every 
experienced soldier should keep some purple cards, such as the Barrel, Mine, 
or Dead Weight. They will help to get out of the water. It is also reasonable to 
set up some soldiers on the ”arms”. Otherwise, even range 4 weapons might 
prove of little value.

The active player resolves 
the lowest result from their 

attack card
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EXAMPLES
This section of the rulebook contains practical examples showing how to 
resolve various actions and how to use cards, whose effects might seem 
complex at first glance. 
Important: For clarity’s sake, snails are shown in examples as round tokens, 
but in the actual game they are represented by standees.

EXAMPLES OF NEW CARD AND ABILITY USE
Fire tokens and the Knight faction ability
Snail A performs the Crawl action using 2 moves. It enters the space with 3 
fire tokens, so it is dealt 15 . Snail B (Knight) in the shell performs the 
Crawl action using 1 move and enters the same space. Normally, it would be 
forced to leave the shell, but it uses its faction special ability to stay in it. 
Thanks to it the Knight is dealt 5  less (10  instead of 15 ).

Using the Grapes of Wrath attack action 
1.	Snail A attacks the space with Snail B and Snail C, rolling . This means 

that both snails are dealt 5  and their space is destroyed. As attacking 
with the Grapes of Wrath card also affects one chosen adjacent space, 
Snail A can choose the space with Snail D – it is also dealt 5  and its 
space is destroyed. Remember to resolve both 
effects simultaneously.

2.	Snail A attacks the space with Snail B and Snail C, rolling . It means that 
the attack hits, but has some negative side effects. First of all, both snails 
are dealt 5  and their space is destroyed. Secondly, the Grapes of Wrath 
attack also affects one chosen adjacent space, so Snail A can choose the 
space with Snail D – it is also dealt 5  and its space is destroyed. Finally, 
the  result means that the attack also affects the 
space with Snail A. Therefore, it is dealt 5  and its 
space is destroyed.

Using the Gatling Gun attack action and the Cyborg faction ability
Snail A (Cyborg) belonging to the blue player is on a meadow space. 
It attacks with the Gatling Gun all snails in range 1. As it rolls , they are 
dealt 10 . It hits Snail B and Snail C on the meadow tile despite the fact 
that Snail C belongs to its faction. It also hits Snail D on the beach tile. 
Finally, thanks to its faction ability, the Cyborg hits Snail E on the mountain 
tile. Gatling Gun action cards feature no  icon, but the Cyborgs may add 
this icon to their ranged attacks.
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EXAMPLES OF SOLDIER ABILITY USE (SPECIALISTS MODULE)
Using the Grunt special ability
Snail A (Pirate) attacks with the Ball Thrower from a water space thanks to 
its faction special ability. It rolls  and . It chooses the effect  dealing 
5  and causing . It hits the space with Snail B (Grunt), Snail C (in the 
shell) and Snail D. As a result of this attack, Snail B is dealt 5 , but it is not 

, because it is protected by its ability, Snail C ignores the attack (the shell 
makes it immune to 5  and ), while Snail D is dealt 5  and is then  
into the water.

Using the Medic special ability 
1.	Snail A moves using the basic action Crawl toward the space with Snail B 

(Medic) from its faction. It could use 2 moves, but it wants the Medic to 
heal it, which means that it must end its action on the Medic’s space. 
When this happens, the friendly Medic heals 10  from Snail A. This 
activity is marked by flipping the 1st aid marker to its grey side.

2.	Snail A (Medic) “flies” using the Jetpack action to the space with its 
friendly Snail B. Then it uses its special ability to heal 10 . Its player also 
flips the 1st aid marker.

3.	Snail A (Medic) resolves the Deathglider attack action. It places itself on 
the space with Snail B and Snail C, dealing 15  to all snails on this space 
(including itself) and destroying  the tile. As this action encompassed 
placing the Medic, at the end of it the snail heals itself by 5  
remembering to flip the 1st aid marker.

Using the Scout special ability 
1.	Snail A attacks with the Hunting Rifle in range 3. The targeted space contains 

two enemy snails. Snail B (Scout) cannot be chosen as the target of this 
attack, because thanks to its ability it is immune to all attacks with   
at this range. This means that Snail C must be targeted by this attack.
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2.	Snail A attacks with the SMG. Although this is an attack with , Snail B 
(Scout) can become the target, because it is on the same space with the 
attacking snail and the SMG can affect targets in range 0.

3.	Snail A attacks using the Flaming Star. It targets all snails in range 1 
positioned on meadow tiles or lower (as Snail A is on a meadow itself and 
the card lacks the  icon). Snail B is dealt 5  and a fire token is placed 
on its space. Snail C (in the shell) is not dealt 5  thanks to the shell, but 
a fire token is still placed on its space. Snail D is on a mountain, so the 
attack does not affect it. Thanks to its ability Snail E (Scout) cannot be 
targeted by attacks with  performed from range 1 or more, so it ignores 
all effects of the Flaming Star. Snail F is on a water space – it is dealt 5 , 
but no fire token can be placed on its space. As far as the empty meadow 
tile goes, no snail present means that the Flaming Star does not work (it is 
a  attack, so it lacks a valid target).

EXAMPLES OF WIND EFFECTS (WIND MODULE)
Using the Revolver attack action
Snail A attacks Snail B with the Revolver attack action card. It rolls . 
The attack misses and the action is affected by the wind rules. Based on the 
current wind direction indicated by the compass rose marker, the Revolver 
hits the adjacent space with Snail C and Snail D (Scout) despite the fact that 
the space is in range 3 – outside the normal Revolver range. This attack card 
features  – the Scout cannot be the target of this attack (even accidentally 
because of the wind). It means that the attack hits Snail C. The lowest card 
effect shown on the Revolver states that Snail C should be dealt 5 .

Using the Bazooka attack action
Snail A attacks with the Bazooka, choosing the space with two enemy snails. 
It rolls , so the attack misses and is affected by the wind rules. The wind 
direction points to the adjacent space with Snail C and Snail B who is from 
the same faction as Snail A. The Bazooka affects the whole space and its 
lowest effect means that Snail B and Snail C are both dealt 5 . In addition, 
their space is . This way the active player unwillingly harmed their 
own snail! 
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Using the Assault Rifle attack action
Snail A attacks Snail B using the Assault Rifle. It rolls , dealing 10  
according to normal rules. The Assault Rifle ability enables it to attack the 
same snail again. This time Snail A gets  – a miss! However, the wind 
causes the unsuccessful attack to hit Snail C one space away despite the fact 
that it is in range 3 – outside the normal Assault Rifle range and on a higher 
level than the meadow. Snail C is dealt 5  according to the lowest effect 
from this action card. Still, the Assault Rifle attack did not hit its original 
target, so Snail A cannot perform any more attacks – neither targeting 
Snail B nor Snail C.

Using the Gatling Gun attack action
Snail A attacks using the Gatling Gun card. It hopes to hit Snail B, Snail C 
and Snail E. The result is , so no success. The wind carries bullets 
based on the compass rose marker indication, but in case of the Gatling 
Gun attack it means moving the whole “ring” of hits by one space. 
Effectively, the attack hits Snail D (although it is one level higher on a 
mountain), Snail E, Snail F and, finally, Snail A itself attacking with the 
Gatling Gun. All mentioned snails are dealt 5  as shown on the lowest 
part of the action card.
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A word from the designer: I wish to thank all playtesters – especially Anna 
“Imi” Stankowska, the publisher for their unending faith in the project, but 
most of all I wish to thank you – players – for loving Snails! When I designed 
this expansion, I listened to your voices and comments to make sure that you 
get more flexibility in combat, even more mayhem, new layers of strategy 
and even the option to harm friendly snails (whatever it takes to win, 
right?). All this is achieved not only through new action cards, terrain tiles or 
modules such as the Wind or Specialists, but also through new factions. I am 
deeply convinced that you will love this expansion, too, giving you plenty of 
opportunities to play exciting games!

Playtesters: Paweł "Wolv” Awdejuk, Krzysztof Bernacki, Stanisław Błaszkiewicz, 
Łukasz Chełmecki, Aleksandra "Nami” Derecka, Krystian Dobrowolski, Kamil 
Drozd, Michał Guzik, Tomek Irzyk, Jan Jewuła, Wiktoria "Hotarubi” Jureczko, 
Dawid Kędzia, Jakub "Kokos” Kokowski, Przemysław Kot-Rembowski, Jakub 
Kutyła, Wojtek "PaxRimi” Lewandowski, Dawid "Eikiczi” Lipka, Dominika 
Magnowska, Aleksandra Miszta-Mars, Radosław "Caelion” Municzewski, 
Grzegorz Musiał, Marek Mydel, Eryk Nowak, Kuba Nowak, Justyna "Biri” 
Orzechowska, Michał "Orzi” Orzechowski, Artur "Raikage” Pacholski, 
Sławek Robak, Agnieszka Sikora, Jakub Skopowski, Michał Sprysak, Dominik 
Stachowiak, Michał "Szczery” Szczerkowski, Bartosz "Golbat” Szewczyk, 
Wiktoria "Kasztan” Sztompka, Monika Szymkowiak, Łukasz Tkaczyk, Dawid 
"Dark” Tomczak, Marcin Tomyślak, Sebastian "Ryuuga” Wełna, Filip Woch, 
Sławomir Krystian "Wochu” Woch, Natalia "Tal” Wojciechowska, "Xaton”, 
Marta Zygmunt-Kowalska i Grupa TNT – Trochę Nałogowi Testerzy

More content for the game 
can be found here:



www.galakta.pl

www.snailsboardgame.com


