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THE MATERTALS FoR THe GRMEBOARD
AND PACKAGE WERE CHOSEN FOR THETR
100% reeverLep PRPERBOARD CONTENT.
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PLEASE RETURN TO:

Oges€eT: B¢ THE FIRST TO MOVE YOUR TWO PAWNS
AROUND THE GAMEBOARD AND TNTO A Kanewsi's Trensure

CHAMBER TN THE CENTER TO WIN/

Piavers: 2 -4

EQUTPMENT: 50 pATH CARDS, TEMPLE GAMEBORRD,
2 PLASTTC PLATFORM PTECES, 8 EXPLORER PAWNS,
one 20 stpep pre




AssemeLy:
1. Ve UP THE TWO PLASTTC PLATFORM PTECES

| SO THEY FORM A CTRCLE TN THE CENTER.
i 2. PUsH THE TWO PTECES TOGETHER TO FORM ONE UNTT.

5- \_TNE UP THE ROUND PEGS ON THTS PLASTTC UNTT WITH THE
'HOLES TN THE GAMEBOARD AND ANCHOR THE PLASTTIC TO THE BOARD.

| GAME PATH, TNSERT ONE CARD ~ \

PATH STDE UP, WITH THE CURVED EDGE| o
.| L ouT ~ TINTO eRcH oF THe 12 sLoTs
(See rTenT). “THE TNITTAL PATH TS
-} NOW FORMED.

(| ZF e A Kowenar “carp e
L | APREARS DURING ASSEMBL Y SHUFFLE T7 BACK INTO THE PECK
AMP PRAW A NEW CARD 70 INSERT INTO 7HE BOARD,

@ 5o
P i

' . DAvE €rcH PLAYER CHOOSE 2 PRWNS OF THE SAME COLOR AND

- Game SeTur

} PLACE THEM ON THE CORRESPONDTING ENTRANCE Cxreves.

2. Vel 3 cARDS FACE DOWN TO ERCH PLAYER. PLAYERS MUST HAVE
| ] 3 carps AT ALL TTMeS. :

'3. \'\AVE ERCH PLAYER ROLL THE DTE. “THE PLAYER WITH THE
WTGHEST NUMBER GOES FTRST AND PLAY CONTTINUES CLOCKWTSE.

@

X Ts Lower THAN O,

A, Suurrie Tie cARp peck. To CRERTE THE TNTTIAL /\\
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Drrectron oF Prav:

|
Yow 70 PLAY: A TurN consTsSTS OF A ROLL, CHANGTNG |
oF A PATH CARD (TF possTeLE), AND A move. ON YOUR TURN:

1. ROVL\L “THE DTE o see T+ vou cav cuanee A Patu Carp

AND TO DETERMTINE HOW MANY SPACES YOU MOVE.

Z. C\'\P\NCTE ’r\'\E %O P\KD ONLY TF¥F YOU ROLL A NUMBER

WTITH A REP BACKGROUND, \(OU MUST REMOVE ONE PATH CARD FROM
THE BOARD AND REPLACE TT WITH A CARD FROM YOUR HAND. Pur

THE REMOVEP CARD INTO THE DTISCARD PILE AND DRAW A NEW

CARD. WHEN THE PRAW PTLE RUNS OUT SHUFFLE THE DTSCARD
PTLE AND REUSE. : ;
LF voU ROLL A MUMBER W.I7TH A WHITE

gackeromp vou PO NOT cravee A cArp
o THE BOARD, (o 70 5TEP B

3. MOVE. one oF YoUR PRWNS THE NUMBER
OF SPACES SHOWN ON THE PTe (See RTeHT).

ROLLING X MEANS THAT YOU CANNOT
MOVE OR CHANGE THE BOARD. —

A roLL oF 7 meAans TS
PAWN CAN MOVE 70 ANY
oF 7HE B SPACES SHOWN.

TN GENERAL, MOVE YOUR PAWNS
CLOCYWTSE AROUND THE BOARD, AND
UP THE CORRESPONDTING COLORED
FINAL STEPS LERDTING TO THE
“Trersure (HAMBER TN THE CENTER.

(cONTTNUED ON NEXT PRGE —P>)
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Movrve Your Pawns:
1. OnLy one PRWN CAN BE MOVED PER ROLL.

z. P\ PAWN CAN MOVE UP, POWN, FORWARD, BACKVWARD, BUT

 NOT DTRGONALLY.
&, P\ pAwWN CANNOT ENTER THE SAME SPACE TWICE TN A STNGLE ROLL.

4 “TWO PAWNS CANNOT END UP ON THE SAME SPRCE, EVEN TF THEY -
ARE THE SAME COLOR. TF YOU LAND ON ANOTHER PAWN AT THE END.
v ov A ROLL, MOVE THAT PAWN BACKWARDS TO TTS NEAREST MATCHING
coLorep Tpol Mpreer or EnTrAnce CxreLe Gz Zpor Markers
N L Speeaar Pirw Spaces

K. T¥ YOUR PAWN RERCHES A DERD END, AND CANNOT MOVE ANY

- f FURTHER, YOUR TURN ENDS REGARDLESS OF THE NUMBER
ROLLED.

b. \{OU CANNOT MOVE A PAWN PAST TTS MATCHING COLORED

BRICx WALL TN ETTHER DTRECTION (SEE KTGHT).’YHTS
PREVENTS SHORT CUTS TN THE BEGINNING AND MOVING PAST
THE FINAL STEPS AT THE END.

* : K{AQ.HING THE FINTsh: Move BoTH PAWNS TNTO

PYe | “Tre TRersURE (HAMBER BY MOVING THEM UP THETR

| ~ CORRESPONDTING coLorep vINAL sTeps. You MusT USE THE
. FINAL STEPS THAT MATCH YOUR PAwWNS coLor. You po noT

j | | £ NEED AN EXACT NUMBER TO ENTER THE CENTER CHAMBER. L ¥

' |1 YOU RRE THE FIRST PLAYER TO SUCCESSFULLY MOVE YOUR
EXPLORER PAWNS TNTO THE “TReRSURE CHAMBER —

i - YOU WLV ol s 2
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: 2. T r PRWN ENDS UP ON A SecReT STATRWAY, THAT PAWN MUST

CHANGTING THE PATH: The PATH WILL CONSTANTLY '
CHANGE THROUGHOUT THE GAME. CHANGE THE PATH TO CREATE
THE BEST PATH FOR YOURSELF OR TO CREATE OBSTACLES FOR

OPPONENTS.

AFTER A CARD TS CHANGED, AL\L PAWNS
MUST REACT -TO -TRETR NEW SPACES
TMMEDTATELY.

4. TF A PAWN TS NO LONGER ON THE BRTCE PATH, THAT PAWN MUST

MOVE BACKWARD (COUNTER—CLOCYWTSE) TO TTS NEAREST MATCHING ‘. | I
TpoL Mareer. THe NerResT IpoL MARKER MUST BE AT LERST ONE 11
SPACE BEHTIND THE PAWN'S CURRENT POSTTION. 7'
¢ APTER Carp Cunver |
- s

2
9
62
1]
= 3
«
x
J

ORTGINAL CARD

[ e .
HeRE 7HE LEFT CARP CHANGED UNPER THE RED PAWN. THE RED PAWN MUST
NOW GO BACKWARDS 70 T75 NEAREST MATCHING COLOREP LpoL MARKER.

TMMEDTATELY TAKE THE PRASSAGE TO ANOTHER SecreT STATRWAY, fi:
SO LONG RS THERE TS ANOTHER ONE ON THE 8OARD. (see “Secret &
StATRwWAYS” TN “SeecTaL Patu Seaces”)

SrecTAL PATH SpACES: “Tuere ARE 2 TYPES OF SPECTAL
6AME PATH spAces: 1poL Mareers, Ar Kxvensl Tpou
MArkers, AND SecreT STATRWAYS.
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(coNTTNUED ON NEXT PRGE —>)




'-iDOL MAKKETKS: “Tuese MATCH YOUR COLORED PAWNS AND

. ARE FOUND ON PATH cARDS. USE YOUR MATCHING COLORED LpoL

MARYERS RS SAFETY NETS TO PREVENT YOUR PAWNS FROM BEING SENT
BACY TO YOUR ENTRANCE Cnc_\.es

'I_Dox_ MARKERS LOCATED TN THE CORNERS OF THE BOARD.
“THERE TS ONE OF EACH COLOR AND THEY ARE USED AS ABOVE. i :_

SECRET STAIRWAYS: Tuese crente

dsuorTeuTs. LF YOUR PAWN ENDS TTS ROLL ON A SecreT

STATRWAY SPACE, YOU MUST TMMEPTATELY MOVE TT TO ANOTHER

L]

SecReT STATRWAY SPACE OF YOUR CHOTCE.

€ I ¥ ANOTHER PAWN OCCUPTES THE STATRWAY YOU MOVE TO, SEND TT
BACE TO TTS NEAREST MATCHTING LIpoL MArveR.

€ TF VO OTHER SecReT STATRWAY TS CURRENTLY ON THE BORRD,
YOUR PAWN STAYS PUT. BEFORE TT CAN USE THE STATRWAY, TT MUST
| MOVE OFF AND RETURN TO TT. :

Senprve Prwns BAck: A sawn cax se sent Brck Two wAYs:

1. A CHANGED PATH CARD LEAVES TT OFF THE PATH
2. ANOTHER PAWN ENDS TTS ROLL DIRECTLY ON TOP OF IT

A\ PAWN THAT TS SENT BACK MUST MOVE COUNTER—CLOCVWTSE TO TTS
2 5
NERREST MATCHING L1DOL MARKER AT LERAST ONE SPACE BEHTIND TTS
- CURRENT POSTTION, @

i
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- (coNTTNUED ON NEXT PRGE —)

€ T¥ THERE ARE NO MATCHING 1oL MARKERS BETWEEN THE PAWN |
AND TTS ENTRANCE, THAT PAWN MUST MOVE ALL THE WAY BACK TO TTS
EnTRANCE (TRCLES OUTSTDE THE TEMPLE.

€ T¥ 7 PAWNS OF THE SAME COLOR END UP OFF THE PATH
STMULTANEOUSLY, ONE PAWN TS MOVED BRCEWARDS TO TTS NEAREST
MATCHTING IDGL MARKER, WHTLE THE OTHER PAWN TS MOVED BACK TO
THE NEXT NERREST MATCHING MARY.ER.

o

€ T¥ YOUR PAWN ENDS TTS ROLL ON A SecReT STATRWAY THAT TS -
OCCUPTED BY ANOTHER PLAYER'S PAWN, YOUR OPPONENTS PAWN TS SENT
8Ack. YOUR PAWN MUST NOW USE THE STATRWAY TF POSSTBLE. 1
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P\H K‘INC.H‘I\- CARD'. “THTS TS A POWERFUL

CARD, AND THERE TS ONLY ONE PER Dec¥. PLAY
. TT TNSTERP OF ROLLTNG THE PTE. DISCARD

AFTER USE. PLAY TT ONE OF TWO WAYS:

1. Move oNE OF YOUR PAWNS TO TTS MATCHING

Pn Kavewsi Toor Marker

2. Move AN OPPONENT'S PAWN BACK TO TTS MATCHTNG P
Krvenrl Tpor Marker.

You MAY SELECT AN OPPONENT'S PAWN FROM ANY GAMEBOARD
| SPACE, TNCLUPTNG THE STATRS LEADTNG UP TO THE CENTRAL

~cvrmeer. Nowever, ANY PAWNS TNSTDE THe Trensure Cuamaer
. CANNOT BE MOVED.
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