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10/ Take the character's starting amulet plus an additional amulet
depending on the number of players (4p: green | 3p: yellow | 2p:
nothing).

Place a Level-up token into the curse bonus slot. Place a green
amulet into the curse bonus slot.

S

Lay the Amulet chests randomly, face down, onto the square
symbols __|. Take black and red amulets into your hand (4p: 5 red,
5 black | 2-3p: 4 red, 4 black), and place them, at random, onto the
square symbols

24, Take 1 Amulet in each color and place it at random next to each
ritual next to the #1 game board tile. Put all the leftover Amulets
into the supply.

25.Randomly select 1 Escape reward token to place next to each row
of the #4 game board tile. Put the remaining Escape reward tokens
back to the box.
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different colored
spaces

In this example, the blue player will
be the first player in the trap setting
order, as blue stands in the rearmost
column (1).

As the yellow and the green player
pawns are in the same column, you
must check who has the least glory
(2). As they have the same amount
on the glory track (it is still tied) you
have to check whose Trap activator
is the leftmost on the traps (3). As
it is the green player’s, they will go
second, and the yellow player will go
third in this round.

3
different colored
spaces

Take the ritual and amulet from your
chosen starting position and place them into
your character’s pouch. Put any Minor rituals
and amulets from spaces that are not chosen back
into the supply.

Take the Minor ritual from your chosen
starting position and place it into your

character’s pouch. Put any rituals from spaces
that were not chosen back into the supply. O G ST [ORHES

3
different colored Example of using the

secret door and counting
the 4 spaces.

walls

The symbol between the 6th and 7th round will remind
you to move the Heart wall and to place your Objective
markers.

There is an additional phase after the 8th Round, which is the Escape Phase. differenfcolored

claws

-V

The blue player activated the Flood, and
she decides to choose the "up” direction.
The Flood moves red 2 spaces upwards.
Green decides to suffer 2 damage to not
be moved. Yellow is not moved, as the
wall stops the movement. Blue - as she
is the activator - decides to move only
one space, and, as a bonus, she takes
the yellow crystal.




Level-up: place the Level-up/ritual token into the lowest free level
slot of your character board, and take the bonuses it grants. The first
two levels of each character grant a one-time bonus and the third level
is always an unlocked constant ability. You will find more information

about the character abilities on page 14-15.

After you have reached the third level, it is still possible to level-up. Any
additional tokens are placed into the first level slot and you will repeat the
first level reward.

In this example, the green player
is the first in the action order, as
the green’s Trap activator is the
leftmost. Then comes blue, and
lastly yellow.

In this example you
can see, that Nerys
reached her first
level, and as a
reward, she can
choose one from

the two different

amulets (blue or

black).

C.2. Take an Amulet chest: Flip the chest over and choose 2 of the 3 possible
Amulets you found. Take them from the supply and place them into your pouch.
Put the chest face up next to your character board.

C.2. Take an Amulet: Take the black or red amulet from the space and place it

into your pouch.

Example: to perform this
ritual you need to have
a yellow and a purple
crystal in your crystal
bag.

Level-up token

Glory track
Example: Let's say you have a
pair of Map pieces: one piece
belongs to the 2. row (2.), and
the other to the third column
(3.). You can take the crystal
if your pawn stands on one of
the indicated (4.) two spaces.

In the Basic game you do not use character abilities, so there is no actual level-
up. Any time an effect would give you a level-up, you receive a green
amulet instead. You still store the ritual tokens in your character’s level slots.
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Amulets are typically found by opening Amulet chests, |i° Fenn’s
As soon as you are cursed, lay your character pawn down to indicate, that you and taking 2 of the indicated 3 options. <% .

f will have 1 less action point for the next round. There are no further effects of

i being cursed and you can be cursed only once during the whole game. If you got In the Basic game you can have only red/black/green Nerys Fenn
cursed in the last round, or if you already have-1 actions due to the Earthquake, Amulets.
nothing happens.
Nerys
To indicate that you are cursed, place the Curse token Fenn
onto your character’s illustration. Remove it when your health Nerys
reaches a higher value then your Curse marker. N Akhel Fenn ¢

Whilst you are cursed, you cannot use your character’s
ability, and you do not get the rewards of your first two
level-ups.

If you would level-up whilst cursed, place the level-up/
ritual token face up (instead of face down) into the level slot of the character
board to indicate that you did not get the level-up rewards of your character.
When you are no longer cursed, flip the token, and take the benefits as normal.
Flipped or unflipped, the rituals are still worth points at the end of the game.

If you performed a major ritual whilst cursed, you may still choose an
Objective.

Akhel Nerys

Akhel

Fenn

Nerys’

Take the Level-up token from the Curse bonus slot and place it into the next
free level-up slot of your Character board as a level-up.

Take the green amulet and place it into your pouch.

Akhel




If you are playing the Basic game, skip this section!

he game ends after the escape phase.
he game ends after the 8th round.

6 &6 &6 & @

Example: Keela has 3 steps for the
Escape phase. As she has several
options to go out (she can reach 3
different exits with her 3 steps), she
decides to step out by the yellow
crystal reward, and takes a yellow
crystal from the supply.

Nerys has 3 steps, but as the closest
exit is 5 steps away from her, she
cannot escape. As she is missing 2
steps, she gets 2 curses, and doesn't
get any reward.

Fenn has only 1 step, but as he has a
white amulet too, he can go through a
wall, which means, he can get out and
take the 1 glory’ reward.




If you play the Basic game, skip this chapter!
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In this version you have to take part in a unique challenge against the Jaguar
itself! Its spirit is still present in the Temple, and it will harm you if you let it too
close to you. On the other hand, it will reward you if you can tame it!

If you don't see a change to a rule here, use the rules of the full game!

Before starting the game, you have to decide which difficulty level you wish
to play. For the first time, we recommend you start with the 1st level, but later on
you can increase the challenge by playing the higher difficulties.

= Choose your character, take 1 of its Trap activators, and place the Health and
Curse markers onto the corresponding values of the health and curse track,
depending on the difficulty level:

|.: health: 15 and curse: 6
[I. health: 12 and curse: 7
[1l. health: 10 and curse: 7

- Set up the game board as if you were playing a 2-player
game.

- Use the Objectives’ reverse side where there is only space
for one Objective marker.

- Create a face down pile from the Jaguar movement
tokens, shuffling only the movement tokens with 2/3/4/5
values. Place the remaining tokens onto the 3rd space of
the round track.

- Shuffle the Taming tokens and create a face down pile from them.

- If you are playing the 1st difficulty level, place your Glory marker onto the
‘3'point value spot on the glory track, otherwise place it onto the starting
space.

- Place the Solo round marker onto the round track’s first place. .

- Place the Jaguar meeple onto its starting position. It is several steps away
from the middle space of the first column. The distance depends on the
difficulty level:

l.: 8 steps
[I.: 7 steps
[ll.: 6 steps

[\

Determining the starting position of the Jaguar

Depending on the difficulty level you play, place the Jaguar 8/7/6 steps
away from the middle space of the first column. To find the right position,
you have to start counting the steps from there, staying in the middle row
if possible. If a wall prevents you from staying in the middle row, you must
go around it by the shortest way possible which leads you back to the
middle row. If there are multiple starting positions which meet the rules
above, you can decide which position you use.
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You play the game through 8 rounds, just as in the normal version, but your
goals are different. You must fulfill all of the goals below to win the game:

Reach the 3rd level of your character.

Take the Heart of the Jaguar.

Fulfill the necessary number of Objectives depending on the difficulty level:
|1 Objective
Il.: 2 Objectives
[Il.: 3 Objectives

To fulfill an Objective, you have to
earn at least as many honor points
with it, as the Objective states. But
remember, to have a chance to
gather points with an Objective, you
have to have your Objective marker
on it.

Stay alive. (In contrast to the normal
version, if your health reaches 0, the
game is over.)

Escape the Temple.

If you won the game, count your points - just as in the normal game - and,
depending on the points you gathered, you can evaluate your success:

Below 200 points - Well done!
200-249 points - Amazing!
250+ points - Speechless..

At the beginning of the game
1. Choose your starting position and take the matching Amulet and Minor

ritual.
2. Set traps with the following method.

Randomly place 2 Trap tokens of the leftmost trap below the Trap
board, and one into its slot. Then flip all of them face up. (1.)
Randomly place 2 Trap tokens of the second trap from the left below
the Trap board, and one into its slot. Then flip one of the Trap tokens
below the Trap board. (2.)

Randomly place 2 Trap tokens of the second trap from the left below
the Trap board, and one into its slot, face down. (3.)

Structure of a round

1. Refresh phase
Move the Round marker
Refresh traps
Reveal Jaguar movement tokens
2. Action phase
Spend your actions
Set your trap(s)
3. Trap activation phase
Activate the traps of the Temple
Move the Jaguar
Taming check
Activate your trap(s)

After the 8th round comes the Escape Phase (just as in the normal game).

| Re]‘rejh Phaje

a) Move the Round marker one space on the round track.
(skip this step in the first round)

b) Refresh traps

In the Solo version, all harming traps are set by the Temple each round. To do
so, follow the subsequent method for each trap:

If all Trap tokens of the trap are face up, flip them all face down, shuffle, place
one of them randomly into the trap slot, and the others below the trap.

If a trap has face down tokens left, you must choose randomly which one to
activate. If there is only one face down token left, that will be the active trap for
that round (and you can flip it face up).

Finally, take back your Trap activator.
c) Flip the Jaguar movement tokens

Take the upper 2 Jaguar movement tokens from the
pile, flip them face up, and place them near the game
board. These will be the potential movements of the
Jaguar for this round.

At the beginning of the 3rd round you have to
create a new pile. To do so, take the remaining Jaguar
movement tokens from the round track, and shuffle
them with the original 4.

At the beginning of the 7th round, you have to create
a new pile again, but use only the following cards:

2 steps,
2 steps with “move through walls”,
3 steps,
4 steps.

Additionally, place the Jaguar into the middle space
of the last column (see illustration on the right).

Ir
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a) Spending your actions

You have 5 actions for the first 6 rounds, and 6 for the last 2 rounds. In addition
. to your normal action possibilities, for 1 action, you may flip face up the active
“Trap token of one of the traps. It still remains the active token, but from now on
“you have information about it.

The run action works slightly differently: you get only +1 movement if you
chose to run. Additionally, if you choose to run (which means you don't spend
actions on anything else, only for movement) you can move through a space with
the Jaguar on it without being harmed by it.

b) Setting your trap(s)

Just as in the normal game, you can set your own trap (choosing from the 6
possibilities) by placing your Trap activator onto the trap’s activator space and
by choosing a Trap token.

If you chose a harming trap, then, regardless of how many Trap tokens are
face up, take all Trap tokens, choose one which will be the active one, and place
it into the trap slot. Then, shuffle the remaining two tokens and place them face
down below the trap. For this round this trap is considered as your trap, and it is
possible to you to hit the Jaguar with it.

The Secret door works the same as in the normal game, but the Jaguar can
also move through it with one step.

The Flood moves the Jaguar too, but it does not trigger the negative effects of
it (it doesn’'t harm you, if you end up on the same space with the Jaguar, and it
doesn't take any items from the board during the movement).

). Trap aqiua’[iun PhajP

a) Activation of the traps of the Temple

From the left to right, activate all traps set by the Temple. To do this, flip each
Trap token in the trap slots face up (if they weren't already face up), and suffer
the effects if applicable. If a trap hits you, you lose one glory. If you cannot lose
more glory, as you are standing on the starting space, you suffer 2 damage for
each glory you could not deduct.

The Temple's traps do not affect the Jaguar.

b) Moving the Jaguar

The Jaguar always moves by the shortest route in your direction, and tries to
finish its movement on the closest space to your position. If there are multiple
of these, it chooses the way which has more items to take. If it is still tied, you
decide which road it takes.

The Jaguar takes all the items on the route it travels, except the rituals. Take
these items off the board and return them to the supply as soon as the Jaguar
steps on them. If it took a blue crystal, place it onto one of the free slots of the
Jaguar area (and place the further ones also there). When scoring you have to
take into account the number of blue crystals the Jaguar has gathered.

The actual movement of the Jaguar depends on the Jaguar movement tokens
you flipped at the beginning of the round, and on whether a trap hit you.
If none of the traps hit you, the Jaguar moves according to the Jaguar
movement token with the fewest steps.
If at least one trap hit you, it moves according to the token with the most
steps.

Some of the movement tokens have an additional
symbol (see illustration), which means that the
Jaguar moves through all walls.

If the two tokens have the same value, the one
with a “move through walls” ability is considered to
be the highest.

If the Jaguar reaches your space, it stops its movement, and you suffer 6
damage.

The Jaguar also damages you if you move through its space in the Action
phase (except whilst running).

After you moved the Jaguar, place the 2nd flipped movement token aside.

c) Taming check

You can tame the Jaguar and gain a reward if
you let it come close to you, but not too close. This
means that if the Jaguar stopped its movement
exactly 1 space away from you, then you can reveal
the upper 2 Taming tokens and choose one of them
as a reward. Place the chosen token next to your
character board and the other face up to the side.

If it shows you an item type which is on the game
board (crystal, amulet chest, map pieces, ritual), then
you have to take it from the game board. In the first
6 rounds you cannot take anything from the #4 Game
board tile.

If you took a ritual, you have to place it into your pouch.
Later on, for one action, you can perform it (just like your starting ritual).

If you took the ‘2 steps’ token, it means that you can move up to 2 steps. You
can use the white amulet during this movement.

If you took the Flood, you can use it with the normal rules. You can use also a
blue amulet to it.

If the taming pile runs out, shuffle the set aside tokens and create a new pile.

d) Activation of your trap(s)

Activate your trap and check if you hit the Jaguar. If you did, you earn 2 steps
on the glory track. If you hit yourself too, you don't earn any glory.

[urﬂmr (U‘Pﬁ

Blue crystals

When counting the points for the blue crystals, you have to compare the
number of blue crystals you gathered with the number of blue crystals the
Jaguar took off the board. If you have more than the Jaguar, you get +18 points,
if you have the same number, you get +9 points, and if you have less than the
Jaguar, you get no additional points.

Character abilities

It is possible to choose the +1 Trap activator on your character’s 2nd level, but
the time when you can use it depends on when you got it.

If you reached your 2nd level in the Trap activation phase, then you have to use
the token in the next round.

If you reached your 2nd level in your own turn, then you have to use the +1Trap
activator in this round.
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