THE BOARD GAME

a game from Reiner Knizia for 2—4 players aged 10 and up

OVERVIEW

Each player leads a five-member group of four adventurers and a researcher
on the search for lost cities. To reach each city, the players must travel

a separate path nine steps long. On a player’s turn, he plays a card and

moves one of his adventurers or his researcher. The color of the card played
determines which path the figure moves on. The player should try to play a
card of low value, because when the player wants to move this adventurer
again, he must play a card of equal or higher value. Each player must send his
adventurers on different paths — no two from the same player on athe same
path. A player may send all his adventurers to search, but need not.

The goal is it to get one’s adventurers as far as possible along the paths they
travel since the first steps of a path score minus points. Only the later steps on
a path score positive points. At the end of the game, the winner is the player
who earned the most points. Artifacts, which adventurers and researchers can
collect along the way, also earn the player’s points toward a possible victory.
Also, the researcher (the larger figure) is more valuable than the adventurers:
during the scoring at the end, the player doubles its points, making it impera-
tive to move it as far along its path as possible.

CONTENT S

« 1game board

« 110 cards (twice values 0 to 10 in each of 5 colors)

« 25 event tiles « 4sets of figures
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9 artefact 9 arrow 7 victory point 4 adventures and 1 researcher
tiles tiles tiles

« 27 artefact chips

« 64 victory point chips
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. PREPARATION

Place the game board in the
middle of the table with the
victory point chips and artefact
tiles nearby. Each player selectsa |
color, takes the 5 figures in this
color and places them before
himself (his play area).

Shuffle the 25 event tiles
face-down and place them
randomly on the spaces marked
for them on the game board.
After they are placed, turn them
face-up.

Shuffle the cards face-down and deal 8 cards face-down to each player.
Place the remaining cards face-down as a supply next to the board.

When playing with two: before dealing the cards, remove 30 cards
randomly from the deck and place them face-down back in the box.

PLAYING oVERVIEW

The game consists of 3 expeditions. After each expedition, the players
score their positions. After the 3rd expedition, players also score the
artefacts they have collected during the game. The players choose a
starting player who begins the first expedition.

Overview of an expedition
The game is played in clockwise order. On a player’s turn, he takes his turn,
which consists of two phases, played in the order shown:

1. play a card:
- either face-up in his play area, in order to begin a path;
- or face-up on an already played card in his play area, in order to move
forward on a path already begun;
- or discard the card (face-up on a discard pile).

2. take a card:
« from the face-down supply.
- from one of the face-up discard piles.

PLAYING THE GAME

1. Playa card

The player selects one of his hand cards and takes one of the following three
actions:

begin to search a path
« The player chooses one of the card colors in his handand ||
places the card with the lowest value in this color face-up ||
i ea. Only he may later place cards on this card. ™

The -20 value means that this figure’s score, at this momer
minus points.

- Important: the researcher earns the player double points at the
end of the game: either plus or minus!

- Note: each player may only begin one search per color!
0f course, several players may have searches on the same path
(e.g. 3 players each begin a search on the blue path).

move forward on a path he is on
« The player decides which of his paths he wants to explore and move
forward on.

Tl L

ey

- He chooses a card of the color of this path from his hand and places it on
a card of this color already laying in his play area. The new card must
have the same value or a higher value than the card it is played on.

- Then the player moves his figure on this path one step further.

- Note: if an event tile is on the step he reaches, he finds the event, see
below <Find an event tile>.

Reaching the last step:
When a figure of a player reaches the last (ninth) step, and the player plays a
(valid) card for this path, then he may move any of his other figures one step
forward on the path itis on.

discard a card

- The player chooses one of his hand cards and places it face up next to
board. During the game, players are likely to discard many cards. The
cards are separated by color (at most 5 stacks) with only the last card
discarded per color showing on its stack.

- Note: as the game proceeds, a player often collects cards which he
cannot use and can, therefore be discarded. When a player, for example
has played a red 4 and a red 7, and then draws a red 3, he will want to
discard this card! However, he may want to wait until no other player
can use this card.
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2. Drawacard
The player ends his turn by drawing a card. He has 2 possibilities:

« He draws the top-most card from the face-down supply.

« He draws the top-most card from one of the face-up discard piles.
Now, the player has again 8 cards in his hand and his turn is over. Now, the
next player, in clockwise order, takes his turn and starts by playing or
discarding a card from his hand.

Find an event tile
When a player moves a figure to an space with an event
tile, he must execute the action indicated on the tile:

Artefact tile!
The player takes the artefact tile from the
board and places it in his play area.
The tile space remains empty!

Victory point tile!
The player takes victory point chips in the

value shown on the tile and places them
face-down in his play area. The researcher

does not take double points. Victory point chips
are always placed face-down.

The tile remains face-up on the space.

Arrow tile!

The player may move any of his figures, that is
already on a path, one step forward. If this
moved figure reaches a space with an event tile,
the player executes the action indicated on that
tile, and so on.

The tile remains face-up on the space.

Example: in an earlier turn, the player moved his adventurer to step 3
after playing his 3rd card. As this step has an arrow tile, the player
chose to move this adventurer one step forward (he could have moved
another). On his next turn, he plays the 4th card, moves his adventurer
to the next step with a 15 victory point tile!
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 Endofan expedltlon and scoring

« An expedition ends immediately when a total of five ﬁgures pass a
bridge (between the 6th and 7th steps on each path). This does not
mean that every bridge on every path was passed. It is possible that
on one path two players pass the bridge and on another none pass the
bridge.

- If one reaches a space which ends the expedition and it has an event
tile, the action indicated by the tile is not executed!
« An expedition also ends, when the last card from the face-down
supply is drawn.
The scoring follows.

Scoring an expedition
Each figure on the board earns a player victory points:

« Each adventurer earns the player as many points as shown on the space
where he is standing. Each researcher brings the player double the
points shown on the space where he is standing.

« The points are paid to the players using the victory point chips. If a
space shows negative points, the player must give up that many victory
points in chips. No player can have fewer than zero points.

« Next, the players take back their figures.

« Each player, who has artifact tiles, must return these. For each tile a
player has, he takes a square artifact chip, which he places in his play
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trade artefact tiles for artefact chips
« After the scoring is complete, shuffle all 25 event tiles as at the
beginning of the game and place them again, randomly, on the
spaces marked for them on the board and turn them over.

- Shuffle the cards face-down and deal 8 cards face-down to each player.

Place the remaining cards face-down as a supply next to the board.

« The players keep their victory point chips and their artefact chips. The
new expedition begins with the player to the left of the player who
played last in the previous expedition.
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- The game ends after the scoring of the third expedition.

- Now players count their artefact chips. In the long scoring table
on the game board, players can read how many points they earn for
their artefact chips. A player with fewer than 6 artefact chips will lose
victory points.

THE SHORT GAME

In the short game, only one expedition is played. The difference is in the
scoring: the collected artifacts are scored on the short scoring table.

VARIANT

Using ascending and descending card values to move
The players can agree before the game to play with the following version:

« In addition to moving by playing cards that are equal or higher in value
than the previous card, players may choose to do the opposite: play
cards that are equal or lower in value than the previous card.

- As soon as a player plays a card for a path that is different from the first
card played, he determines whether subsequent cards for this path will
be higher or lower. A player can choose differently for each path, but
once he decides for a path, he must play cards on that path according to
this decision.
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Reiner Knizia and the publisher thank Sebastian Bleasdale for his fundamental

contributions to the development of this game. We also offer our heartfelt .'1_
thanks to all test players, especially lain Adams, Chris Bowyer, Martin ngham podad
Ross Inglis, Kevin Jacklin, and Chris Lawson. ;

Author: Reiner Knizia

[llustration: anoka Illustration & Design
Graphics: Michaela Schelk
Development: TM-Spiele

© Kosmos 2008

@@.....@@@@(
(20)(5)(10) () @E

Long scoring track
- i
Short scoring track —-\

W

07.10.2008 14:01:02 Uhr


creo



