








END OF THE GAME

The winner is the player who first opens the burial chamber and enters it. In order o do so, he must first obtain five ancient
inscriptions located in the tunnels of the pyramid. Once the player has tokens of five different inscriptions, one of his archa-
eologists can entfer the tomb and win. At this point the player turns the tile of the burial chamber to open it. As soon as the
burial chamber is open, other players can enter it, even if they do not have all the inscriptions read because the door to the
ancient tomb is open permanently. This determines the order of players. Whoever enters the burial chamber by one of his
archaeologists does not continue in the game. When the last player enters the tomb with the archaeologist, the game ends.

BIG PYRAMID
VARIANT OF THE GAME “BIG PYRAMID*™

If you've tried the "Small pyramid" variant and want to enjoy a slightly longer and more difficult version, you can play the “Big
pyramid” extension. The game does not differ with the rules, just during the game preparation, prepare also the items with the
blue border and add the pyramid tiles with the symbol 'Y' In this case, do not put four L-shaped fills into the game board. If you
encounter obstacles and items in the "Big pyramid" that you do not know yet, see their description in the game almanac, p. 7.
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ALMANAC

You can also use the summary card to quickly check the fields, obstacles and items. But first read their detailed
description in this almanac. The summary cards serve only for quick orientation during the game.

LIST OF GAME TILES
« MAP

If you turn the tile with a drawn map, you can reveal any unexplored tile in the
pyramid. Turn the tile as you choose and put it back to its place and leave it re-
vealed. If you have chosen a tile next fo your archaeologist (next to a tile with a
map) and you have remaining points for a move, you can move your figure fo
this place, if it is possible.

« BURIAL CHAMBER

The goal of this game is to open the burial chamber and enter it. Whoever en-
ters the first is the winner. The burial chamber is in the middle of the pyramid.
During the game, you can not enter it or go through it, you can do it only if you
have read five different ancient inscriptions or if it is open.

« ANCIENT INSCRIPTION

When you discover a field with an ancient inscription, “read” it and tfake its
appropriate token from the shared supply. Put it fo the player card.

« SECRET TUNNEL

If you find the tile with the entrance to the secret tunnel, nothing happens. From
this tile it is possible fo move the archaeologist figure in one move to another
revealed tile with the secret tunnel. If you reveal at least two tiles like this, you will
create a shortcut in the pyramid.

« DARK SHRINE

As soon as you enter the shrine, place the curse token on any revealed pyramid
tile. If the curse is already placed somewhere, move it to another free revealed
tile. The curse blocks the tile, and it is not possible to enter it. The curse can not
be placed in the burial chamber.

« COFFER

There is one token of each item in the chest. If you reveal the tile with the coffer
and enter if, put aside one token of each item in the game (even the ones not
revealed) and take one of them. Anyone entering this tile later will take some of
the remaining items. The "effect” of the coffer is triggered only by the first player
to discover it. The other incoming player does not complete the items. Also, here
you cannot take the item you already have for the second time.




LIST OF OBSTACLES

THEY KILL

If you enter a tile with such an obstacle and you do not
have a corresponding protective item, your archaeolo-
gist will die. You remove the figure from the game board
and your move ends. From now on, it representfs a hew
archaeologist who you can “put into" the game again du-
ring the next move.

« SNAKE

If you have a forch with you, you can ignore the snake.
You chase it away and continue with your move.
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. TOXIC GAS

When you have a scarf, with you, you can ignore the
foxic gas. You protect yourself and confinue with your
move.

- TRAP

If you have a plan with you, you can ignore the trap. You
know where exactly the trap is, and you carefully keep
moving.

PLAYER'S MOVE ENDS

When you enter one of these tiles and you do not have
the item that will protect you from its effect, your move
ends. The archaeologist figure remains on the file and
can only move further in the next move. If you have a
corresponding item, you continue fo move and ignore
the obstacle.

« HUNGER

If you have food with you, you can ignore the hunger. The feeling of
hunger will not surprise you and you continue with your move
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« FATIGUE

If you have chocolate with you, you can ignore the fatigue. The feeling
of fatigue will not stop you and you continue with your move.

« THIRST

If you have water with you, you can ignore the thirst. The thirst will not
surprise you and you continue with your move.

YOuU CANNOT ENTER THEM

You cannot enter this tile unless you have the correct item. If you have
the appropriafe item, you can ignore the obstacle and enter the tile.
If you want fo move to a file which is nof revealed and after revealing
it you find out that there is one of these obstacles, your move ends
immediately (unless you have the appropriate item). The archaeolo-
gist figure stays on the tile from which you wanted to move it to the
obstacle.

« WALL RUINS

If you have a magic bottle with you, you can ignore the wall ruins and
enfer if as if the tile was without an obstacle.

« SECRET DOOR

These doors are described by Egyptian hieroglyphs and only
ghosts can go through. If you have a golden key, you can go

through the door too.

- ABYSS

The abyss is so deep that you cannot jump over or walk around. It

can only be overcome with the papyrus of the dead.

LIST OF ITEMS

\ « FOOD
If you already have food with you, the file with

hunger will not end your move. You can continue.
( In this case you can keep the food token.

You can also “spend" the food and turn the dice
to number 6 during your move. You can use the
food also if you have already done some steps
with your archaeologist, even if you have gained
the food just now. The food does not add six
moves but only changes your throw to 6. For
example, if you threw a two, you made two steps
and came fo the tile with food, you can take it,
use it immediately, turn the dice fo number 6 and

continue moving four more steps (6-2=4).

« FIRST-AID KIT

This item cannot be single-used, nor it protects
you from the danger awaiting you inside the py-
ramid. The purpose of the first-aid kit is fo protect
you from injuries from other players in the atfack.
If you have a first-aid kit and your archaeologist is
aftacked by someone, then he is robbed but not
injured. In this case you can keep the first-aid kit

token. Caution: the attacker can also steal the first-aid
kit (if he does not have one). Even in this case, the
archaeologist is not injured but he loses the first-aid
kit.

magic items

« MAGIC BOTTLE

If you have a magic boftle with you, you can enter
the tile with wall ruins and continue o move further.
In this case you can keep the magic bottle token.

If you use it, you can walk through the wall to

the adjacent revealed file. When you make such

a move, you have to return the boftle to shared
supply. You cannot walk through more walls with
one boftle. The magic boftle cannot be bought for
money.

« GOLDEN KEY

If you have the golden key with you, you can enter
the tile with magic door and go through it to the
next tile. You can keep the golden key in this case.

You can use the key and "“spend" it so that you freely
rofafe the file on which you are standing or the
unoccupied revealed neighbouring tile. The golden
key cannot be bought for money.

« MONEY

For the money you get during the game (you find it
or steal from another player), you can buy any item,
except for ancient inscriptions and magical ifems
(magic bottle, golden key and papyrus of the dead).
You put the money token to the shared supply and
take any item available, i.e. it has been discovered
somewhere in the pyramid and the stack of its tokens
is face-up. The money does not protect you from any
particular obstacle.

« TORCH

If you have a torch with you, you can enter the tile
with a snake without fear. You can keep the item in
this case.

You can also use the torch (and return it to the shared
supply) to explore all neighbouring unexplored tiles
which are not separated from you by a wall.
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You can explore the tiles by turning them face
up. If you have any movement points left, you
can enter these files.

- CHOCOLATE

The file of fatigue will not end your move if you
have chocolate with you. In this case you can
keep the chocolate token.

By using it and returning the token to the shared
supply, you can turn the dice to any lower
number than the one you have just thrown. Use
the chocolate and turn the dice before starfing
your move.

magic items

« PAPYRUS OF THE DEAD

This is the most powerful item you can find in the
pyramid. If you have the papyrus of the dead
with you, you can enter the tile with the abyss.
When you decide to use the papyrus, it will
allow you to move out of the world of the living
for a while. First, return its token to the shared
supply. For the rest of the move, you move
around the game board regardless of the walls,
obstacles and revealed or not revealed tiles. The
only files you cannot enter are the burial cham-
ber (if not already opened) and the tile with cur-
se (if it is on the board). You can walk through
the covered pieces, but do not uncover them or
look at them. Still, you must not move askew or
back to the tile you came from. You also have to
use up the whole dice throw. During this move,
do not collect any items or use those that affect
the environment (such as the golden key). The
items that affect only your archaeologist may be
used (e.g. food). Only the last file of your turn in-
fluences you. When you enter the last tile, you
shall already follow the standard rules (reveal the
unexplored files, solve the effects of obstacles,
etc.). The papyrus of the dead belongs to magic
items, so it cannot be bought for money.

-

F’@‘
[

«PLAN

Thanks to the plan, you can carefully enter
the tiles with a trap. In this case you can keep
the item.

If you decide to use the plan, return the to-
ken to the shared supply and secretly look
at two not revealed tiles anywhere on the
game board. When returning, you can swap
them, leave them hidden.

« SCARF

If you have a scarf with you, you can enter
the file with the toxic gas without fear. In this
case you can keep the scarf.

By using and returning the scarf token, you
can also ignore the “no-return” rule for the
rest of the move. You can, for example, come
to the end of the blind corridor and imme-
diately go back.

- WATER

If you have water with you, the thirst tile does
not end your move, you can keep the token
in this case.

You can drink the water (you refurn the token
to the shared supply) and turn the dice to
number 5. This item works similarly as food.
You can use it also if you have already done
some steps with your archaeologist, even if
you have gained the water just now. The wa-
fer does nof add five moves but only chan-
ges your throw to 5.

Game author- JIRT SLAVIK
Game lllustrator: PETR STEFEK
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