KOMPONENDID ULESANNE
- 48 kaarti Kaabud pdhe ja pintslid vééle! Juhi oma meeskond
- 5 tdringut sligavale dsja avastatud pliramiidi sisemusse.

Veereta tdringuid ja vaata... Ohoh! Kas leidsidki
Vaarao iidse varanduse Ules?

-
Méngu I6pus teenid punkte
vastavalt mindi vadrtusele.
Earn points equal to the

value shown on the coin.

Oma kdiguajal void lukustada kaardi keskel olevad simboleid.
Mangu 18pus teenid 1 punkti iga kaardi eest URIKU all.

You can lock symbols located in the center of the card in your turn.
At the end of the game, earn 1 point for each card tucked under the
SCROLL.

Ukskord méngu jooksul kasuta stimbolit téringu asemel,
keerates selle pdrast kdiku pildiga allapoole.

Mdngu I8pus teenid 3 punkti, kui sul on antud simboleid
kdige rohkem.

Once per game, you may use this symbol instead of a die symbol,
then turn the card face-down after the turn.

Earn 3 points at the end of the game if you have the most of that
specific symbol.
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Tomba paki pealmine kaart
9 ja kasuta vajadusel.
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Draw top card of the
deck and play anytime.
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ETTEVALMISTUSED

- Sega kaardid ja moodusta lauale pliramiid: esimesse ritta 1 kaart, teise
ritta 2 kaarti, kolmandasse 3 jne. kattes osaliselt eelmise rea kaardid, kuni
laual on 6 rida pildiga allapoole kaarte. Need on SULETUD kambrid Nutd
lao seitsmes rida, kuid seekord pildiga Ulespoole. Need on AVATUD
kambrid.

- Pane Ulejaénud kaardid lauale tdmbepakiks.

- Valige alustav mangija; mdng kulgeb kellaosuti suunas. (Ndide 1)

KUIDAS MANGIDA

Oma kadigu ajal veereta viite téringut.

- Sa pead lukustama vdhemalt Ghe tdringu v6i ORAAKLIKIVI (MAGIC
GLYPH) ja paigutama selle m&ne AVATUD kambri vdi URIKU (SCROLL)
juurde. VGid lukustada rohkem kui he téringu voi kaarti. (Ndide 2)

- Void jatkata kdiku Umber veeretades lukustamata tdringuid, kuni kdik
taringud on lukus v&i sul pole vdimalik enam taringuid lukustada.

- Kui kdik simbolid mones AVATUD kambris on lukustatud, vota see kamber
enda ette.

- Kui mdnel URIKul on mdlemad siimbolid lukustatud, vota tdmbepakist
pealmine kaart URIKU alla.

- Kdigu jooksul on vdimalik avastada rohkem kui Gks KAMBER ja/voi
kodeerida rohkem kui tks URIK.

- Kui sa ei avastanud ei Gihtegi kambrit ega kodeerinud tihtegi URIKUT,
eemalda tdmbepaki pealmine kaart mangust.

Keera Gimber SULETUD kambrid, mille peal pole enam Uhtegi kaarti.

MANGU LOPP JA PUNKTID

Maéng I6peb, kui:

1) KGik pliramiidi kambrid on otsas voi .J‘.L
2) Tombepakk on tihi

Mangijad loevad kokku punktid. (vt. kambrite kirjeldusi. Nadide 3)



COMPONENTS
- 48 pyramid cards
- 5 dice

.mm r’ oo ) .-mm,
"‘“"'“ .1
B -mmm

THE MISSION

Hats on and brushes at the ready! Lead your team
deep into the heart of the newly discovered
pyramid. Roll the dice and see... Ohoh! Could it be
that you've actually found the Pharaoh’s ancient
treasure?

VIR,
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SETUP

- Shuffle the cards and form a pyramid on the table: 1 card in the first row, 2
in the second, 3 in the third, and so on. Partially cover the previous row's
cards until you have 6 rows of face-down CLOSED chambers.
Lay a 7th row with cards face-up. These are the OPEN chambers.
- Place the remaining cards face-down as a draw pile.
- Choose a starting player; play proceeds clockwise. (Example 1)

HOW TO PLAY

On your turn, roll all 5 dice.

You must lock at least one die (or use a MAGIC GLYPH) by placing it next to
an OPEN chamber or a SCROLL card. (Example 2)

You may re-roll any unlocked dice as long as you lock at least one new die
per roll. Your turn ends when all dice are locked or you cannot lock any
more dice.

If you have locked all required symbols on an OPEN chamber, take that
card.

If you have locked both symbols on a SCROLL, take the top card from the
draw pile and place it under the SCROLL at the end of the turn.

You can claim multiple chambers or scrolls in a single turn.

If you fail to claim any chambers or scrolls, remove the top card of the draw
pile from the game.

Flip over any CLOSED chambers that are no longer covered by other cards.

GAME END AND SCORING

The game ends when 1 \ )
I id d
a) all pyramid cards are gone or \'\.‘/

b) the draw pile is empty.

Total your points to see who is the greatest archaeologist!. (Example 3)



