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These components are used
only in the solo variant.
The solo variant uses the
2-player setup. Full rules
are on page 20.
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RECOMMENDED TABLE LAYOUT

Player boards can sit around the main board like this.




RESOURCES

Coins represent funding for your
expedition. They are used to buy items.

Compasses represent time and energy
spent exploring the island. Thus, they
are used to discover artifacts and new
archaeological sites.

Tablets represent ancient texts you can
decipher. These texts might teach you

how to use the artifacts you find.

Arrowheads represent remnants of
weapons you discover. They are often
necessary for overcoming the guardians
of the island.

Jewels are mysterious talismans of the
bird god Ara-Anu. They are hard to find,
but often essential for completing your
research into the mysteries of Arnak.
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On your turn, you have several options. Your choices will depend on the cards in your hand and the situation on the game board.

Main Actions

On your turn you may perform one main action plus an
unlimited number of free actions. Main actions are:

' DIG AT A SITE (page)

DISCOVER A NEW SITE (psze 0)
' OVERCOME A GUARDIAN (page 11
'BUY A CARD (page 1)

'. PLAY A CARD (page 13)

'RESEARCH (page 14)

| PASS (page 17)

Your Hand

You can play a card either for its travel value or its effect but not both.

TRAVEL VALUE

You can use this travel

value to pay for certain
actions - like the Dig at a Site action
on the facing page.

OR

EFFECT
You can play the
card for its effect. YOUR PLAY AREA

This effect means you When you use a card, it goes face up on the table in front

take a ) token from A Fear card has no of you, next to your player board. This space is called
the supply board. effect. However, your play area.

it can be used for its
’ FREE ACTIONS @ travel value.

An effect with this icon does not
count as the main action of your

turn. : :
; | tplayer Board Play Are‘l)\

On your turn, you can play as many
free actions as you like. They can
be played before, after, and even
during your main action.

Your play area is basically a spread-out discard pile.
Cards accumulate from turn to turn. They are not
recycled into your deck until the end of the round.




()

=

HIRING A PILOT

You can always spend two coins to generate
a plane which can be used to pay for any travel
icon, as shown in the Travel Hierarchy below.

Q0@

TRAVEL HIERARCHY

You can always pay a cost by spending a higher
travel value. This travel hierarchy is also on
your quick reference sheet.

@ y'J @ pays for
" anything.

and vice versa.

! Any travel
value pays

for@.
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Idols

You find idols when you discover new sites. When you get an idol,
keep it on the supply crates on your player board. Idols should be
face down because the discovery reward is no longer relevant.

Each idol will be worth 3 points at the end of the game.

IDOL SLOTS

The four slots at the top of your board give you access to useful
effects. On your turn, you may put an idol in a slot as a free action:

1. Movetheidol fromyoursupply cratestotheleftmostunoccupied
slot on your player board.

2. Choose one effect from the five depicted options.

guardian'’s boon,)/

But use the idol's power wisely! Each of the four slots will be worth
a certain number of points if it is still empty at the end of the game.

An idol in a slot cannot be moved, so each slot can be used only
once per game. (Unless you find an artifact that allows you to bend
this rule.)

possible idol
slot effects
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EXILE

Certain rules and effects send cards into exile, which is located at the
top of the main board. Items and artifacts have special exile piles near
their decks. Fear cards go back to the Fear deck when they are exiled.
Funding and Exploration cards should go near the Fear deck when they
are exiled. Except for Fear cards, the cards in exile usually don't come
back into play.

H This symbol marks the artifact and item exile piles on the board. If
you see this symbol in an effect, it means you may exile a card from
your hand or from your play area.

Tip: If possible, it is more efficient to use a card and then exile it from
your play area, rather than exiling it from your hand.

PLAYING ARTIFACT CARDS

When we /:mw/ i, we moug/pfwe

mw(éBW ('t gulLMw [ Zegc’w l(«? sus/aecme
aéﬁfuf/n’/es {;efmﬂe m%(?h‘es. peé/m/os we
5/m/[ Kuw( Z'%e answets in l’7§ese awcc'ewlf—llzx];

m" All  artifact effects have

' a Wy costin the corner. When

you buy the artifact, this cost is

ignored and you perform the

P effect without vpaying it

' ? But whenever you play the
Pay | to activate any A

F artifact's effect from your

' hand, the [§p cost must be
paid.

2 different  sites.

The artifact’s effect may have other costs as well. These
other costs must be paid every time you use the effect.
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Using this '
assistant is
a free action.

@)

Silver level
assistant. Eq

Assistant’s
effect.

.\

ASSISTANTS HAVE A VARIETY OF EFFECTS:

Some assistants

offer a choice of
effects. As a free
action, you can use
this assistant to get
a J Alternatively,

This assistant allows you
to buy an artifact or an
item with a discount. The
discount is 1 on this side
and 2 on the upgraded
side.

This assistant needs a @ to make
you a Q You can pay the travel cost
the same way you pay travel costs
for archaeologist actions. Because
this is a free action, it makes it
possible to use a card with @ for

you can use it to get
ae

two things: For example, one @ could pay for this
assistant’s effect, and the other could pay for
sending an archaeologist to Dig at a Site.

This assistant has no free action icon, so
using this assistant counts as your turn’s
main action.
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Final Scoring

0&/ 73 A (ee[ / ke Chis csland sl holdle many sectels, bl The lime has come Z’E selutn fome
and shate ous Kc'vw&n/gs.

At the end of the game, record everyone's points on the scoring sheet and add
them up. Points can come from the following sources:

11

Each of your research tokens scores points based on its row.
Magnifying glasses in the Lost Temple row will score points based
on the order in which they reached the Lost Temple.

Each of your temple tiles scores the amount shown on the tile.

Each of your idols scores 3 points, even if it is in a slot. Also add
in the points shown in empty idol slots.

Each guardian you overcame is worth 5 points, whether you used
the boon or not.

Each item and artifact card scores the amount of points shown
in the lower right corner.

Fear cards score -1 point each. If you have fear tiles (see page 23),
they score -2 points each.

Whoever has the most points wins.

Break ties in favor of the player who reached the Lost Temple
first. If no one reached the Lost Temple, break ties in favor of the
player with the highest research score. After that, players who

are still tied remain tied.
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The first expedition to Arnak went rather poorly. No one has heard
from them in quite some time. While you explore the island, keep
your eye out for any survivors.

Different board

The Snake Temple side has sites with different travel costs and
a different research track.

2T
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Ass:stant Rescue

waue  This space in the middle of the research

track has survivors from the first

expedition. You might be able to rescue

J one of them if you explore the island’s
ruins.

During setup, deal 1 assistant per player to this space. These
assistants should be selected randomly. The assistant on top of the
stack is public knowledge, but the identities of those underneath
should be unknown to players who have not yet reached that row.

The supply board will get three stacks of assistants, as usual. Two of
the stacks will have three assistants, and the third stack will have
all remaining assistants.

To advance aresearch token across this bridge,
you must pay 1idol. The idol must come from
your supply crates - it can't be one of those in
a slot. Remove the idol tile from the game.

This magnifying glass effect lets you rescue 1 assistant

from those on the research track. Look through the stack

secretly and take one. Keep the remaining assistants in
the same order and return the stack to the research track.

Unlike assistants from the supply board, the assistant you rescue
is exhausted. You won't be able to use it this round unless an effect
refreshes it.

Example: Red wants to advance her magnifying glass to the assistant
rescue space.

She removes an idol from her supply crates and returns it to the box.
She advances her magnifying glass.
Shelooks through the stack of assistants and selects the sea captain.
The sea captain is exhausted from being marooned on Arnak so
long. Red will not be able to use his ability until he is refreshed.
to gold. (On the other side of the board, you could do this
only when moving your notebook.) If you have two silver

assistants, you can upgrade either one — you don't have to keep
track of which assistant is the one you rescued.

This effect allows you to upgrade an assistant from silver

As usual, an exhausted assistant is refreshed when it is upgraded.

Dreadful Tales!

AL fessl, we desmissed fis sloties as haliucinalions
(n”&% bl 2s wemmeia(mo’wsecéeé&gﬁm«/c."
I ) This magnifying glass effect means you gain a Fear
' . card! Place it face up in your play area, ignoring its
travel value.

During setup, you dealt 2 or 3 bonus tiles to this row of the research
track. When you move a research token there — magnifying glass
or notebook — you choose one of the tiles. Only the tile you choose
is removed.




THE DECISION ARROW

When the rival expedition has to choose between
two or more things, it always chooses the leftmost
or the rightmost, depending on whether the
arrow on the rival action stack is pointing left or
right. If you need a tiebreaker for the final action
tile, when the stack is empty, use the arrow on
the tile at the bottom of the used tiles pile.

Keep all the rival action tiles oriented with the dark edge at
the bottom so you will have the same number of left and right
arrows.




'
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Eile this card to overcome a
on asite not occupied by any
other player.

Gain  foreach onsites
youoccupyandeach  you
have overcome, up o3,

foreach  youhave,

vitha discount of Buy  withadiscount of

Buy

,include the top
card of theiitem deck.

,include the top

card of the artifact deck.

e

Exile this card to research with
your  tokenfor fee.

Coconut Flask

| Use th
ofone  available on the ofone  available on the
supply board. supply board.
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Crystal Earring

Drawuptoscards
andkeep 1. You may return 1 of
them to the top ofyour deck.
therest.

Decorated Horn

Exhangeoneofyour |}
with one available on the.

supply board. The new ones

the same level and refreshed.

Move  fromasite
You occupy to an unocuppied
or  sitewithno
Activate that sit.

Returnaplaced toyour |
1 board. Each of your travel icons
countsas  this round.

Research with a discount
of either or

Ornate Hammer

Exile therightmost
inthe ard row.
¥ Gainany fromexileto
the bottom of your deck.

Obsidian Earring

Drawuptozcardsfrom |
the bottom of your deck.
Keepl,  the other

Relocateaplaced  toa

Relocateaplaced  to

site and activate . a or siteandactivateit

B
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RESERVE TILES

The x3 multiplier tiles are intended for use if you
are close to running out of tokens. Each token on
the tile counts as 3. Tokens on the supply board are
not intended to be limited.

The other side of the tile is a fear tile. If you are
supposed to take a Fear card when the Fear deck is
empty, you take a fear tile instead. It will be worth
-2 points during final scoring. Keep the fear tile in
your play area. If you have a chance to exile a card
from your play area, you may exile the fear tile
instead.

In playtesting, we needed these tiles only in extremely
rare situations. Depending on your play style, your
group might never need them.
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EFFECTS
Many effects simply depict the tokens you gain:

& & Gain the indicated tokens.
|L_4j § Gain the indicated tokens.

@ @ ' Gain the indicated tokens.

. IL_:j . Gain a Fear card and the indicated tokens. You
must take a Fear card from the board and put it face up in
your play area. (Ignore its travel value.) If no Fear cards are
available, take a fear tile, as explained on page 23.

@) .You may pay the cost on the left to gain the benefit
on the right. If you cannot pay the cost or do not wish to,
then you do not get the benefit.

@) 5‘/. Pay the cost to choose one of the two tokens.
1’ Make one of these two trades: IL_:j 13 § OR ﬁ 13 '

[/» Onan artifact card, this is a reminder that the effect
costs 1 Il_ay However, this cost applies only when you play it
from your hand, not when you buy it.

E ) You pay this cost by putting one of the cards in your
hand face up into your play area, ignoring the card'’s travel
value and effect. If you have no cards left in your hand, you
cannot pay this cost, and thus cannot gain the benefit of
the effect.

u You may draw a card. If your deck is empty, then this
has no effect.

H You may choose a card in your hand or in your play area
and send it to exile (as explained on page 13).

u H You may draw a card. Then you may exile a card in
your hand or in your play area. Note that each part of the
effect is optional.

n E You may draw a card. Then you must put a card in
your hand face up into your play area, ignoring its travel
value and its effect.

@ You may refresh one of your assistants. See page 16.

’ This icon denotes that the effect does not count as your
main action for the turn. You can play as many free actions
asyouwant before, after, and even during your main action.

ACTION EFFECTS

The effects below allow you to perform an action.
Normally it would be the main action of your turn,
but here it is considered simply part of the effect.

& You may immediately take a Dig at a Site
or Discover a New Site action, if you have an
archaeologist on your player board. The effect may
specify special benefits or limitations.

Q"’ You may immediately overcome a guardian
without paying the cost depicted on the guardian
tile. This effect applies only to a guardian on a site
where you have an archaeologist.

&i B & You may

immediately buy an artifact
or item from the card row.
The price is reduced by the
amount indicated.

i Perform the Buy an Artifact
action, skipping the step where
you pay its cost, but do resolve
its effect.

KEYWORDS

activate a site: When you activate a site, you use the site’s effect. You
do not need an archaeologist there and other players’ archaeologists do
not block you from activating the site, unless the card says otherwise.
You do not pay any travel cost. You cannot activate a site that has not
been discovered yet.

activate a site tile: Two cards allow you to activate the top site tile in one
of the stacks. Simply resolve the tile's effect, as when activating a site.

discount: Resolve the effect as though you had the tokens or
travel value depicted in the discount. For example, a discount of
@ @ means that a cost of @ @ @ is reduced to @ A discount
of @ means that oneicon in a travel cost is covered. (A discount of @,
however, has no effect on travel costs that don't have @.) Discounts will
not reduce a cost below zero and they will not carry over to other actions.

exile: Send the card to exile, as explained on page 13. Alternatively, an
effect might specify that you take a card from exile.

exile this card to: When you play the card for its effect, it goes to exile
instead of your play area.

gain x: When you gain an item, it means you do not pay the @ cost.
Unless otherwise stated, this is identical to the Buy a Card action, except
you skip the step in which the cost is paid.

occupied by you: You occupy a site if you have an archaeologist figure
there.

pass to gain: To gain the benefit, you must pass. You will get no more
turns for the remainder of the round.

relocate: Without paying a travel cost, pick up one of your archaeologists
that is already on a site and move it to an unoccupied space at a different
site that has already been discovered. The effect might specify additional
restrictions.

unoccupied site: A site isunoccupied if no one has an archaeologist figure
there. (Guardian tiles do not count as occupying a site.) An occupied

site might still have an unoccupied space even though the site is
considered “occupied”.

STARTING RESOURCES

Player 1: !a &
Player 2: !3 @
Player 3: !a !a @
Player 4: !a @ @

STARTING DECK

su Perform the Buy an Item
action, skipping the step where
you pay its cost.
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