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GAME COMPONENTS

PLAYERS: 2 – 4  AGES: 12+ DURATION: 30-45 MINUTES

8 Companion/Useless 
         Companion cards

4 Archaeological Site Game Boards

10 Archaeologist 
        Standees

78 Adventure cards 4 Action Tracker Tiles

12 Team Member cards

25 Rubble Tiles 26 Trap Tiles 8 Treasure Tiles 1 Exit Tile4 Sabotage Tiles

10 Archaeologist cards
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INTRODUCTION

Tennessee James, along with other archaeologists and adventurers, are leading expeditions to find their own fortune and 
glory. While searching pyramids, temples, and ruins for riches, the expedition teams must watch out for traps, such as 
snakes, arrows, and giant boulders. Archaeologists must also beware of native tribes, cultists, fascist soldiers, and even 
each other. Survive the traps, take the riches (from other archaeologists if necessary), and get out alive to gain your fortune 
and glory!

Players begin the game with an Archaeologist of their choice and three Team Members. Players can spend up to five 
Actions per turn, and can either move one space or draw one card per Action. Players can repeat Actions during their turn 
and may also discard cards for extra Movement Actions.

Each temple contains an entrance and twenty-four spaces. Each space contains a face-down tile which could either be a 
treasure or a trap. If a player finds treasure, they keep it as a reward. If a player finds a trap, they must play cards to defeat 
it. If the trap is not defeated, the player loses a Team Member, which reduces how many Actions they can perform per turn. 
Make sure that you have enough cards to defeat traps because other players can play cards that make traps more difficult 
to defeat. If you run out of Team Members, and you can’t defeat a trap, you lose the game. Find the most treasure and 
escape the temple to win the game, but don’t stay too long or the temple will become your tomb.
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SET-UP

1. Choose an Archaeological Site Game Board.
2. Place the three Fire Modifier Trap Tiles and the Mummy Trap Tile off to the side.
3. Place all Treasure Tiles, the Exit Tile, and all Trap Tiles face-down.
4. Without looking at the Tiles, randomly place a Tile face-down onto each space except the Entrance space.
5. Choose your Archaeologist card and place its Standee on the Entrance space. If you are playing on Normal Gameplay, 

place your Archaeologist card on the side with two Actions. If you are playing on Hard Gameplay, place your 
Archaeologist card on the side with one Action.

6. Place three Team Member cards next to your Archaeologist card.
7. Draw cards from the Adventure deck equal to the number of Actions you have. Shuffle the Cursed Treasure card back 

into the deck if it was drawn during this step.
8. The player who visited a museum most recently goes first.

Players can also discard as many cards as they wish during their turn in exchange for the same number of Movement 
Actions.

Players can play any number of cards from their hand without spending an Action. Players can also encounter Tiles without 
spending an Action.

Players do not have to spend all of their Actions during their turn, but unspent Actions are not carried over to their next 
turn.

A player’s turn is over when they are out of Actions, or if they choose to end their turn. If a player is out of Actions, but 
they are on a space with a Tile that they have not yet encountered on their turn, the player must encounter the Tile. If the 
Tile is face-down, reveal the Tile. If it is a Trap Tile, the player must encounter the Trap Tile before their turn is over. If it is a 
Treasure Tile, the player collects the Treasure Tile before their turn is over.

The number of Actions players have each turn is 
determined by who is on their team. See the chart for all of 
the members you can have on your team, and how many 
Actions they contribute to your team.

PLAYER ACTIONS

There are two types of Actions that players 
can take during their turn.

• Draw one card
• Move one space

MEMBER OF YOUR TEAM ACTIONS

Archaeologist
(Normal Gameplay)

2

Archaeologist
(Hard Gameplay)

1

Team Member 1

Companion 1

Useless Companion 0
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Archaeologist:
The Archaeologist is you and is 
represented by the Standee on 
the game board. Archaeologists 
grant 2 Actions per turn during 
Normal Gameplay and 1 Action 
per turn during Hard Gameplay.

The Adventure deck is made up of Action cards, Modifier cards, and Special cards. During Set-
Up, each player draws Adventure cards equal to the number of Actions that they have. Players 
can choose to spend Actions to draw cards from the Adventure deck during their turn. Players 
can also discard cards in exchange for Movement Actions. Drawing one card costs one Action, 
and discarding one card grants one Movement Action. Players can discard as many cards as 
they wish during their turn in exchange for the same number of Movement Actions, as long 
as they have cards to discard. Players can play any number of cards from their hand without 
spending an Action.

After a card is played, it is placed in the discard pile. In the event that the Adventure deck is 
depleted, reshuffle the cards from the discard pile.

Players can play Action cards during their turn to defeat Trap Tiles and during fights. Each Action card has an Attack-Value 
from 1 to 5. To defeat a Trap Tile, players must play Action cards that equal or exceed the Difficulty-Value of a Trap Tile. To 
defeat an opponent during a fight, players must play Action cards that exceed the Attack-Value of their opponent’s Attack-
Value. Action cards can be added together with Modifier cards to defeat Trap Tiles and opponents during fights, but only 
after the players have played at least one Action card.

Team Member:
Team Members grant 1 

Action per turn.

Companion: 
Bribe and Fear cards have no 
effect against Companions. If 

the Curse Modifier card is played 
on a Companion, flip the card 

to the Useless Companion. 
Companions grant 1 Action per 

turn.

Useless Companion:
Useless Companion: If 

the Lucky Hat Action card 
is played on the Useless 
Companion, flip the card 

to the Companion. Useless 
Companions grant 0 Actions 

per turn.

MEMBERS OF YOUR TEAM

THE ADVENTURE DECK

ACTION CARDS
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Players can play Modifier cards during other player’s turns to increase the Difficulty-Value of 
Trap Tiles that they are encountering. Players can also play Modifier cards during their own 
turn to defeat Trap Tiles and during fights, but only after they have played at least one Action 
card. Each Modifier card has an Attack-Value from +1 to +5. 

The Shotgun card is considered both an Action card and a Modifier card.

Bribe: Take a Team Member, or a Useless 
Companion, from another player and add 
them to your team.

Companion: Add a Companion card from 
the deck to your team.

Cursed Treasure: When this card is drawn 
from the Adventure deck, all players with 
at least one Treasure Tile must discard 
a member of their team. The player 
with the Scary Magic Treasure Tile must 
discard an additional member of their 
team. If the Cursed Treasure card is 
drawn during Set-Up, shuffle the Cursed 
Treasure card back into the Adventure 
deck. After this card is revealed, re-
shuffle it into the Adventure deck along 
with the discard pile.

Dynamite: Place a Sabotage Tile on an 
adjacent space. Players must spend 2 
Actions to move off of a space with a 
Sabotage Tile, or they can move off of the 
space with 0 Actions if they play a Bullwhip 
card. In the event that all of the Sabotage 
Tiles are in play, the Dynamite card cannot 
be played. Once Sabotage Tiles are placed 
on the board, they will remain in play and 
cannot be moved to a different space. 
Players do not discard a member of their 
team if a Sabotage Tile is placed on a 
space with Archaeologists.

Fear: Choose another player and remove 
one of their Team Members or Useless 
Companions from the game.

Journal: Defeat a Trap Tile that is on your 
space or peak at a Tile on any space. 
Peaking at a Tile means that you get to see 
what is on the other side of the Tile, but 
you do not have to share that information 
with the other players. After peaking at the 
Tile, place it back on the space where it 
originally was face-down.

MODIFIER CARDS

SPECIAL CARDS
Special cards can be played during your turn.
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WHEN YOU MOVE ONTO A NEW SPACE

When you land on a space without a Tile, nothing happens.

When you land on a space with a face-down Tile, reveal the Tile and place it back on its space. If it is a Trap Tile, you must encounter it 
immediately.

When you encounter a Treasure Tile, keep the Treasure Tile as a reward. Collect Treasure Tiles without spending an Action.

When you encounter a Trap Tile, play one or more Action cards until the total Attack-Value equals or exceeds the Difficulty-
Value written on the Trap Tile to defeat it (remove the Trap Tile from the space and keep it as a reward). When encountering 
Trap Tiles, you can also play Modifier cards, but only after at least one Action card was played.

For example, Player A encounters a Trap Tile with a Difficulty-Value of 6, so Player A plays a Lucky Hat Action card that 
is worth 5, and a Wild Animals Modifier card that is worth +1. Player A now has an Attack-Value of 6 and since Player A 
played cards that equalled or exceeded the Difficulty-Value of the Trap Tile (5 + 1 = 6), the Trap Tile can be defeated so long 
as other players choose not to play Modifier cards to increase the Difficulty-Value of the Trap Tile.

When a player encounters a Trap Tile, opposing players can choose to play one or more Modifier cards at any time to make 
the Trap Tile more difficult to defeat.

For example, after Player A played the necessary cards to defeat the Trap Tile, Player B chooses to play a Native Tribe 
Modifier card that is worth +2 in order to increase the Difficulty-Value of the Trap Tile by +2. Now the Trap Tile has a new 
Difficulty-Value of 8 (6 + 2 = 8). This means that the Trap Tile has not yet been defeated and Player A will have to play 
Action cards and/or Modifier cards that will equal or exceed the Difficulty-Value of the Trap Tile. In this case, Player A 
already has an Attack-Value of 6 from the cards that have already been played, and now Player A only needs to play an 
Attack-Value of +2 in order to defeat the Trap Tile. Opposing players can continue to play Modifier cards to increase the 
Difficulty-Value of the Trap Tile as many times as they wish, or until they are out of cards.

Unused Attack-Values from Action cards and Modifier cards are not carried over.

Opposing players can increase the Difficulty-Value of Trap Tiles with Modifier cards from any location.

You cannot move past Trap Tiles. Trap Tiles must be defeated before you can move forward, however, you can always 
move back and take a different route that has already been cleared.

If you move onto a space with a Trap Tile during your turn, you must immediately encounter the Trap because it has caught you by 
surprise. Alternatively, if you start your turn on the same space as a Trap Tile, you cannot leave the space until you have encountered 
the Trap Tile, but you can spend Actions to draw cards before encountering the Trap Tile.

If you cannot defeat a Trap Tile by the end of your turn, discard a member of your team; Team Members, Companions, and 
Useless Companions are considered members of your team. If you cannot defeat a Trap Tile and you do not have anymore 
members on your team, your Archaeologist is killed and you are out of the game. If this occurs, place all of your Treasure 
Tiles face-down on your space and remove your Standee from the game.

In the event that there are multiple Trap Tiles on the same space, you will encounter each Trap Tile one at a time. Unused 
Attack-Values from spent Action cards and Modifier cards do not carry over to the next Trap Tile. If you fail to defeat one or 
more Trap Tiles on your space at the end of your turn, only discard one member of your team.

In the event that there are one or more Treasure Tiles and one or more Trap Tiles on the same space, you cannot collect the Treasure 
Tiles until all of the Trap Tiles on that space have been defeated.
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WHEN TWO OR MORE PLAYERS ARE ON THE SAME SPACE

Players can choose to help each other defeat a Trap Tile. If this occurs, add the Action cards and Modifier cards played by 
all players occupying the same space. The active player will keep the Trap Tile as a reward.

Players occupying the same space are not obligated to help defeat the Trap Tile and can even choose to play Modifier 
cards to increase the Difficulty-Value of the Trap Tile, but if the Trap Tile is not defeated, each player occupying the space 
will have to discard one member of their team.

Before any player can leave the space, players can choose to fight each other with Action cards, and Modifier cards after 
they have played at least one Action card. If none of the players want to fight, then no fight occurs. A fight will occur if at 
least one of the players wants to fight.

During a two-player fight, each player in the fight will have a Fight Round. Fight Rounds consist of each fighting player 
playing one card against each other simultaneously. Fight Rounds will continue until the fight is over. The fight ends when 
all of the players cannot, or choose not to play anymore cards against each other. Players can continue having Fight 
Rounds against other players who cannot or choose not to play anymore cards. The Attack-Value that players play against 
each other during individual Fight Rounds does not matter, they simply let players know how they’re doing in the fight. The 
player with the highest total Attack-Value at the end of the fight takes one random Treasure Tile from the losing player. The 
losing player does not discard a member of their team. If players have the same total Attack-Value at the end of the fight, 
the fight is a draw and nothing happens. Other players not involved in the fight cannot play cards to influence the outcome 
of the fight. Fights can still occur even if none of the players have Treasure Tiles.

In the event that more than two players want to fight, the same rules apply. The only difference is that players must declare 
who they want to fight.

For example, four players are on the same space. Player A wants to fight Player B, Player B wants to fight Player C, Player 
C wants to fight Player A, and Player D does not want to fight. This would be a three-player fight since Player D does not 
want to fight and the other players did not challenge Player D to a fight. In this example, even though Player B and Player 
C want to fight Player A, this is not a two-against-one fight, all players fight each other in the fight. Players will still only play 
one card during a Fight Round even though they have multiple opponents. The player with the highest total Attack-Value at 
the end of the fight takes one random Treasure Tile from the player with the lowest total Attack-Value.

END OF GAME

Players can move their Archaeologists outside of the archaeological site at any time by spending an Action to move 
off of the Entrance space or a space with a revealed Exit Tile. Once players move their Archaeologists outside of the 
archaeological site, they cannot re-enter. The game ends when all surviving archaeologists have left the archaeological site.

When the game is over, each surviving player counts their Victory Points indicated on their Treasure Tiles (Fortune) and their Trap Tiles 
(Glory) to determine the winner. The player with the most Victory Points wins the game. In the event of a tie, the player with the most 
members on their team wins. If players are still tied, all tied players win.
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TEMPLE COLLAPSE

After 10 Victory Points worth of Treasure Tiles have been collectively gained by all 
players, the temple begins to collapse. When this happens:

1. Place one Rubble Tile on the space where the last Treasure Tile was at 
the end of the active player’s turn. 
 
 

2. Then, after the next player’s turn, place one Rubble Tile on all adjacent 
spaces that currently have a Rubble Tile. Repeat this step at the end of 
each player’s turn. Archaeologists cannot escape the archaeological site 
using the Exit Tile once a Rubble Tile is placed on that space. 
 
 

3. Place a Rubble Tile on the Entrance only after every other space has a 
Rubble Tile. When the Entrance gains a Rubble Tile, all Archaeologists 
still inside the archaeological site are instantly killed and lose the game.

Nothing happens if a Rubble Tile is placed on the same space as an Archaeologist. Archaeologists can move onto spaces that already 
have a Rubble Tile without consequence. Rubble Tiles do not prevent players from encountering Treasure Tiles or Trap Tiles.

Before the game begins, players can choose their own custom conditions when the temple begins to collapse. For example, the 
temple begins to collapse when 8 Victory Points worth of Treasure Tiles are collectively gained by all players, or when the Idol Treasure 
Tile is taken by an Archaeologist.

For simpler gameplay, ignore the Temple Collapse rules. Remember that the game ends only when all surviving 
Archaeologists are outside of the archaeological site.

Alternatively, for simpler Temple Collapse rules, when 10 Victory Points worth of Treasure Tiles have been collectively gained 
by all players (or another custom condition), the temple instantly seals at the end of the next round and all Archaeologists 
still inside the temple lose the game.
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TREASURE TILES AND THE EXIT TILE

During Set-Up, place all of the Treasure Tiles and the Exit Tile face-down during set-up to be randomly placed on each space of the 
gameboard.

See WHEN YOU MOVE ONTO A NEW SPACE on page 6 to learn how to encounter Treasure Tiles.

If you land on a space with the Exit Tile, you may spend an Action to leave the temple. You cannot re-enter the temple once 
you have left. When you encounter a Treasure Tile, keep the Treasure Tile as a reward. Place it face-down so other players 
will not see what you have.

For normal gameplay, ignore Treasure Tile Special Abilities. For Advanced gameplay, Treasure Tiles have Special Abilities as indicated 
in the chart below:

TREASURE TILE VICTORY POINTS SPECIAL ABILITY

Scary Magic 
Treasure

5
+1 Victory Point when found 

in the Forgotten Temple 
Archaeological Site.

Discard an additional member of your team 
when the Cursed Treasure card is revealed.

Magic Treasure

5
+1 Victory Point when found 

in the Forbidden Ruins 
Archaeological Site.

Remove from the game to avoid discarding 
a member of your team.

Shiny Alien Skull

5
+1 Victory Point when found in 
the Plaza of Peril Archaeological 

Site.

Remove from the game to ignore all Wild 
Animal, Native Tribe, and Cultist cards 

during a single turn.

Golden Book

5
+1 Victory Point when found 

in the Cursed Pyramid 
Archaeological Site.

Spend an Action to remove the Golden 
Book Treasure Tile from the game to defeat 

the Mummy Trap Tile.

Idol 3
Native Tribe cards are worth +3 when played 

against the Archaeologist who possesses 
the Idol.

Diamond 3
Cultist cards are worth +4 when played 

against the Archaeologist who possesses 
the Diamond.

Gold 3
Fascist Soldier cards are worth +5 when 
played against the Archaeologist who 

possesses the Gold.

Scepter Head Piece 3
When the Scepter Head Piece is revealed, 

the Archaeologist who found it can peak at 
any unrevealed Tile (one use only).
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TRAP TILE DIFFICULTY 
VALUE

SPECIAL ABILITY

No Trap 0 When the No Trap Tile is revealed, discard it from the game. The player 
who revealed it does not keep it as a reward.

Sarcophagus 0

If the Golden Book Treasure Tile has not been collected by a player, 
place the Sarcophagus back on its space after it is revealed. Players 

are to ignore the Sarcophagus because is not considered a Trap Tile or 
a Treasure Tile.

If the Golden Book Treasure Tile has been collected by a player, discard 
the Sarcophagus from the game and replace it with the Mummy Trap 

Tile.

Rats 1 None.

Bugs 1 Bugs have a Difficulty-Value of 4 if you have one or more Useless 
Companions on your team.

Spiders 2 None.

Scarabs 2

At the end of each round, the Scarabs will move 1 space towards 
the nearest Archaeologist. In the event that there are multiple 

Archaeologists who are the same distance away from the Scarabs, the 
last player who had a turn will move the Scarabs. If the Scarabs Trap 

Tile is on the same space as an Archaeologist, it will not move even if it 
has remaining Movement Actions.

Poison Darts 3 None.

Snakes 3
All Archaeologists who share the same space with the Snakes Trap Tile 
lose 1 Action for the remainder of their turn because they are afraid of 

Snakes.

Quicksand 4 None.

TRAP TILES

During Set-Up, place all of the Trap Tiles  face-down, except for the Mummy, during set-up to be randomly placed on each space of 
the gameboard.

See WHEN YOU MOVE ONTO A NEW SPACE on page 6 to learn how to encounter Trap Tiles.

For normal gameplay, ignore Trap Tile Special Abilities and simply discard a member of your team if you fail to defeat any Trap Tile. 
For Advanced gameplay, Treasure Tiles with a Star symbol have Special Abilities as indicated in the chart below:
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TRAP TILE DIFFICULTY 
VALUE

SPECIAL ABILITY

Fire 4 When Fire is revealed, place a Fire Modifier Trap Tile on all adjacent 
spaces. See FIRE MODIFIER TRAP TILES on page 12.   

Arrows 5 None.

Maze 5 If the Maze is not defeated, do not discard a member of your team. 
Instead, you cannot leave the space until the Maze is defeated.

Spikes 6 None.

Flooding Water 6

If the Flooding Water is not defeated, discard a member of your team 
and move all Archaeologists on that space to the entrance of the 

Archaeological Site. Then discard the Flooding Water Trap Tile. Other 
Archaeologists in the path are not affected.

Spinning Blades 7 None.

Mummy 7 See THE MUMMY TRAP TILE on page 12.

Bottomless Pit 8 None

Pressurized Acid 8 Discard 2 members of your team if the Pressurized Acid is not 
defeated. Then discard the Pressurized Acid Trap Tile.

Lava 9 None

Puzzle 9 Do not discard a member of your team if the Puzzle Trap Tile is not 
defeated.

Crushing Room 10 None

Giant Boulder 10

If the Giant Boulder is not defeated, discard a member of your team 
and return all Archaeologists on the space back the way they came in 
a straight line until they hit a corner. Then discard the Giant Boulder 

Trap Tile. Other Archaeologists in the path are not affected.
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At the end of each round, move the Mummy Trap Tile up to two spaces towards the nearest 
Archaeologist. In the event that there are multiple Archaeologists who are the same distance away 
from the Mummy, the Mummy will move towards the Archaeologist with the most Victory Points in 
Treasure Tiles. In the event of a tie, the last player who had a turn moves the Mummy Trap Tile. If the 
Mummy Trap Tile is on the same space as an Archaeologist, it will not move even if it has remaining 
Movement Actions.

The Mummy Trap Tile cannot be defeated with cards. In the event that players defeat the Mummy’s 
Difficulty-Value, or if the Journal is played against the Mummy, exhaust the Mummy Trap Tile (flip the 
Mummy’s Trap Tile over instead of removing it from the space). Archaeologists can move through the 
Mummy without encountering it when the Mummy Trap Tile is exhausted.

If the Mummy Trap Tile is exhausted when the round is over, instead of moving it up to two spaces 
towards the nearest Archaeologist, flip the Mummy Tile over.

If an Archaeologist encounters the Mummy Trap Tile and cannot defeat it, the Archaeologist must either 
discard a Treasure Tile (remove it from the game) or discard a member of their team.

The Mummy Trap Tile can only be defeated if the player who has the Golden Book Treasure Tile 
spends an Action to remove the Golden Book from the game. The player who defeated the Mummy 
with the Golden Book keeps the Mummy Trap Tile as a reward.

If the Mummy retrieves the Golden Book Treasure Tile, the archaeological site immediately begins to 
collapse (see TEMPLE COLLAPSE on page 8). The only difference is that the first Rubble Tile will be 
placed on the same space as the Mummy Trap Tile. In the event that the Mummy Trap Tile is on the 
Entrance, place the Rubble Tile adjacent to the Entrance

THE MUMMY TRAP TILE

If the Sarcophagus Trap Tile has been revealed and the Golden Book 
Treasure Tile has been collected by a player, discard the Sarcophagus 
Trap Tile and replace it with the Mummy Trap Tile. The Mummy Trap Tile 
has a Difficulty-Value of 7.

+

FIRE MODIFIER TRAP TILES

When the Fire Trap Tile has been revealed, place one Fire 
Modifier Trap Tile face-up on each adjacent space whether or 
not a Tile is already on that space. Fire Modifier Trap Tiles have 
a Difficulty-Value of 4. Fire Modifier Trap Tiles are considered to 
be regular Trap Tiles without Special Abilities.
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SOLO GAMEPLAY

For Solo Gameplay, there are three differences:

The first difference is that you will roll a D8 when you encounter a Trap Tile. If you are encountering multiple Trap Tiles, you 
must roll the D8 for each Trap Tile.

If you roll a number, you must draw that many cards from the Adventure deck. Keep the Modifier cards and discard the rest. 
The Modifier cards will increase the Difficulty-Value of the Trap Tile. Discard the Modifier cards after they have increased the 
Difficulty-Value of the Trap Tile.

If you roll the blank side, nothing happens.

The second difference is that if you draw the Cursed Treasure card, ignore the text. Instead, the temple will begin to 
collapse (see TEMPLE COLLAPSE on page 8).

The third difference is that if the Adventure deck is depleted, the temple instantly seals you inside and you lose the game.

The object of the game remains the same; Gain the most Victory Points and escape the temple alive. The ultimate victory is collecting 
all possible Victory Points from Treasure Tiles and Trap Tiles and escaping the temple alive.
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