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Game Preparation

1. Define roles
fDqJenaﬁ’ng on the number qf }Jfayers, the ratio of Adventurers to guamﬁ’ans cﬁanges, The number of Role Cards (as shown
in the table on the relevant card) are shuffled and 1 is dealt face-down to each o ‘

yfayer. Fach y[ayer looks at his role, without sﬁowing anyone else, and then Number oF W.\C').:m(,)i ()‘iOLi CARDS :

places it face down in front of him. This information is secret! Players | Adventurers = Gua ’rZﬁ'..i’\'
The role cards may only be uncovered when the entire game is finished. 1f there
is an unused role card, this should be returned to the box without being looked at.
fxamy[e: In a game with 4 }J[ayers, 3 Adventurers and 2 Guardians are sﬁuﬁfecf and
tﬁen déa&face ({Own, 1 to eacﬁ}?[ayer. ’Tﬁe extra CaYd‘iS Teturﬂedto tﬁe EOX Wltﬁout Eeing
(OOEedat. Tﬁergfore, tﬁe})(ayers db not EHOW Wﬁetﬁer tﬁere are 3 Mveﬂturers aﬂl{l

Guardian, or 2 Adventurers and 2 Guardians among them.
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2. Distribute the secret chambers B e
Depending on the number of players, the number and composition of the treasure R ”_1 lg:,m’;_ SY?fc:tﬁ:zéca< CA.:-{D'J
chamber cards changes (see table on the relevant card). All unused cards that are Players Fisued ] & rise l'llllpL\
not needed in this game are returned to the box. The deck of treasure chamber - 'i ity 2
cards is sﬁuﬁ%d and each }J[ayer is dealt 5 cards. Each }Jfayer now looks secret[y : -1 g f
at his 5 treasure chambers. Each })[ayer then sﬁuﬁ((es fis treasure chamber cards ;‘(” 8 >
and places them face down in front of him (with the locked treasure chamber : %5 ; f
u})warcfs), so that the no-one (not even ﬁimseg‘) knows which card is which. f . :;‘ 190 53

3. Determine the smrn’ng y(ayer
The }J(ayer who last found’ a pot of gofaf is the starting yfayer. ‘Jf no-one has ever foumf a pot of gofcf, then the game ends
immecfiatefy and everyone [oses. ﬂﬁ'emativefy, the youngest Jo[ayer can start... The start Jo[ayer takes the Key card, puts it

in front cf him and is now called the "ﬁey }Jfayer".

Gameplay

‘Pfayers can now state whether tﬁey are guarcﬁ’ans or ?lc{venturers, and what is (su}ayoseaffy) in their treasuries. Of course,
not everyone is honest here: stmngefy enougﬁ, all the }J[ayers are adamant that tﬁey are Adventurers! But there is

certainly at least one Guardian hiding in there somewhere...

The key player now decides which treasure chamber of a fellow player that he wishes to open. Once he has decided, he places
the key card in front of the corresponding treasure chamber. The selected card is then revealed and placed face-up in the



middle of the table. The player whose treasure chamber has been opened becomes the next key player. He then also chooses
a card from a fellow player, who opens the corresponding chamber.

All players can, at any time, discuss which player or treasure chamber the key player should choose. However, the decision
of which chamber is opened is always made by the key player.

IMPORTANT: Game play depends heavily on discussions during the game. It is important for the Guardians to
occasionally bluff, because by such misinformation you can urge a fellow player to a decision, which he may regret in

hindsight, but which will help you to victory...

Through the discussions, the key player should be led to uncover the treasure cards that are conducive to each player’s
goal. The Adventurers want to find as much gold as possible, so they can safely declare that they have, say, 2 treasure
chambers with go(cf, so that tﬁey are revealed. The Guardians, on the other hand, want the Adventurers to fa(f into their
ﬂre-trcyos or open empty treasure chambers.

So it can be, of course, that a secret guarzﬁan maintains that she is an Adventurer and has 2 treasure chambers with
gofc(, a[tﬁougﬁ this is not true. This may make sense 1f tﬁey have, for exam}:(e, a ﬁ’re-tmjo or empty treasure chambers, and
wants them to be revealed. The guanﬁ'ans are }J(aying for time, and every empty hidden treasure chamber Erings them
closer to their goa[

For the Adventurers, as the game goes on there are fewer chances to uncover the right treasure chambers. ..
IMPORTANT: 1t is forﬁic[cﬁm for the ]a[ayers to reveal their role cards at any point Before the game ends!

All empty treasure chambers, all treasure chambers with gold, and all fire-traps are placed in separate stacks at the end of
each round, to show how many of them have already been discovered. Doing this facilitates gameplay in future rounds.

End (f a round

A round ends when as many treasure cards have been turned over as Jo[ayers are participating (e.g., 5 cards ina 5-person
game). A card does not have to be revealed in front of every player. Afterwards, the remaining face-down treasure chamber
cards [eft in front of the players are collected, shuffled and redistributed. Each player receives 1 less card than in the
previous round (2nd round = 4 cards, 3rd round = 3 cards and ath round = 2 cards). The ]J[ayers again [ook at their
treasure chamber cards, then shuffle them and put them face down in front of them.

’Tﬁe [ast]ofayer to ﬁave ﬁmfa treasure cﬁamﬁer qpenecfﬁecomes tﬁefirst Eey}zfayer oftﬁe next TOUﬂC{:

Game End

f.lf one of the fo[[owing 3 situations occurs when a treasure chamber card is discovered, the game ends immeaﬁ’ate[y:
1) The last treasure chamber with 50[0( was foumf The Adventurers win.
2) Allthe ﬂre-tmjos in the game are revealed. The Guardians win.
3) ﬂﬁer four rounds, not all the treasure chambers with gofcf have been founcf The Guardians win.

Then the y[ayers reveal their true identities, and celebrate (or not...)



