


\O
I

el

”\\ \\“I 0N TN O T T O T T O O T T O T O T T OO T T TN T T T 11
TN
B A STRATEGIC DICE-DRAFTING GAME
= BY DANIELE TASCINI AND DAVID TURCZI
e In Tekhenu: Obelisk of the Sun, players take on the roles  There are 4 Maat phases and 2 Scoring phases during the
= of nobles in Ancient Egypt as they build both the Temple  course of the game. While Maat phases only take into
= of Amun-Ra and the area that is to become Ipet-Isut. account the players’ balance on their scales to determine
o On their turn, they will choose a die that is at the base of 15 layetr orde (anc.l i Points logn il ooy '.Ta?nt),
E PR R R S LA LG SR Scoring phas.es will requ?re thtat they pa}y for the bulld.lngs
i LarnBR g Ml G ocet rnnn Kh S @bl they hax.re built and provide Victory Points for the various
= produce Resources based on the die’s color, or alter the gagr=peon g Revaik)
- die/action with a Scribe.
-f As the Obelisk’s shadow changes position, different
E die colors will be become Pure, Tainted, or Forbidden,
L changing how the die will sit on the player’s scales when
= the time comes for Maat’s judgement.
W "8 2 OVERVIEW
1)/
\1/ T TN TP T O T PO T O T PO T O T PO Y O T O T O T O OO T O T O O O o A 11
0)

= s



- COMPONENTS

GAME BOARD AND OBELISK TOKENS

1y
|

1 MAIN GAME BOARD WITH THE RESOURCES

Z&x%ﬁ

Limestone (white)

6x

OBELISK WHEEL AND THE OBELISK

28x

Granite (black)

MARKERS AND TILES

DICE

2 SCORING MARKERS H/ EE/

26 DICE
6 HORUS BONUS TILES

1 DRAW BAG

COMPONENTS - GAME BOARD, MARKERS & TILES, TOKENS & DICE 3
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PRODUCTION MARKERS
4 per player

PLAYER COMPONENTS

PLAYER BOARD . . . .

1 per player
\\\\\\lIIWIIIIIIIIIIlIIIIII STATUES
H 6 per player

”&)TJH

6333

- MAAT MARKER
1 per player

PLAYER AID

1 per player
VICTORY POINT MARKER
1 per player
Amount per player in each of four player colors: @ @ @ @ .
BUILDINGS . . .
10 per player

. POPULATION MARKER
1 per player
PILLARS m
8 per player

HAPPINESS MARKER
1 per player
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CARDS SOLO MODE COMPONENTS
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= 1. Lay out the main game board in the middle of the 4. Shuffle the Horus Bonus tiles, and place them in
= table, place the Obelisk Wheel on its designated random order onto the 6 spaces in the Horus action
- location on the game board, and then position the area.
4 Obelisk through the holes 1{1 the Obelisk Wheel and ot ieaiclhamii B S b R B 1 B
= game board. Set the Obelisk Wheel to a random ; ! ; !
= i } f : : i ) preprinted Bonuses instead, returning the Horus Bonus tiles

position (while ensuring that its sections line up with
= ] 10 the game box.
= the action areas).
- : 5. Place all Resources, Scribes, and Faith tokens to
= the side of the game board, forming an accessible
- general supply.
gl 6. Place 1 Gold resource onto the following spaces:
= * the two Statue spaces by the Temple Complex,
j 2. Locate the arrow on the Obelisk Wheel. Place the e |
= 1) Scoring marker four sections clockwise from uxy ﬁi
Led the arrow and the ¥ ) Scoring marker another four =g
- sections clockwise from the ™) marker (ie. two
= sections away from the arrow).
il * the two Statue spaces above the workshops and
= quarries in the Osiris action area, and
- * to the side of the second row of the Osiris action
= area.
= 3. Shuffle the Pillar tiles, and place them in a face-down
il stack next to the board, near the Ra action area.
E Draw 3 of the tiles and display them face up on the
L three spaces associated with the Ra action.

SETUP
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7. Prepare the draw bag:

* For a 4-player game, place all dice into the draw
bag.

* For a 3-player game, return 2 gray dice to the
game box, and add the remaining dice to the draw
bag;

e For a 2-player game, return 1 each of yellow,
brown, white, and black (but not gray), adding the
remaining dice to the draw bag;

For each section around the Obelisk Wheel, draw and
roll 3 random dice from the draw bag, adding them
to that section. Within each section,

place each die in the correct row |
based on whether the die is Pure %;, i
Tainted @, or Forbidden ® :
(See Key Concept I: Pure, Tainted, and Hh
Forbidden dice on page 9.)

Give each player a player board and all components
of their chosen color. Each player should now do
the following:

A. Place the 10 Buildings on the Building spaces at
the top of their player board.

B. Place the 6 Statues on the Statue spaces at the
bottom of their player board.

C. Place 1 Production marker on the “2” position
of each of the four Production Tracks on their
player board.
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. Leave the 8 Pillars next to their player board.

. For now, also leave the Maat marker next to their

player board.

Place the Victory Point marker on space “10” of
the Victory Point track.

. Place the Happiness marker on space “2” of the

Populace track and the Population marker on
space “5” of the Populace track.

Note: The starting spaces are marked by x?( and m,
respectively. Both Happiness and Population are tracked
in the same location.

. Take 1 Gold and 1 Scribe.

R I )




\I

10. (In a solo or 2-player game, leave Technology T16
and Decree D20 in the game box.) Shuffle the
different decks of cards (Blessings, Technologies,
and Decrees) separately, placing each deck to the
side of the game board. Create the Card Market as
follows:

A. The first section, marked in s , should have
2 Blessings ® and 1 Technology '+ . Place these

cards face up.

B. The following section, marked in ﬁ, should
have 2 Blessings and 2 Technologies. Place these

cards face up.

Note: Leave the third and fourth sections, marked in

— W ‘ﬁ, enpry.

11. Deal 2 Dectees ‘# to each player. Each player chooses
one to keep, discarding the other to the bottom of
the Decree deck.

Note: Decrees should be kept secret from the other players,
although you may examine your own Decrees at any tinme.

12. Shuffle and randomly select 5/7/9 Starting ¥- cards
for 2/3/4 players, displaying them face up on the
table within easy view of all players. Also lay out all
4 Destiny ¥ cards near the Starting cards.
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Note: Starting cards determine starting resources and the
Turn Order for the first game round.
8 SETUP

A. Draft Starting cards:

o Using a method of your choosing, randomly

select a starting player.
° Beginning with the starting player and
proceeding clockwise, each player takes

1 Starting card of their choosing.

° Once each player has 1 Starting card, beginning
with the last player and proceeding counter-
clockwise, each player takes a second Starting
card.

Note: Az this point, the starting player is no longer
significant.

B. Determine the initial Turn Ordet:

o FHach player should sum the initiative values
shown on their 2 chosen Starting cards.

o Place all players” Maat markers on the Turn
Order track in descending order based on
their total initiative value (highest total initiative
value is placed first on the Turn Order track,
and so on). In the case of a tie, the tied player
with the highest printed initiative value places
their Maat marker first.

C. Receive starting resources:

o In the newly established Turn Otder, each
player chooses one of the available Destiny
cards.

o Every player receives all rewards shown on
their Destiny card and Starting cards.

INITIATIVE
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o Hach player should keep their chosen Destiny
card face up next to their player board. Its
depicted Ankh value will be important later in
the game. (See Maat Phase on page 11.)

° Return all Starting cards to the game box, as
they are no longer needed.

13. You are now ready to play!
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KEY CONCEPT |

[ =)
"Black dice are Pure in a2 Dark section, Tainted in a
PURE, TAINTED, AND FORBIDDEN DICE Shaded section, and Forbidden in a Sunny section.
'
Example 2: =
The Obelisk Wheel is divided into 6 sections: =
2 Sunny (white) @, 2 Shaded (gray) @, and 2 =
Dark (black) @, representing how the Obelisk =
casts its shadow at that particular moment. As the il
game progresses, the shadow will rotate, altering - E
which sections are Sunny, Shaded, or Dark. L
Yellow and brown dice are both Pute in a2 Shaded 7
section. =
Yellow dice are Tainted in a Sunny section and -
Forbidden in a Datk section. ™=
Brown dice are Tainted in a Dark section and E
Forbidden in a Sunny section. L4
Example 3: 3l
Dice come in five colors: white, black, yellow, L
brown, and gray. Depending on the color of the die =
and the position of the Obelisk’s shadow, each die | -
is considered Pure , Tainted ', or Forbidden -
o ] ] 5 E Gray dice are always Tainted (and thus never -
PURE TAINTED | FORBIDDEN | FORBIDDEN | TAINTED Forbidden’ nor Pure)' i
Sunn 0 =
| e ' ® ® ' Note: No dice are forbidden in Shaded sections. =
TAINTED PURE TAINTED PURE TAINTED
Shaded ' %%: ' % ' Example 4: =
FORBIDDEN [ FORBIDDEN P,URE TAINTED TAINTED PE
»o|o|s |o]e

Mnemonic: Dice are Pure where they match in brightness.

White dice are Pure in a Sunny section, Tainted in
a Shaded section, and Forbidden in a Dark section.

Example 1:

SETUP - KEY CONCEPT I: PURE, TAINTED, AND FORBIDDEN DICE
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A game of Tekhenu takes place over multiple rounds, = Next, you must perform an action, the effect of which
following this pattern: depends on the value of the die you selected. There are

- 2 Rounds = 1 Rotation e e e

- 2 Rotations 1 Maat phase 1. God Action (Horus @, Ra @), Hathor 8 , Bastet

= 2 Maat phases 1 Scoring e, Thoth 4, and Osiris \2) Perform the action

= 2 Scorings = 1Game corresponding to the section from which you took
= the die.

E Every Round, players take one turn each, in the order

i indicated on the Turn Otrder track. Every two Rounds,

= the shadow of the Obelisk will rotate. Every two

al Rotations, a Maat phase occurs where the deeds of the

= people are evaluated against the Feather of Justice and

s players are rewarded or punished accordingly. Every two

= Maat phases, a Scoring takes place. After the second

= Scoring, the game is over, and individual Decrees are

i scored.

= 1 Game = 2 Scorings = 4 Maat phases = 8 Rotations

= = 16 Rounds

= ONE ROUND OF PLAY

= 2. Produce Resources. Produce Resources based on

— Every Round, players take one turn each in the order the color of the die you chose.

= indicated on the Turn Order track.

L Note: Gray dice cannot be used to Produce Resonrces.

= % Q% All actions are described in detail below. (See Actions on

= page 14.)

- On your turn, you must take exactly one die from

- anywhere around the Obelisk Wheel. However, you may AFTER PERFORMING YOUR ACTION ...

o= only choose a Pure or Tainted die, not a Forbidden die.

o Take the chosen die (without changing its value), and tisvorsore st inilurn Orden

= place it onto the scales on your player board; Pure dice If you have exactly 2 or exactly 4 dice on your

e go on the left side while Tainted dice go on the right side. player board, immediately perform a Rotation. (See

= (=Ug 2 (3 Rotation on page 11.)

= Otherwise, begin a new Round.

= Otherwise (if you are not last In Turn Order):

= The turn passes to the next player.

V 10 STRUCTURE OF PLAY
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ROTATION

Every two Rounds, #he shadow of the Obelisk rotates.

2 €

A Rotation is performed every two Rounds. This happens

when every player has exactly 2 or exactly 4 dice on their
player board.

To perform a Rotation, do the following:

1. Rotate the Obelisk Wheel one section clockwise,
signifying how the movement of the sun alters the
shadow around the Obelisk.

2. If the players have 4 dice on their player boards,

immediately petform a Maat phase. (See Maat phase

to the right.)

3. Tor cach of the two Shaded sections around the
Obelisk Wheel (in its new position), draw a number
of dice equal to the number of players. Roll and add
them to that section.

4. Ensure that every die around the Obelisk Wheel is
placed in the correct row based on whether the die
is Pure ‘4, Tainted ¥. or Forbidden ©, making
adjustments as necessary. (See Key Concept I: Pure,
Tainted, and Forbidden dice on page 9.)

5. Begin a new Round.

Example 5:

STRUCTURE OF PLAY - ROTATION & MAAT PHASE

MAAT PHASE

Every two Rotations, a Maat phase will occur where the
deeds of the peaple are evaluated against the Feather of Justice
and players are rewarded or punished accordingly.

>

A Maat phase is performed every two Rotations. This

happens when every player has exactly 4 dice on their
player board.

To perform a Maat phase, do the following:

1. Each player determines the balance of their scales.
Everything on the left side (Pure %) counts positive,
while everything on the right side (Tainted @)
counts negative.

a. Each die is worth positive or negative equal to
its value.

b. Each Resource (due to excess production)
is worth negative 1. (See Produce Resonrces on page
21)

Example 6:
Here, the balance is equal to -6.
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To offset any imbalance between the Pure and
Tainted sides of their scales, players may place any
number of their Faith tokens onto either the right or
left side of the scales.

a. BFach Faith token is worth positive or negative 1
(depending on which side of the scales it is
placed on).

Example 7:
The balance is now equal to -5.

Move all player Maat markers from the Turn Order
track, and place them on the Maat track according to
the final balance of their scales.

Any player with a negative balance loses a number of
Victory Points as follows:

Balance Victory Points
-1to-2 0
-3to-5 -1
-6 to -8 -2

-9 or more -3

Players with 0 or a positive balance never lose Victory
Points.

Note: No player can go below 0 on the 1 ictory Point track.
Any excess negative 1 ictory Points are simply ignored.

All players place their Maat markers on the Turn
Order track in ascending order based on their
balance. A player with a perfect balance (a value of
0) will be first in Turn Order, followed by *£1, *2,
and so on. In case of a tie, the tied player who has
the highest Ankh value 'Y' (printed on their Destiny
card) places their Maat marker first.

Note: A player with balance of +1 and another player
with balance of -1 are considered tied, and their Ankh value
decides.

If the arrow on the Obelisk Wheel is pointing
at the lowest-numbered, still-in-play Scoring
matker (the numbers are expressed with
hourglasses), immediately perform a Scoring, (See

Scoring below.)

Return all dice from the player boards to the draw
bag. Return all excess Resources and Faith tokens
from the scales on each player board to the general
supply. All #nused Faith tokens are likewise returned.
Players may not save their Faith tokens for later use.

Return all Destiny cards to the middle of the table.
In the newly established Turn Order, each player
takes one of the available Destiny cards, receiving
the reward shown. (This also determines their Ankh
value 'i' for the nex? Maat phase.)

Continue with Step 3 of the current Rotation process.
(See Rotation on page 11.)

SCORING

Every two Maat phases, a Scoring takes place.

After the second Scoring, the game is over, and individual

Decrees are scored.

A Scoring is performed during every second Maat phase.

Scoring markers are conveniently placed around the

Obelisk Wheel to remind you of when a Scoring takes

place.

To perform a Scoring, do the following:

1l

For each of the 4 Resource districts in the
Osiris action area (Papyrus, Bread, Limestone, and
Granite), count how many game pieces (Buildings
and Statues) each player has. The player with the
most in that district scores 3 Victory Points. In the
case of a tie, the tied player with the topmost game
piece (Building or Statue) wins the tie.

Note: Statues count towards two districts.

For each player, score the Temple Complex as

follows:

a. Each Building and Statue around the Temple
Complex scores 1 Victory Point.

b. Each Pillar within the Temple Complex scores
1 Victory Point per Building and Statue (belonging
to the player) in the same row and column.

STRUCTURE OF PLAY - MAAT PHASE & SCORING




Example 8:
Orange scores 8 Victory Points total: 3 Victory Points for the
Buildings, 3 Victory Points for one Pillar plus 2 Victory Points
for the other.

ZAONSELEL
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Example 9:

Orange only scores 1 1V ictory Point total for the Building they have.
Note that neither one of Orange’s Pillars share a row or column
with any of Orange’s Buildings, and therefore they do not score any
additional 1 ictory Points.

3. Each player scores 1/3/6/10/15/21 Victory Points
for having built 1/2/3/4/5/6 Statues.

4. FEach player scores 3 Victory Points per A\ their
Happiness marker has reached.

Note: These symbols are not cumunlative. Only count the
highest number of L\ the marker has reached. In other
words, a player will score 3/6/9/12/15 Victory Points for
reaching or exceeding 9/13/16/19/ 21 Happiness.

5. Each player scores 2 Victory Points per Production
marker on the topmost (“6”) position of its
Production Track.

STRUCTURE OF PLAY - SCORING

6. Each player scores the sum of any Victory Points
visible on the Building row of their player board.

7. Finally, each player must pay the sum of all Bread
amounts visible on the Building row of their player
board. For each Bread they are unable or unwilling to
pay, they lose 3 Victory Points.

Note: No player can go below 0 on the Victory Point track.
Any excess negative 1 ictory Points are simply ignored.

AFTER SCORING ...

Remove the Scoring marker from the game board.

If this was the second and final $coring:

1. Each player now reveals any Decrees they have
(including the Decree chosen at the start of the
game). A player can score up to 3 Decrees total, but
no more than one Decree per type, indicated by a
printed symbol on the card. (See Appendix on page
27 for a detailed description of each card.)

Example 10:

The player scores the left and the middle decrees. The right decree
shares a symbol with the middle one, and thus the player may not
score it.

Gain’3

2. The player whose Maat marker is first on the Turn
Otrder track scores 3 Victory Points.

In a 3-player or a 4-player game, the player whose
MaatmarkerissecondontheTurn Ordertrackscores
2 Victory Points.

The game is now ovet!

The player with the most Victory Points wins! In the case
of a tie, the tied player with the highest total number of
Scribes is the winner. In the case of a further tie, the
tied player whose Maat marker is first on the Turn Order
track is the winner.

Otherwise:

Continue with Step 7 of the current Maat phase
process. (See Maat phase above.)
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KEY CONCEPT II

USING SCRIBES

On your turn, when taking a die from around the

Obelisk Wheel, you may use one or more Scribes

- to alter|the effect associated with your chosen die.

You may use Scribes in the following two ways:

Spend one or more Scribes to change the value

of the die you selected. Each Scribe spent this
way allows you to adjust the value of the die up
or down by 1 or 2.

Note: The value of a die can never go below 1 or
above 6, nor does the value “wrap around”. You
cannot increase a 6 to become a 1 or vice versa.

Example 11:

Spend exactly 2 Scribes to perform an Anubis
Action. When petforming an Anubis Action,
you may take any die from around the Obelisk
Wheel (yes, any die, from anywhere, including
a Forbidden die) and use this die to perform
any action (yes, any action, including any God
Action or any action to Produce Resources),
regardless from which section you took the die
ot its color. Only the zalue of the die is relevant
for the effect of the action.

Additionally, after performing the Anubis
Action, place the die below the scales on your
player board. This die does not count towards
the balance of your scales during the Maat
phase.

Example 12:

If you have enough Scribes, you can even combine

both options! For example, you might spend
3 Scribes to take an Anubis Action and adjust the
value of the die up or down.

=)

=)

ACTIONS - KEY CONCEPT II: USING SCRIBES
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KEY CONCEPT Il

SPENDING RESOURCES

Scribes and Faith tokens are not Resources.

Gold is a “wild” Resource and can be used in
place of any other Resource (Papyrus, Bread,
Limestone, or Granite).

You cannot perform an action that requires the

spending of Resources you do not have. In such
a case, you must choose to perform a different
action, potentially choosing a different die
altogether.

KEY CONCEPT IV

COMPONENT LIMITS

~ You are limited to the number of Buildings,

Pillars, and Statues you have. Once you have built
all available pieces of a given type, no more can be

built of that type.

Once built, a piece cannot be moved to a different
location.

|

ACTIONS - KEY CONCEPT III & IV, HORUS - GOD ACTION

HORUS — GOD ACTION

The Horus God Action allows you to build one Statue.
Each Statue has its corresponding Granite cost printed
at the bottom of the Statue track on your player board.

T @ @ @ PP PP AP

Note: Statues must be built from left to right.

Choose whether to build a Statue in honor of a god ot to
build the Statue for the people.

BUILDING A STATUE IN HONOR
OF A GOD

By building a Statue in honor of a god, you will be rewarded
when the corresponding God Action is taken by other players.

? €

There are 18 Statue spaces surrounding the Obelisk

Wheel — 3 spaces for each of the 6 Egyptian gods.

Note: Some of the Statue spaces are unavailable in games with

Sfewer than 4 players. In a 3-player game, only 12 Statues may be
built, whereas in a 2-player game, only 6 Statues may be built.

7

W/
~4I
=

=




7 The value of the die you BUILDING A STATUE FOR THE PEOPLE
= choose matches the value
i of a corresponding Horus By building a Statue for the people, you will receive Scoring
'-_: Bonus tle. This indicates 3 benefits in place of action bonuses.
1 which god you may honor ,’0
= i | i ; §
= with your Statue. f@ %: /\5%
= Locate the action area [Pl
i associated with that god. f@ P There are 2 Statue spaces by the Temple Complex and
E After paying the required ] ,50 195 2 Statue spaces above the workshops and quarries in the
i Granite cost, take the CEIE Osiris action area. You can build a Statue onto any of
= leftmost Statue from your player boatd, and place it onto  these spaces. In this case, the value of the die you use to
- an empty Statue space in that area. perform the Horus God Action does not matter.
&0 From now on, every time another player performs this
E God Action you will receive the bonus depicted next to
i the corresponding Horus Bonus tile.
= Example 13:
= Your chosen die @ has a value of 4, which corresponds to the
a god Hathor @ Alfter paying the required Granite cost @, you
= Pplace a Statue onto a space in the Hathor action area around the
7 Obelisk W heel <l> . From now on, when another player performs
= the Hathor God Action, you will receive 1 Gold from the general
= After paying the required Granite cost, take the leftmost
o Statue from your player board, and place it onto an empty
'E Statue space, gaining the Gold that was placed that during
w setup.
= Additionally, if building a Statue at the Temple
= Complex, score 3 Victory Points for each of your Pillars
i in the same row or column.
- These Statues provide Scoring benefits in place of action
= bonuses. (See Scoring on page 12.)
n RA — GOD ACTION
= In a 3-player game, also receive the Statue bonus il agl v gt ACti(_m .a]lows o o
= immediately after building it. raise one Pillar within the Temple
s : Complex. The cost of this Pillar is
= In a 2-player game, also receive the Statue bonus ! 5 .
= ¢ displayed on the Pillar tile used as
| when you perform the God Action yourself (but nor . :
e ; ; g its foundation.
= immediately after building it).
= Note: Building a second Statue to the same god does not provide
T any additional reward.
W’ % : 16 ACTIONS - RA - GOD ACTION
W e : : . :
%;III T T T O O O O T e 1
Wi




The value of the die you choose matches the value of
a corresponding Pillar tile space. This indicates which
tile you may use as a foundation when raising your Pillar
(5 ot 6 for the leftmost tile, 3 or 4 for the middle tile, and
1 or 2 for the rightmost tile).

b @<l
(" " Bow )

. 2=

After paying the required cost (as depicted on the Pillar
tile), place the tile onto any empty space within the
Temple Complex. You may freely rotate the tile before
placing it. Then, do the following:

1. Score 1 Victory Point per Building (not Statue),
regardless of ownership, in the same row and column.

2. Score 1 Victory Point for every edge (on the Pillar
tile) that matches the adjacent edge color of a Pillar
tile or the Temple Complex itself.

Note: If you place the Pillar tile in one of the corners of the
Temple Complex;, instead score 2 Victory Points per matching
edge color.

3. Receive the reward shown on the space covered by
the Pillar tile.

4. Score 1, 2, or 3 Victory Points based on the space
from which you took the Pillar tile.

5. If the Pillar tile has a Sunny, Shaded, or Dark ability
that matches the section of the Obelisk Wheel
currently aligned with the Ra action area (e.g. both
are Sunny), immediately activate the ability. (See
Appendix on page 26 for a detailed description of
each ability.)

Sunny Shaded Dark
6. Place a Pillar from your personal supply onto the
Pillar tile to indicate that it belongs to you. (This is
relevant when performing the Hathor God Action
and during Scoring. See Hathor — God Action on page
18 and Scoring on page 12.)

7. Slide the remaining Pillar tiles (in the Ra action area)
to the right, filling any empty spaces, before drawing
a new tile from the face-down Pillar tile stack to refill
the leftmost space.

ACTIONS - RA - GOD ACTION

Example 14:

By raising a Pillar in the corner of the Temple Complex, yon
double the 1 ictory Points earned for matching edge colors. T'his
Placement is worth 4 1 ictory Points.

Example 15:
By matching the current light conditions on the Obelisk W heel to
those on the Pillar tile, you activate powerful abilities.
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1 For each space within the Temple Complex in the same
= HATHOR — GOD ACTION row or column as your constructed Building, do the
following:

= . 1. If the space contains one of your Pillars, score

= = 3 Victory Points.

N 2. If the space is empty, receive exactly 1 of any

= The Hathor God Action allows you to construct one depicted Resource or Faith.

= Bl.lﬂdir.lg. aro.und theg lamplt Co@plex. Tosist of Note: [f the space depicts 1 Limestone, receive 1 Limestone.

= anilfsy it i d.ependmg prithe b vou If the space depicts 2 Granite, receive 1 Granite. If the space

= choose. The valu§ of the die you e to perform the s A s s

e Hathor God Action does not restrict where you may

= construct your Building (although it affects another 3. Advance your Population marker a number of

= aspect of the Hathor God Action). spaces equal to the value of the die used to perform

b= ; ’ ) the Hathor God Action.

= After paying the required Bread cost (as depicted on the

— construction space), take the leftmost Building from

= your player board, and place it on the selected space. @ )

= y '»’l'ﬂ EMPTY SECTIONS IN THE CARD

- -y MARKET

= ‘ ‘L gl &,gl'{ 3 @ Two of the sections in the Card Market are left |

= | (35 i ( @ @ | I empty during setup.

= AL == 5 | o | T

o ke s =]

= e 0

N | The first time any Population marker reaches

= Note: Any Bread or Victory Points visible along the Building i “9?’ by ar.ly mEdeanen d ol i car(.:ls tg__‘;he

i | g third section of the Card Market, marked in = :

= row on your player board should be ignored at this moment. These | il Lo ]

M symbols matter during Scoring only and do not affect the Hathor ! I Hisepinsicanl iBiibchooigRy catiliand hiiserre

o : . card. Place these cards face up. :

= God Action. 3 )

_, ~ 'The first time any Population marker reaches

E % i% “13” (by any means), add the following cards to

L ~ the fourth section of the Card Market, marked in

= Note: Some of the Building spaces are unavailable in games with |1 Blessing cund, [ flechinblopy caigl and i

Lo 2 Decree card.

= 2 or 3 players. ‘
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BASTET — GOD ACTION

The Bastet God Action allows you to hold a festival to
increase the Happiness of your populace.

Pay 2 Papyrus, and advance your Happiness marker
a number of spaces equal to the value of your chosen die.

Note: Your Happiness marker may never advance beyond your
Population marfker. Any excess Happiness gained is simply ignored.

Example 16:

You select a gray die of value 6 to perform a Bastet God Action. You
then move your Happiness marker up 4 spots, as your Happiness
cannot exceed your Population.

If you perform the Bastet God Action using a die value
of 1 or 2, receive 2 Scribes.

If you perform the Bastet God Action using a die value
of 3 or 4, receive 1 Scribe.

The first time your Happiness marker reaches space “16”
on the Populace track, receive 1 Gold.

The first time your Happiness marker reaches space “19”
on the Populace track, receive 1 Scribe.

The first time your Happiness marker reaches space “21”
on the Populace track, as an extra action, immediately
perform any one action as if it had any die value without
taking a die.

THOTH — GOD ACTION

The Thoth God Action allows you to receive one or
more cards (Blessings, Technologies, and Decrees) from
the Card Market.

There are three types of cards:

Blessing cards: Blessings are one-time-use cards that
provide an immediate bonus when used. When you
receive a Blessing, place it face up near your player
board. Each card indicates when it can be used. You
may use more than one Blessing at a time. Discard
the Blessing after use. (See Appendix on page 29 for
a detailed description of each card.)

Technology cards: Technologies provide ongoing
effects. When you receive a Technology, place it face
up near your player board. Technologies are not
discarded when used. (See Appendix on page 30 for
a detailed description of each card.)

Decree cards: Decrees provide additional ways for
you to score Victory Points at the end of the game.
Decrees should be kept secret from the other players,
although you may examine your own Decrees at any
time. (See Scoring on page 12. See Appendix on page 27 for
a detailed description of each card.)

The value of the die you choose determines how many
cards you may take, while the position of your Happiness
marker dictates from which segment(s) of the Market
you may select cards.

Position of Happiness Available Card Market
marker Segment(s)
0 You cannot take any cards.
1-4 First section only.
5-8 First ot second section.
9-12 First, second, or third section.
(1855 Abny one section.

If you perform the Thoth God Action using a die value
of 1or 2: take 1 card for free.

If you perform the Thoth God Action using a die value
of 3 or 4: pay 2 Papyrus and take 2 cards.

I

’, ACTIONS - BASTET & THOTH - GOD ACTION
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] If you perform the Thoth God Action using a die value ~ Note: You cannot perform an Osiris God Action if your
= of 5 or 6: pay 3 Papyrus and take 3 cards. Happiness marker is already at “0” or if all eligible spaces are
e Note: You must pay all of the required Papyrus and take all e
= required cards, and all cards must come from the same section! After reducing your Happiness by 1, take the leftmost
E Before selecting cards you take, you may pay 1 Papyrus Bl frorn' yo;r Piyce boar;, alg plac; 1thonto i
&l to discard all cards in one section and immediately refill emPty pbacg Jol TReiegftepar IsEITO IO i) G
= them. You may do this once per section per Thoth God Jesamatea:
— Action.
‘ ] 68 oo e o
= || E=)n| [E=)n) [28)n) |[2=)n) [28)n) [28)n) 22
- - He Hl@ He H@ 2¢
il Note: Any Bread or Victory Points visible along the Building
E row on your player board should be ignored at this moment. These
| symbols matter during Scoring only and do not affect the Osiris
= At the end of your turn, refill any empty spaces in the God Aagon.
= Card Market with the same types of cards as those taken.  Then, depending on the row where you constructed the
7 Should one of the decks run out, reshuffle its discard pile ~ Building, do the following:
- rormi etk * Row 1: Advance the Production marker on your player
= Note: There is no limit to the number of cards you can hold in board by 1 for the indicated Resource. Also receive
- your hand at any time. 1 of that Resource.
= * Row 2: Advance the Production marker on your player
board by 1 for the indicated Resource. Also receive
= OSIRIS — GOD ACTION 1 of that Resource. Additionally, if you are the first
L player to construct any Building in the second row,
= receive the Gold that was placed here during setup.
= * Row 3: Advance the Production matker on your player
T board by 1 for each of the indicated Resources. Also
= receive 1 of the depicted Resource.
L The Osiris God Action allows you to construct one Row 4: Advance the Production marker on your player
= Building in the role of workshop or a quarry. board by 1 for each of the indicated Resources. Also
= Workshops and quarries do not require Resources to teccive 1iof the depicted Resourcciand 1 Gold,
] construct. Instead, their construction and function * Row 5: Advance the Production marker on your player
: depends on the hard Work of your populace’ requiring board by 2 for the indicated Resource. Also receive
| you to dectrease your Happiness by exactly 1. 2 of that Resource.
= * Row 6: Advance the Production marker on your player
- boatd by 2 for the indicated Resource and by 1 for any
= Resource (which may be the same or different). Also
- receive 2 of the depicted Resource.
: Constructing a workshop or a quarry on a higher
= The value of the die you choose determines onto which  numbered row results in greater immediate rewards,
ol row you must place the Building. However, you may  while construction on a lower numbered row results in
= place the Building onto any empty space in one of the  an advantage during Scoting. (See Produce Resonrces on
s four districts. page 21 and Scoring on page 12.)
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PRODUCE RESOURCES
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Instead of performing a God Action, you may choose to

Produce Resources regardless of which section around
the Obelisk Wheel you took the die from.

Note: Gray dice cannot be used to Produce Resonrces.

When performing the Produce Resources action:

* The color of the die determines the type of Resource

you produce.

* The value of the die determines the quantity of that
Resource you produce.

W (@ D@ PY AW

DALMAAAA
Color .

D yellow Papyrus EJ Example 18:

. The 3 will produce 4 Limestone @ Because the Limestone
brown Bread : ; ] o]
Production marker is at a higher position than the produced amonnt

’i—‘ white I redisie @J @, you keep all 4 Limestone @

. black Granite E

Take a number of Resources equal to the value of the

i & |

* Beware of greed! (See below:)

L

die you use to perform the action. Then compare this

number to the position of the Production marker for
that Resource on your player board.

Any Resources produced in excess of the position of
the Production marker for that Resource “Taint” your

soul with greed! Place excess Resources onto the right

side of the scales on your player board. These count
negative when determining the balance of your scales

during the next Maat phase. (See Maat phase on page 11.)

Note: You may never spend any Resources from the scales on yonr

Pplayer board.

Example 17:

The will produce 5 Bread @ However, becanse the Bread

Production marker is on space “3” @, you are only able to keep

3 Bread . The excess 2 Bread are added to your player board
O

as Taint

Lo fegnln &

S el

19 2@ (@ LY b 4@
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BOTANK

Tekhenn solo mode by David Turczi with Nick Shaw

COMPONENTS

10 Botankhamun Action tiles

O S 0 S 0

1
1 Progress marker | 1 Deben token é&j

SETUP

Set up the game as you would for 2 players —
Botankhamun and you, each using their own player
pieces — with the following changes:

9. Botankhamun does not use a player board.

* Return its Production markers to the game box,
as they will not be needed.

* Keep its Buildings, Statues, and Pillars nearby.

* Botankhamun begins the game with 4 Happiness
and 7 Population.
11. Botankhamun does not get a Decree.
12. Shuffle and randomly select 3 Starting cards. From

these, choose 2 Starting cards for yourself.

* Botankhamun does not use Starting cards or
receive any starting Resources.

* Botankhamun always starts the game first in Turn
Order.

* Botankhamun randomly chooses either the Gold
or Scribe Destiny card (without receiving the
reward).

ADDITIONAL SETUP

e Place one of Botankhamun’s Statues, as if built in
honor of a god in to the section matching a Horus

@ '}1 action.

e Shuffle all 10 Botankhamun Action tiles and place
them face up in a pyramid pattern (4 tiles along the
base) with the Progress marker to the left of the base
of the pyramid, as shown below.

€ | 8-
f -mie| G |
e Eﬁﬁl' 4, ’IE&‘E@I C} }

e Place the Deben token next to Botankhamun’s Action
tiles, you will need it later.

ADJUSTING THE DIFFICULTY

The steps above represent the setup for an easy challenge.
However, you can increase the difficulty following the
steps below:

* For medium difficulty, Botankhamun begins the
game with all of the following:

° a Building on the ‘;:f] Bread workshop space,
° a Building on the ‘:{] Granite quarry space, and
o aPillar on the central space of the Temple Complex.
(Draw a random Pillar tile from the top of the stack
as its foundation.)
* For hard difficulty, in addition to the benefits

associated with medium difficulty (above),
Botankhamun begins the game with the following:

° a Statue built in honor of a god in the section
matching a Horus @ lot of action.

Note: As an additional challenge, regardless of difficulty, try
starting the game with 2 randomly drawn Starting cards instead
of picking 2 from 3.

BOTANKHAMUN - SOLO MODE - SETUP
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» If the Progress marker is positioned to the left of
the base of the pyramid:

°© Move the Progress marker onto the bottom-
leftmost tile and resolve its effect.

* Otherwise, flip the Deben token (like a coin):

o If the result is %, move the Progress marker to
the top-right-adjacent tile (in the row above) and
resolve its effect.

o If the result is @, move the Progress marker to
the right-side-adjacent tile (in the same row) and
resolve its effect.

RESOLVING THE EFFECT
OF AN ACTION TILE

Regardless of the action tile, the end result is always the
same: Botankhamun takes exactly one die and performs a
God Action corresponding to the section where that die
was taken from.

Note: Keep Botankhanun’s die next to the Action tiles. 1t will be
returned as usual during the Maat phase.
@ =)

Botankhamun never pays any costs associated
with the actions performed.

Botankhamun never performs the Produce
Resources action.

Botankhamun never gains any Resources ot Faith
tokens, only Scribes.

Note: If Botankhamun performs an action that wonld
normally result in the gaining of Gold that was placed
during Setup, discard the Gold instead.

G =)

GOD ACTION TILE

e £ 4
2| || &

Botankhamun takes the highest-value Pure or Tainted die
from the indicated God Action section.

If tied for highest value, Botankhamun takes a Pure
die, if possible.

If still tied, pick randomly among them.

Note: If no dice exist in the corresponding section, or if all dice
in that section are Forbidden, move to the next section, counter-
clockwise, until a possible choice can be made.

After taking a die, Botankhamun performs the God
Action corresponding to the section where the die
was taken from.

RESOURCE TILE

i \ &\ X @v 5 ‘4
Sl Lt Sgtc
W/@P/

Botankhamun takes the highest-value Pure or Tainted die
corresponding (in color) to the first Resource depicted
on the tile.

If tied for highest value, Botankhamun takes a die from
a section where it has a Statue, if possible. (Otherwise, if
none of the dice are located in sections where it has a
Statue, it takes a die randomly.)

If still tied, Botankhamun takes the one providing the
higher-numbered Horus Bonus.

Note: If o dice exist of that color, proceed to the next Resource
depicted on the tile until a possible choice can be made.

Note: In the extremely unlikely scenario of only gray dice being
available, Botankhamun takes the highest-value gray die available,
breaking ties as normal.

After taking a die, Botankhamun performs the God
Action corresponding to the section from which the
die was taken.

T [T
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BOTANKHAMUN ACTIONS

Remember that Botankhamun never has to pay any
costs associated with the actions performed.

HORUS — GOD ACTION

Build a Statue in honor of a god:

Botankhamun’s first choice is to build a Statue in honor of
a god (corresponding to the value of the die, as normal).

Otherwise:

If the corresponding Statue space is already
occupied, Botankhamun instead builds a Statue for
the people. Starting with building above the workshops
or quarries, Botankhamun chooses whichever space has
the biggest impact on the control of the four districts.
If tied, pick randomly among them.

If both workshop and quarry Statue spaces are
already occupied or neither space would affect
control of the districts, Botankhamun instead builds
a Statue at the Temple Complex, choosing whichever
space lines up with more of its Pillars. If tied, pick
randomly among them. Botankhamun then scores
3 Victory Points for each of its Pillars in the same row or
column, as normal.

If both Temple Complex Statue spaces are already
occupied, Botakhamun scores 3 Victory Points.

Botankhamun Horus Bonuses

As in a normal 2-player game, Statue bonuses are
received when either player — Botankhamun and you —
perform the corresponding action. However, while your
Horus Bonuses remain unchanged, Botakhamun receives
a bonus from the chart below, based on the position of
the Horus Bonus tile.

1 Scribe

1 Victory Point

1 Scribe and 1 Victory Point

RA — GOD ACTION

( )

Botankhamun raises one Pillar within the Temple
Complex, choosing the Pillar tile that corresponds to
its die value. Without changing the tile’s orientation,
Botankhamun places the tile on an empty space within
the Temple Complex where it scores the most points:

* It scores 1 Victory Point per building, regardless
of ownership, in the same row or column.

e It scores 1 Victory Point per adjacent edge,
regardless of color.

e It scores 1, 2, or 3 Victory Points based on the
space from which it took the Pillar Tile.

* Itignores any reward covered by the Pillar Tile.

* Itignores any ability printed on the Pillar Tile.

If multiple spaces would score the same amount of
Victory Points, break ties for the space in a row/column
with one of its houses.

If still tied, break ties in favor of a space not adjacent to
the Temple Complex’s edge.

If any spaces are still tied, pick randomly among them.

HATHOR — GOD ACTION

Botankhamun constructs a Building around the Temple
Complex, scoring Victory Points and advancing its
Population marker as normal.

Note: Botankhamun does not gain any Resources or Faith tokens.

Botankhamun chooses the space where it scores the most
immediate Victory Points from its Pillars.

If tied, pick randomly among them.

BOTANKHAMUN - SOLO MODE - BOTANKHAMUN’S ACTIONS
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BASTET — GOD ACTION * Black = Granite quarry
* Gray = Botankhamun will choose the district that
contains the fewest Buildings. (If tied for fewest, it
chooses the leftmost district.)
Botankhamun advances its Happiness marker as normal. o A sieit L kil g i i e -—-:-
If performing this action with a die value of 14, it also the Building in the next space to the right, looping around —
Al AR ikl e 3 MREL, if necessary. (Papyrus — Bread — Limestone — Granite =
— Papyrus ...) 1
Botankhamun advances the Happiness marker one step -
e i Lk If all spaces along that whole row are already ™
| i occupied, Botankhamun places the Building in the row =
If at any point the Hapl?mess marker would advance 1, ove, looping around if necessaty (6 —> 5— 4 — 3 — 2 ==
beyond  the Pop.ulatlon @arker, Botankhamun  _, 1 _, ¢y In other words, if the desired space in the -
advances the Population marker instead. new row is already occupied, follow the procedure above, 1
Note: Botankhamun ignores all rewards printed on the Populace  continuing to higher rows as needed. =
Irack. Note: Botankhamun ignores all Resources and Production
THOTH — GOD ACTION i
MAAT PHASE [
Botankhamun takes 1, 2, or 3 cards, according to the =
value of the die taken. During the Maat phase, Botankhamun haas a fixed-value =
Botankhamun takes cards in the following priority: balance that you must beat in order to become first in ‘
Decrees > Technologies > Blessings. It selects cards Turn Order. -
from the highest segment possible. * First Maat phase: +3 =
If multiple cards exist of the same type, Botankhamun ~ * Second Maat phase: +2 ;
takes the leftmost card (within the segment) first. * 'Third and Fourth Maat phase: +1 =
Note: Botankhamun ignores the effects of all cards and keeps ~ Botankhamun’s Ankh value is always 4. “
i ke If Botankhamun becomes first in Turn Order, it -
randomly chooses either the Gold or Scribe Destiny card
OSIRIS — GOD ACTION (without receiving the reward). =
Otherwise, you may freely choose any of the four E’
Destiny cards. =
Unless this was the fourth and final Maat phase =
Botankhamun constructs one Building but does not  of the game shuffle all 10 Botankhamun Action tiles —
suffer any decrease in Happiness for doing so. and create a new pyramid, resetting the position of the =
The value of the die determines the row, as normal, Progress marker to the left of the base of the pyramid. |
while the color of the die determines the role of the =
Building: =
* Yellow = Papyrus workshop 7
* Brown = Bread workshop =
e White = Limestone quarry
BOTANKHAMUN - SOLO MODE - BOTANKHAMUN’S ACTIONS & MAAT PHASE 25

=T R A T iy i s oy : sy e raes T CoymE D R R S ) e



T

i

T T 1T T 0 1 T O

T T T I T T

S — 3 =3 T p £ . T = = = 2

26

SCORING

Note: There are no changes to how you caleunlate your final score.

Botankhamun scores in the following areas according
to the normal rules:
1. The 4 Resource districts in the Ositis action area.

2. Buildings, Statues, and Pillars associated with the
Temple Complex.

3. Number of Statues built.

4. Position of the Happiness marker.
It scores cards as follows:

5. Each Blessing counts as 2 Victory Points and is
then discarded.

6. Each Technology counts as 2 Victory Points and is
then kept.

Note: iz other words, any Technology gained before the first
Scoring will be worth a total of 4 1 ictory Points.

Botankhamun does not score any Victory Points based
on Production Tracks or the number of Buildings
constructed. It also does not pay any Bread during
Scoring.

If this was the second and final $coring:

Botankhamun scores as normal based on the position of
its Maat marker on the Turn Order track.

Special scoring for Botankhamun only:
1. Each Decree is worth 4 Victory Points.

Note: Botankhammun ignores any symbol restrictions on
Decrees.

2. Every two Scribes are worth 1 Victory Point.

For an increased challenge, Botankhamun scores

8 Victory Points per Decree instead.
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Note: Several Pillar tiles have no special ability. These Pillar tiles do not provide any additional effect when placed, regardless of the

- APPENDIX

PILLAR TILES

position of the Obelisk W heel.

APPENDIX - PILLAR TILES

Sunny/ Sunny/
Tile ID | Shaded/ Ability Tile ID | Shaded/ Ability
Dark Dark
P01 Sunny | Gain 3 Population. (See Ewmpty P12 Shaded | Perform a Horus God Action to
sections in the Card Market on page build one Statue as if you had taken
18.) a die with value 1, 2, or 3.
P02 Dark Gain 1 Scribe. N(?te: You must still pay the cost of the
action as normal.
e ot Bt P13 Sunny | Draw and keep 1 Decree card from
P04 Sunny | Score one additional Victory Point the top of the deck.
fi he Pillar til
o i P14 Dark Draw and keep 1 Decree card from
that matches the edge color of an e H e dLp
adjacent Pillar tile or the outer edge £ §OPII8 12 G
of the Temple Complex itself. P15 Shaded | Perform an Osiris God Action to
P05 Dark Score one additional Victory Point S Bl.nldmg i v
| ; had taken a die with value 3.
for every edge (on the Pillar tile) 4 )
Note: You must still lose 1 Happiness
that matches the edge color of an )
adjacent Pillar tile or the outer edge il
of the Temple Complex itself. P16 Shaded | Gain 2 Gold.
P06 Shaded | Score one additional Victory Point P17 Sunny | Gain 2 Gold.
pet Building (n.ot Statue), belonging P8 D Gain 2 Gold.
to any player, in the same row and
column. P19 Sunny | Receive double the reward shown
] 2 on the space covered by the Pillar
P07 Sunny | Score 1 Victory Point. Ble (Rovirecs sl Galn !
08 e adedil Seae A Micpatgny P20 Shaded | Receive double the reward shown
P09 Dark Score 1 Victory Point. on the space covered by the Pillar
P10 Dark Perform a Thoth God Action to e Revgicess atiliah ol
draw one card as if you had taken a P21 Dark Receive double the reward shown
die with value 1. on the space covered by the Pillar
: tile (Resources and Faith only).
P11 Sunny | Perform a Thoth God Action to
draw one card as if you had taken a P22-27 - No effect.
die with value 1.
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= STARTING CARDS ‘ DESTINY CARDS
i ¥ 1
= Card ID Effect Card ID Effect
= SO1 Initiative Value: 1. AO01 Ankh Value: 0.
o Perform an Ositis God Action to construct one Gain 1 Scribe.
= gulld‘;ng astlf ?u had 1takenfa Ic{he W}th value 5. AO2 A rlch, Value: 1.
i ou do not suffer any loss of Happiness. sl oo,
- S02 Initiative Value': 2 : AO3 Ll o
Perform an Ositis God Action to construct one ; ! |

i gl ; : Gain 1 Population or 1 Happiness. (See Empty
= Building (Limestone or Granite quarry only) as Sl L e L 18)

‘ if you had taken a die with value 3. You do not W LT R BEER i
= suffer any loss of Happiness. A04 Ankh Value: 3.
i S03 | Initiative Value: 3. i
== Perform an Osiris God Action to construct one
=l Building (Papyrus or Bread workshop only) as
=] if you had taken a die with value 3. You do not

v suffer any loss of Happiness DECREE CARDS
- S04 Initiative Value: 4. L
= Gain any 5 Resources (excluding Gold).
= S05 Initiative Value: 5. -
= Draw 2 Technology catds from the top of the Dectees will allow you to score Victory Points for your
5§l deck. Select one to keep, and shuffle the other possessions at the end of the game.
e card back into the deck.
i S06 | Initiative Value: 6. Card ID | Symbol Effect
= Draw 2 Blessing cards from the top of the Do1 & Score 3 Victoty Points per

deck. Select one to keep, and shuffle the other g
ke g 4 Technology card you have in play.
= card back into the deck.
B [ [ ol T e R
= Gain 2 Sctibes and 1 Gold. W TR 2
this one.
= S08 Initiative Value: 8.
el 2 f
- Gain 1 Papyrus, 1 Bread, 1 Limestone, and bz a i 12 St ogsecre 0T
) , other Decrees a second time.
p 1 Granite.
55 S09 Initiative Value: 9. D04 H‘ Score 4 Victory Points per A\ your
= Gain a total of 3 Limestone and Granite, in any Population marker has reached.
- combination. Note: These symbols are not cumnlative.
= 510 TriB e Valoh D, Only count the highest number of £\ the
] : marker has reached.

| Gain a total of 3 Bread and Papyrus, in any :
= il Special: You must pay 1 Resource
— combination.
T ST for each /\ you wish to score this
= S11 Initiative Value: 11. way. If you cannot or choose not
e Gain 3 Population and 2 Happiness. to pay, then you may not score
= S12 Initiative Value: 12. points for that A\. If you also have
7 Gain 2 Gold. Dectee D08, score D04 first!
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Card ID | Symbol Effect Card ID | Symbol Effect
D05 ” Score 4 Victory Points per /\ your D15 i Score 2 Victory Points per Pillar
Happiness marker has reached. you have raised within the Temple
Note: These synibols are not cumulative. CompleX~. ! lifid
Ony conns the bighest namber of A\ the Score 2 Victory Points per Building =
I e you have constructed around the =
Temple Complex. —
D06 H Score a number of Victory Points B iy S he ] =]
equal to the difference between %’ e Hile el e S |
He HOSEOROF vouth Hanninas you built in honor of a god. E
marker and the Happiness marker /1% V> Score 2 Victory Points per Statue Ll
that is positioned the lowest on the % you have built (whether in honor =
Populace track. of a god or for the people). L
D07 Scote 3 Victory Points per leftover Score 2 ViFt0r57 I.’oi.nts pet Pillar =
d Sctibe you have. you have raised within the Temple i
Complex. ==
D08 Score 2 Victory Points per leftover ] ] |
d GOl o D18 % Score 3 Victory Points per Statue d
) ; ] -
Score 1 Victory Point per leftover PR b (el e nifonar ]
Papyrus, Bread, Limestone, and offs god ot for thepeople), =
Granite you have. D19 V) Score 5 Victory Points per Statue =
Special: You can score a maximum % you have built for the people. =
of 20 Victory Points from this g g i ==
Dectee. If you also have Decree D20 a Score 10 Vl.ctory Polnts if your i
D04, score D04 first! Maat marker is first in Turn Order. =
Score 5 Victory Points if your Maat
D09 i Score 3 Victory Points per quarry marker is second in Turn Order. =
(Limestone and Granite) you have Special: Use only in games with 7
constructed within the Osiris 3 or more players. =
action area. -
: - D21 8 Score 1 Victory Point per Building g
D10 i Score 3 Victory Points per you have constructed (whether in =
workshop (Papyrus and Bread) you the Osiris Acton Area or around
have constructed within the Osiris the Temple Complex), and thus is =
action area. no longer on your player board. _
D11 i Score 2 Victory Points per Building D22 a Score a number of Victory Points =
you have constructed within the equal to Y the total value of your I
Osiris action area, whether in the Pure dice (rounded up). =
role of a workshop (Papyrus and i v
Bread) or a quarry (Limestone and D23 ‘A Before'ﬁnal $c9nng, perfqrm any =
Granite). one action as if it had any die value =
and without paying any Resources =]
D12 i Score 3 Victory Points per Building associated with the action. =
you have constructed around the Note: This action does not use a die and -
Temple Complex. does not affect the balance of your scales. -
D13 i Score 3 Victory Points per Pillar D24 ‘ Score the Temple Complex one =
you have raised within the Temple A more time (your own Buildings and i
Complex. Pillars only). e
D14 Score 2 Victory Points per Statue Gl
i you have built (whether in honor =
of a god or for the people). il
Score 2 Victory Points per Building =
you have constructed around the 5
Temple Complex.
APPENDIX - DECREE CARDS 29
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= BLESSING CARDS
T Blessings provide powerful one-time-use effects. You may activate multiple Blessings at once. Their effects stack with
= each other as well as with any applicable Technology benefits.
= Card ID Effect Card ID Effect
= BO1 Play when performing a Produce Resources B17,B18 | Play when taking a die: As an extra action,
— action: Gain 4 Limestone. spend 1 Scribe to perform the God Action
i BO2 L T Iy R associated with a section adjacent to the section
= acti};n‘ Gainp 4 Graniteg from which you took the die.
= i f Note: The adjacent action uses the same die and valne
= B03 Play when performing a Produce Resources as the normal action and does not affect the balance of
= action: Gain 4 Bread. your scales.
| B04 Play when performing a Produce Resources poeaaey ca.n pérforrn L poamal acii
=l e PSR MR and the extra action in any order. Your normal
= i DYl action can be either a God Action or an action
| B0O5 Play when performing a Produce Resources to Produce Resources. The extra action,
E action: Gain 3 Gold. however, must be 2 God Action.
. B06 Play when performing a Produce Resources B19,B20 | Play when taking a die: As an extra action,
- action: Gain 2 Scribes. decrease your Happiness and Population by
= B07,B08 | Play at any time during your turn: Gain j to, et ,GO? Actlin assgaat(fad Wlthht,hi
il 3 Population or 3 Happiness. (See Ewmpty sections g opposltej TR pRs secgon ror.n i 7
Ll S WAL b oand Kl you took the die. The following sections are
= : gpposite from each other:
| B09, B10 | Play when taking a die: Rotate the die to any * Horus and Bastet
E value of your choice. * Raand Thoth
- B11,B12 | Play when taking a die: Treat the die as if it | i ahar .and Qsms |
= L A ket ol T o T o Note: The opposite action uses the same die and value
a1 vt ront s Eo bl b d.ie i bl e as the normal action and does not affect the balance of
E or Tainted, or cause a different Resource to J W”{ﬂlﬁ' !
| TR I R R Special: You can pérforrn the normal action
= Tois Loty o (ERE LBURR B TTFE TG and the extra action in any ordet. Your normal
= He do,wn oy action can be either a God Action or an action
= P Lt to Produce Resources. The extra action,
== B13,B14 | Play when performing a Ra or Horus God however, must be a God Action.
- Action: You do not have to pay any Limestone A
- ) 5 ; : : B21, B22 | Play when petforming a Produce Resources
— or Granite costs associated with this action. : :
action: Take the Produce Resoutrces action
= B15, B16 | Play when performing a Bastet or Hathor God twice, each time gaining both the Resources
= Action: You do not have to pay any Papyrus or and, if applicable, any excess as Taint.
= Bread costs associated with this action.
- B23,B24 | Play at the start of your turn: Instead of
| spending 2 Scribes, play this card to perform an
= Anubis Action as if you had spent two Scribes.
(You still need to take a die, and this does not
= count as an extra action.)
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TECHNOLOGY CARDS

Technologies provide ongoing effects. Their effects stack with each other as well as with any Blessings you activate.

Card ID Effect Card ID Effect
T01 Whenever you perform an Osiris God Action: T14 Whenever you perform a God Action: You may
Score 2 Victory Points. adjust the value of the die up or down by 1 or 2.
T02 Whenever you perform a Ra God Action: Score s During each Maat phase: Gain 2 additional
2 Victory Points. Faith. You have a permanent Ankh value of 5.
T03 Whenever you perform a Thoth God Action: T16 After each Maat phase: If your Maat marker is
Score 2 Victory Points. first in Turn Otder, score 2 Victory Points. If
T04 Whenever you perform a Horus God Action: }{Oér llzl/laat Ealt dhglasthin e e el
Score 2 Victory Points and gain 1 Granite. arl ! !
3 ] i Special: Use only in games with 3 or more
Note: You may gain the Granite before performing |
the action. it
TO05 Whenever you perform a Hathor God Action: i Wbenever yon: PR, 8 IHieea s Resqurces
¥ . ) action to produce Bread: Score 2 Victory
Score 2 additional Victory Points (for a total of !
1 ) Points.
5) for spaces that contain your own Pillars. ; :
During Scoring: You no longer have to pay any
T06 Whenever you petform a Bastet God Action: Bread.
2\ Poi in 1 Populati
i V1cFory olataleng W 3N T18 Whenever you take a Pure die: Score 1 Victory
and 1 Happiness. (See Empty sections in the Card f
Point.
Market on page 18.)
T07 Whenever you receive a Horus Bonus from i et R ke el t(.) oy
H ; g a God Action: You may spend 1 Scribe to also
a Statue built in honor of a god: Gain 1 Granite. :
Produce Resources, corresponding to the color
T08 Whenever you take a die: You may treat and value of the die, before performing your
Forbidden dice as if they wete Pure or Tainted. normal action.
T09 Whenever you raise a Pillar onto a Pillar tile that T20 Whenever you perform a Thoth God Action:
has an ability: You always activate the ability, Gain 1 Papyrus.
regardless of the position of the Obelisk Note: You may gain the Papyrus before performing
Wheel. the action.
T10 You may use Gold in place of Scribes, and vice A Whenever you perform a Hathor God Action:
versa. If you do this at least once during your Gain 1 Bread.
turn, score 1 Victory Point. Note: You may gain the Bread before performing the
T11 Whenever you perform any action using a die itk
of value 1: Score 2 Victory Points. (P2 You may use Limestone in place of
gD Whenever you perform a Produce Resources Gt e o B s
i : i at least once during your turn, score
action: Score 1 Victory Point for every excess : ;
1 Victory Point.
Resource produced.
§I 13 Whenever you perform a Produce Resources (53 ;X/henzv\e; tyou Pp e.rforrn art i oubis ool
action: You may adjust the value of the die o i s RS
up or down by 1 or 2. Additionally, receive T24 Whenever you play a Blessing: Gain 1 Gold.
1 Resoutce of the same type as the one being
produced. (This extra Resource is not subject
to excess production penalties.)
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d \ QUICK REF (
= 2 Rounds = 1 Rotation Sunny ® '
L 2 Rotations 1 Maat phase
= 2 Maat phases 1 Scoring Shaded %4, '
E 2 Scorings = 1Game T . '
= ONE ROUND OF PLAY 8. Return all Destiny Cards to the middle of the table.
= Choose new ones in Turn Order.
= 1. Take exactly 1 Pure or Tainted die from the Obelisk 9. Continue to step 3 of Rotation.
f Wheel (not a Forbidden die).
E 2. Place die onto appropriate side on your scale. SCORING
L 3. Perform an action:
= * God Action corresponding to where your die was, 1. Score the 4 Resource districts in the Osiris action area.
- or 2. Score the Temple Complex:
= * Produce Resources based on the color of your die a. Fach Building and Statue scores 1 Victory Point
= (gray dice cannot be used). b. Each Pillar scores 1 Victory Point for each
il Building and Statue (belonging to the player) in
: ROTATION the same row/column.
| 3. Scote 1/3/6/10/15/21 Victory points for
= If all players have exactly 2 or 4 dice on their player boatd: 1/2/3/4/5/6 Statues built.
= 1. Rotate the Obelisk one section clockwise. i }Slcore g ;h;tory Points per A your Happiness marker
i 2. If players have 4 dice, immediately perform a Maat o ff i ! ¢
= phist 5. Score 2 Victory Points for each Production marker at
] 3. Add dice to the shaded sections equal to the number S Cfdon ! d
= 6. Score the sum of Victory Points shown on your
= of players. Buildi
2l 4. Make sure dice are in the correct row around the . Pm e r?“}; A i b
= Obelisk Wheel. by DD .rea shown on your bui .1ng row, losing
: 3 Victory Points for each Bread not paid.
- 5. Begin new round.
i AFTER SCORING ...
= MAAT PHASE ,
- Remove the Scoring marker from the game board.
= If all players have 4 dice on their player boards: If this was the second and final Scoring:
= 1. Determine the balance of your scales. * Score up to 3 Decrees of different types.
= 2. Use Faith to modify any imbalance. * Score 3 Victory Points if you are first in Turn Otder.
= 3. Adjust Maat marker to reflect balance. * Ina 3- or 4-player game, score 2 Victory Points if you
== 4. Lose Victory Points for excessive Taint. Atelsecond in Turn @rder.
= 5. Determine new player order based on Maat marker  « Player with the most Victory Points wins! Break ties by
f position, breaking ties with Ankh value. the player with most Scribes, then by the player who is
= 6. If the Obelisk Wheel is pointing at the lowest- eatlier in Turn Otrdet.
numbered, still-in-play Scoring Marker, immediately
= 3 Otherwise:
= perform Scoring.
o 7. Clear scales on player boards and return Faith tokens. ~ Continue with Step 7 of the current Maat phase process.
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