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Game Story 
The year is 2014 and there is a rumor that a legendary treasure that explorers have been 

seeking out for numerous years is located within Mulu Caves.  Everlasting fame can be brought to 
the one who can prove the existence of this mythical treasure.  As a spelunker you enter the 
mysterious caves with only the necessary equipment to traverse the depths of the caves; however, 
you are not the only one seeking fame.  Another spelunker is also trying to make the discovery and 
will send his assailants in order to stop you.  Anything that you would need to help you along your 
journey must be found within these caves, which haven’t been explored in centuries, and the items 
will be from various historical eras. Be the first one to not only obtain a part of the treasure but also 
exit the caves in order to bring the discovery to the public eye. Use your assistants to help defend 
yourself against your attackers and send out your assailants in order to keep your opponent from 
exiting the caves with the treasure.  Will it be you or your opponent that will be the one who 
becomes famous for this legendary discovery? 
 

Game Materials 
 

Your Mulu Caves box should contain:  
● 1 Game Board with squares (22 squares * 25 squares) 
● 1 Black erase marker to draw the walls onto the game board 
● A cloth to erase walls ( as certain cards require such as the Bomb card, see the card 

descriptions section for details) 
● 1 Green Marker to mark off areas of Sanctuary Tiles or Sanctuary Zones. 
● 1 Sub-mat for each player, 2 overall. 
● A set of 16 treasure tiles 
● A set of 46 event tiles 
● A set of 4 “ultimate treasure” tiles.  
● 2 sets of 8 uniquely colored unit pieces numbered 1 through 7 and an Avatar piece for a 

total of 16 unit pieces.  
● ~30  red counters to represent Fire Tiles (refer to tiles section)  
● A deck of  40 ‘treasure cards’ 

○ Weapon Cards x22 
○ Equipment Cards x11 
○ Artifact Cards x7 

● A deck of  30 ‘Event Cards’ 
○ Event Cards x15 
○ Enchantment Cards x15 

● 2 six-sided dice (Although, 3 D6 are better so that you can roll for battle and not forget what 
you rolled for movement.) 

● 1 20-sided dice 
● Rule Book 

 
 



Game Setup 
Players are provided with all the units, tiles and cards to play the game. This is an 

alternate way to play the game if players do not want to print out all the materials. They can 

use glass counters to represent units and the blank cards to write down all the cards by 

hand. And then use coins (pennies) to represent treasure/ event tiles. 

 

● First player should lay out their battle map (from goodie box) 

● Players should then create the walls according to the map provided by the team (By 

drawing them on the board using the dry eraser markers). 

● Players will need to cut out the ultimate treasure tile, event/treasure tiles, cards, and the 

unit pieces.  

● Players will then place the treasure tiles, event tiles and ultimate treasure tile, in their 

designated locations on the board. 

● Player’s will then color in the sanctuary tiles with a green dry erase marker. 

● Players will then place their avatar pieces on the board in the designated corners. 

● Once the avatar is placed, players will take turns placing their unit pieces on the board, yet 

separated by quadrants. (Refer to the quadrant map when reaching this step). 

● Next the cards need to be separated to their respective decks (treasure deck = blue cards, 

event deck = red cards) 

● Shuffle the cards once they are separated and place face down near the board. 

● After all the steps above are complete Mulu Caves will be set up and ready to play  

 

  



 

 
Figure 1. 

The grey tile signifies tiles that unit pieces cannot be placed in at the beginning of the game. 
Black and brown tiles signify quadrants, where only one piece can occupy said quadrant at the 
beginning of the game. This means that if a piece is already placed there, another unit piece cannot be 
placed in that quadrant. Once all seven unit pieces have been placed by each player, the game will 
begin.  
 

 
Figure 2. 

The figure above signifies what the board layout would look like, including the walls. The S in 
the corner represents where the players will put their avatar piece. The F represents the finish tile that 
the player must reach after they have gotten the main treasure in the center of the board. The gray 
squares on top of the blue squares are the treasure tile and the red squares represent event tiles. 



Game Rules 
1. A player can only have access to a maximum of three treasure cards at any given time. This 

means that out of the eight pieces the player controls, there can only be a maximum of three 

treasure cards in possession. If the player draws another card from the Treasure Deck, the 

player must choose which card to discard.  Once the card has been chosen, it will be placed 

into the treasure deck’s discard pile. 

2. Once a card has been used, it will be placed into the respective deck’s discard pile. 

3. When a piece is in possession of a treasure card, it will have a sticky note tab attached to it. 

This will signify the piece is holding one card. More tabs will be added or removed to signify 

two cards and three cards, and when cards are consumed. 

4. If the avatar piece is in possession of treasure cards, the player is able to choose any piece to 

utilize the card during battle. 

5. If an assistant is in possession of an treasure card(s), the assistant piece that is possessing 

the card(s) is the only one who can use the card(s) unless it ‘brings’ the card(s) to the avatar 

piece by moving adjacent to it. Diagonal does not count as adjacent in this case.  

6. If an assailant is in possession of a treasure card(s), the assailant piece that is possessing the 

card(s) is the only one who can use the card(s) unless it ‘brings’ the card(s) to the avatar 

piece by moving adjacent to it. This means that it must first mirror over and become an 

assistant piece first if the player chooses to ‘bring’ the card(s) to the avatar piece. 

7. If a player loses a battle with a unit piece that still is in possession of unused treasure cards 

at the conclusion of a battle, the opponent will earn these cards as spoils of war. 

8. An avatar must end its turn in the ultimate treasure room in order to pick up the treasure. 

They will regain movement for the avatar on the player’s next Main Phase. 

9. If a player chooses to roll on his Main Phase: whatever the player rolls on the D6,  he will 

then be able to choose any of their pieces to move based upon the number they rolled. 

Players can split up their movement roll between any of their pieces. Ex: if a player rolls a 

five, he can choose to move one piece five spaces, or five pieces one space each, etc. 

10. There can only be a maximum of one piece occupying a tile at a given time, meaning that a 

piece cannot end its turn in the same tile as another unit. Units cannot move through other 

units, and must walk around them, unless they are friendly pieces. 

11. The center divider wall is indestructible and cannot be destroyed by the Bomb card. 

 

 

 

 

 

 



Turn Sequence/Phases 
 

There are four potential turn phases for a player to go through in a turn - not all phases will be used 

each turn. These phases are: Main Phase, Draw Phase, Battle Phase, and End Phase. 

Main Phase 

The beginning of a player’s turn marks the start of the Main Phase. During the Main Phase, a 

player can choose to either roll the die or mirror a unit piece. If a player chooses to mirror a unit 

piece, the player will choose which unit piece (assistant or assailant) and move said unit piece to 

the opposite side of the board and turning the piece into the other type of unit. Mirroring cannot be 

done if there is already a unit or avatar piece occupying the tile. If a player chooses to mirror a 

piece, he will end his turn and will enter the End Phase, followed by the opponent’s Main Phase. 

Examples of when a player can mirror can be seen below in the two diagrams. 

 

 



 
 

 

 If a player chooses to roll the die, the player cannot choose to mirror a piece in the same 

turn. After rolling the die, the player is able to choose any number of pieces to move the number of 

tiles shown on the die.  A player can choose to use all movement spaces on one piece, or delegate it 

across multiple pieces. Ex: if a player rolls a five, he can choose to move one piece five spaces, or 

five pieces one space each, etc. A few possible combinations are illustrated below in the next four 

diagrams. Movement can only be done in four directions (up, down, left, or right) meaning diagonal 

movement is not allowed. There can only be a maximum of one piece occupying a tile at a given 

time, meaning that a piece cannot end its turn in the same tile as another unit. Units cannot move 

through other units, and must walk around them, unless they are friendly pieces. Once movement is 

fully concluded and there have been no Draw Phases or Battle Phases, the player will end his turn 

and will enter the End Phase, followed by the opponent’s Main Phase. 





 
 



 

 

 

Draw Phase 

 If an avatar or unit piece ends its turn on a treasure tile (as indicated on the board), the 

player will enter the Draw Phase, where he will be able to draw one card from the Treasure Deck.  

 If an avatar or unit piece ends its turn on an event tile (as indicated on the board), the player will 

enter the Draw Phase, where he will be able to draw one card from the Event Deck. Once the card 

draw has been concluded, if there are no more additional Draw Phases, no more Battle Phases, or if 

movement is not possible any more, the player will end his turn and will enter the End Phase, 

followed by the opponent’s Main Phase. 

 

Battle Phase 

Players decide on whether they want to use equipment cards to augment their rolls, or 

choose to forgo equipment and roll. When decisions have been made, both players will take one die 

and roll simultaneously. Battle card effects are applied after the roll is concluded. Battle damage is 

calculated as such: # rolled on die + equipment bonus ± equipment strength/weakness = total roll.  

The highest total roll will win the battle and immobilize the opponent if the piece defeated is an 



avatar piece.  If the piece defeated is a unit piece, the piece is destroyed and removed from the 

board. Once battle has been concluded, if there are no more Draw Phases, no more additional Battle 

Phases, or if movement is not possible any more, the player will end his turn and will enter the End 

Phase, followed by the opponent’s Main Phase. 

End Phase 

The End Phase occurs when the player has concluded all actions of movement, drawing 
card(s), and battles and is unable to do anything else that turn, thus ending his turn. The End Phase 
is also when any turn modifier effects get reduced by one turn. 
 

End Game Condition 
 

The end game condition is when the player’s avatar piece is the first one to obtain the 

ultimate treasure by entering the treasure room, and then escaping through the exit, which is on the 

other side of the starting position on the board. The player will lose if they are not the one to escape 

the cave with the treasure. If one of the players grabs the treasure before the other, the player 

without the treasure does not lose - both players can have a piece of the treasure; however, the first 

one to escape the cave with the treasure is the winner. Players have to watch out for the other 

player’s assailants from stopping their avatar.  A player will not lose if his pieces are all eliminated 

(minus the avatar, since it can’t be destroyed only stunned for a turn).  A player will not lose if they 

eliminate all of the opponent’s pieces either. 

 

Detailed Rules 
 

Avatar Piece 

The avatar piece is the piece that signifies the spelunker who is exploring the caves to 

obtain the treasure. This piece cannot be removed from the board by the effects of cards or by 

battle, but is instead immobilized for one turn. Certain cards will also affect the avatar differently 

from unit pieces, such as the Trap Pit card. Avatars can attack other units, but if it loses a battle, it 

will be immobilized for one turn. The avatar piece is also the only piece that can pick up the 

ultimate treasure to carry back to the exit. 

 

Unit Piece 

The unit piece is a piece that a player can control in addition to the avatar piece.  These 

pieces signify either an assistant or an assailant, depending on which side of the board they are on.  

If a unit piece is on your own side of the board, it is considered an assistant piece. If a unit piece is 

on your opponent’s side of the board, it is considered an assailant piece. If a unit piece is defeated in 

battle, it is destroyed and removed from the board. These pieces can be brought back to the board 

by the effect of the Lazarus Stone card.  



Assistant Piece  

Assistant pieces cannot attack opponents, but they can use equipment cards to defend 

themselves. These pieces can be removed from the board by the effects of cards or by battle. This 

unit can has the potential to hold up to three equipment cards, but must still abide by the rule of 

“the player can only have access to a maximum of equipment cards at a given time”. 

Assailant Piece 

Assailant pieces can attack other unit pieces as well as the avatar. They can also use 

equipment cards to augment their attack. These pieces can be removed from the board by the 

effects of cards or by battle. This unit can have the potential to hold up to three equipment cards, 

but must still abide by the rule of “the player can only have access to a maximum of equipment 

cards at a given time”. 

 

Tiles 
There are several types of tiles in this game that you must be aware of. The first type of tiles 

are treasure tiles, the second type are event tiles, the third type are sanctuary tiles, the fourth type 

are ultimate treasure tiles, and the fifth type of tiles are fire tiles. 

Treasure Tiles 

Treasure tiles allow you to access the treasure deck. By having a unit end their turn on top 

of a treasure tile they get to draw from this deck. You cannot then move this unit off of and back 

onto this tile on the next turn in an effort to draw more cards; however, if you move one unit off of 

the tile and different unit onto the tile then you are allowed to have this new unit draw from the 

treasure deck on the same turn that the other unit moved from the space. 

Event Tiles 

The Event tiles allow you access to the event deck similar to the treasure tiles’ relationship 

with the treasure deck. However, unlike treasure tiles, event tiles activate whenever you walk over 

them whether or not you end a unit’s turn on it. This means you are forced to draw from the event 

deck. Some of the cards in this deck are good and some of them are bad. There are some nuanced 

rules with this type of tile. Similar to a the Treasure Deck, if you do end your turn on this tile and 

then move off of it and back onto it within the same turn you are not forced, nor allowed, to draw 

from it again. Also, if you pass over the same treasure tile twice in the same turn with the same unit 

then you are not allowed to draw from it on the second time; however, if you have multiple units 

cross over the same event tile on the same turn then each of these different units must draw from 

the event deck. 

Sanctuary Tiles 

Sanctuary tiles are used in limited capacity at a few key areas. These areas are a 4 square by 

4 square section at the entrance(start) and exit(finish) areas on both sides of the map and also a 4 

square wide by 1 square tall area surrounding the ultimate treasure on both sides of the map. This 

is better demonstrated on the map earlier in the document. These areas can only be accessed by 

avatar units and cannot be accessed by the assistant/assailant units. 



Ultimate Treasure Tiles 

These tiles have the ultimate treasure on them. Since these tiles are within the sanctuary 

tiles only avatar units can access them. There are two of these tiles on each side of the board, but 

only one functional treasure to be picked up by the avatar.  

 

Fire Tiles 

Unlike all of the other tiles, Fire tiles are not a natural tile that is ingrained into the board’s 

game setup and level design, but rather a more interactive tile. There are many cards that cause fire 

tiles to be spread, which can be seen below in the card terms/affixes section under the ignite term. 

To represent fire tiles you place a red gem counter on each tile that has been set on fire. The 

number of red gem counters in each tile represents the number of turns that tile will be on fire. On 

the igniter’s next turn you remove one red gem counter from each tile that has one. If you cross 

through a fire tile you will die. If one of your units begins their turn in a tile that was ignited on the 

other players’ turn then the unit must be moved into a tile that has not been ignited in order for 

them to survive, in other words if you leave that unit in the ignited tile then it will die.  

 

Description for Decks 
There are two decks: a Treasure Deck and an Event Deck. Each deck has its own 

subcategories therein, which are detailed below. During setup, the decks are placed off to the side of 

the game board. When a card is drawn from the treasure deck (or if you draw an enchantment card 

from the event deck) the player places it onto the- sub mat into the numbered rectangle of the same 

number as the respective unit that drew it. Take note that all cards are single use. When you use a 

card remove it from your sub mat and place it into a discard pile for the respective deck. Once no 

cards can be drawn, the discard pile is shuffled-even if people have cards from that deck on their 

personnel- and a new deck is created.  

Event Deck 

The first deck, the event deck, is drawn from whenever a unit merely walks over an event 

tile and consists of 30 cards. The event deck is composed of two categories of cards: event cards and 

enchantment cards. Event cards are special, random events that may occur, such as a rockslide, 

which affects the player’s unit or avatar in some way. Enchantment cards are cards that have 

special functions that are activated once the player does something particular. These cards are held 

onto until the player does what the card mentions. For instance, the card “Phasers: On” allows the 

unit that drew the card to walk through walls and is activated the next time you move that unit. So 

when you draw the card you hold onto it until you move that unit the next time.  

Treasure Deck 

The second deck, the Treasure Deck, is drawn from when a unit stops on a treasure tile on 

the map and consists of 40 cards. There are 3 types of cards in this deck: weapon cards, armor 

cards, and artifact card. As a general rule of thumb, weapon cards give an edge in combat when 

your unit is the aggressor, armor cards give an extra edge in combat when your unit is the defender, 

and artifact cards have unique functions that vary.  



Description for Cards 

Card Terms/Affixes 

These are terms used in the cards’ descriptions that imply a larger concept that is used 

throughout multiple cards. In Magic: The Gathering this would be something like First Strike. 

1. Push: When push is part of a card, it means that the unit will be pushed backward until it 

hits a wall. For example, if you are hit from a tile from your south, you will be pushed 

toward the north, and vice versa. If a unit comes in contact with another unit, it will push all 

units until they all run into a wall. 

a. Cards with push: Boomerang, Hydrant, Biotic Charge, 

2. Preempt: Preempt implies that a card has a bonus when it is being used by an aggressor as 

opposed to being used by a defender. The bonus will be described after mention of the 

keyword. 

a. Cards with preempt: Most weapon cards have preempt. 

b. Often Preempt and Stalwart will be seen in a pair indicating the bonus for being the 

aggressor and defender respectively. 

3. Stalwart: Stalwart is a bonus given to a card when it is the card being attacked, or in other 

words when it is a defender. 

a. Cards with stalwart: All armor cards have stalwart. 

b. Often Preempt and Stalwart will be seen in a pair indicating the bonus for being the 

aggressor and defender respectively. 

4. Vulnerable: Vulnerable is a state in which a unit cannot defend itself, meaning it can be 

destroyed without being able to retaliate. This means that if a unit engages in battle against 

another unit that is vulnerable, that unit cannot roll during the battle phase. However, the 

unit can still use an equipment card. If you use a card such as Bow & Arrow to attack a 

vulnerable unit you still must meet the requirement that is set forth on the card. 

a. Cards with vulnerable: Bomb, Lazarus Stone, Retiarius’ Net, Trap Pit 

5. Line of Sight: Line of sight signifies any unit that has vision of another unit without any 

obstruction from walls or other units. The range of line of sight does not have a limit. 

a. Cards with line of sight: Bow & Arrow, Boomerang 

6. Immobilize: Immobilization is a status effect that makes it so that a unit cannot move, but 

the unit can attack adjacent units, as well as defend themselves. Unless otherwise stated 

immobilize only lasts one turn. 

a. Cards with immobilize: Bomb, Ice Wave Staff, Sacrificial Sword, Retiarius’ Net, Live 

After Death 

7. Throw: Throw allows you to throw an object at an opponent. When you throw an item you 

roll 2D6 die. Whatever the sum of these are you are allowed to target anything within that 

range that is in line of sight. You are not allowed to throw over walls. If there are two targets 

in the same direction of your line of sight you must target the one that is closest to you 

unless otherwise stated. 

a. Card(s) with Throw: Retiarius’ Net 



8. Ignite:  This catches tiles on fire. When you ignite a tile(s) you should place a red gem 

counter on it.  Refer to Fire Tiles to better understand how fire tiles work. Unless the card 

otherwise states something special about this form of ice/ ice tile then refer to that section. 

a. Card(s) with Ignite: TrailBlazer, Ashen Armor, Fire Ball Staff, Hermes’ Boots 

9. Quietus: When a unit dies using a card with this affix then a special thing happens, which is 

listed after the invocation ‘Quietus’ occurs. 

a. Cards with Quietus: Scythe of Ice & Snow, Ashen Armor, King’s Trident 

10. Firewalker: If a unit is equipped with a card that has firewalker then that unit can walk over 

fire tiles or be left sitting on fire tiles at the end of their turn. This is a passive ability and 

does not expend the card when utilized. 

a. Cards with Firewalker: Ashen Armor, TrailBlazer 

Weapon/ Armor Material Triangle 
Within the armor cards, there are three different types of armor: metal, cloth, and wood. 

These armor types are made out of different materials and have basic weaknesses. Within weapons, 

there are also three types of categories: swords, spears and axes; however, not all weapons fall into 

one of these categories. 

Swords are strong against cloth, but weak against wood; Spears are strong against metal, 

but weak against cloth; and Axes are strong against wood, but weak against metal. There are some 

weapons that take advantage of multiple categories. Because of the intricacies it would add to the 

armor cards’ descriptions, these strengths are described on the weapon card, rather than on the 

armor card. 

Treasure Deck 

Armor Cards 

a. Wooden Tunic: Preempt: +1 to dice roll; Stalwart or sword: +2 to dice roll; 
Stalwart & sword: +3 to dice roll 

b. Metal Chain Mail: Preempt: +1 to dice roll; Stalwart or ax: +2 to dice roll; Stalwart 
& ax: +3 to dice roll 

c. Cloth Robes: Preempt: +1 to dice roll; Stalwart or vs. spear: +2 to dice roll; 
Stalwart & vs. spear: +3 to dice roll 

d. Substitute Aura: Stalwart: +1 to Dice Roll. Quietus: Select a different unit of yours 
to die in this one’s place. 

e. Shield: This card is only played after dice have been rolled and you lost the roll. You 

re-roll; if the new roll is higher than their original roll then your unit stays alive. If 

your roll is the same as theirs, then counter-attack and kill the enemy. This can be 

used in conjunction with equipment card(s), but the re-roll will only affect the 

previous roll and not the equipment bonus. Damage calculation is done as normal. 

i. Ex: Wooden Tunic used against an attacking sword. You roll a 1, and they 

roll a 4. Your total roll here would be 4, and their total roll would be 6. You 

can use the shield to re-roll your 1 to try getting a higher number. If you roll 

3 or higher, you would win this battle. 

f. Ashen Armor: Preempt: +1 to Dice Roll; Stalwart: +2 to Dice Roll; Quietus: Ignite 
the 8 tiles around where the unit died; Firewalker 



 

Weapon Cards 

g. Battle Axe: Preempt: +2 to Dice Roll; Stalwart:+1 to Dice Roll; Negate ‘wooden’ 
armor 

h. Short Spear: Preempt:+2 to Dice Roll; Stalwart: +1 to Dice Roll; Negate ‘metal’ 
armor 

i. Hackin’ Sword: Preempt: +2 to Dice Roll; Stalwart: +1 to Dice Roll; Nullify ‘cloth’ 
armor. 

j. Rapier: Stalwart: +1 to Dice Roll; Preempt: +2 to Dice Roll; if vs. either ‘metal’ or 
‘cloth’ armor, then +3 to dice roll. -1 to Dice Roll vs. ‘wooden’. 

k. Pickaxe: Stalwart: +1 to dice roll; preempt: +2 to Dice Roll; if vs. wooden or metal 

armor, then +3 to dice roll. If cloth, then -1 to dice roll. 

l. Shears: Stalwart: +1 to Dice Roll; Preempt: +2 to dice roll; if vs. either ‘wooden’ or 
‘cloth’ armor, then +3 to dice roll. -1 to dice roll vs. ‘metal’ armor. 

m. Boomerang: You can use this on any enemy in line of sight. If you roll 4 or higher, 

then you hit the enemy and push them. The boomerang is consumed in the process. 

If you roll 3 or under then the boomerang returns to you. Any “+x to dice roll” does 

not apply to increasing the odds of this card hitting. 

n. Bow & Arrow: Attack an enemy in line of sight. They do not get to roll against you. 

You must roll a 5 or 6 to hit. Any “+x to dice roll” does not apply to increasing the 

odds of this card hitting. 

o. Javelin: Preempt: Attack two tiles away in the cardinal directions, or in the spots 
diagonal to you. If used to attack over walls, then you must roll a 5 or 6 to hit. Any 
“+x to dice roll” does not apply to increasing the odds of this card hitting. +1 to dice 
roll. Stalwart from 2 squares away or diagonally: then +2 to dice roll. +2 vs. ‘metal’ 
armor. 

p. Ice Wave Staff: Hit all enemy units on the eight adjacent tiles around your unit. Each 

hit is a separate set of dice rolls. If you win the roll, you freeze the unit for one turn 

rendering them immobilized. If you lose a roll, you fail to freeze the unit, but your 

unit is not destroyed and can continue to attempt to freeze remaining units. Order is 

at caster’s discretion. 

q. Fire Ball Staff: Hit all enemy units on the eight adjacent tiles around your unit. Each 

hit is a separate set of dice rolls. If you lose one dice roll, your unit dies and you do 

not roll for the other targets. Order is at caster’s discretion. Each dead body ignites 

the square that it was on. 

r. Dual-Tridents: Either 2 uses of: +1 to Dice Roll; +2 vs. metal armor/ Or, 1 use of: 
+2 to Dice Roll; +3 vs. metal armor. If you die with one use of two left the other unit 
will inherit that last use. 

s. King’s Trident: Preempt: +3 to Dice Roll; Stalwart: +2 to Dice Roll; +3 to Dice Roll 
vs. metal armor. Quietus: Pin (Immobilize) the opponent. 

t. Retiarius’ Net: You can place it on the map as a trap. If an opponent steps on it then 
it will make them vulnerable. An ally unit can free the trapped unit from the net. Or, 
you can throw this at an opponent in line of sight to immobilize them. If your 
throw is short then it will fall as a trap. 



u. Scythe of Ice and Snow: Preempt/Stalwart: hit 2 forward and both diagonal tiles in 
the direction of your opponent. Quietus: Freeze (Immobilize) the opponent for a 
turn. +1 to dice roll; +2 vs. wood armor 

v. Wind Sword: Preempt: +2 to Dice Roll; Stalwart: +1 to Dice Roll +3 vs. ‘cloth’ 
armor; Quietus: push all units in a line to the direction of your opponent. 

 

Artifact Cards 

w. Best of Three: Instead of battling once, the two units in question battle three times 

and whoever wins two battles first destroys the other unit. 

x. Sacrificial Sword: Whichever of the two factions loses must instead sacrifice one of 

their other units in place of this unit; the unit that was saved is then immobilized. 

Avatars can’t use this card. 

y. Lazarus Stone: Bring back a destroyed unit that has been removed from the board. 

Roll a D20 to determine its x-coordinate and then its y-coordinate. If the player rolls 

a 20, then the player can roll a D6 - the sum of the two rolls will be the coordinate. If 

a sum is greater than the highest coordinate (22 and 25 respectively), then the 

coordinate will automatically go into the maximum coordinate. If either coordinates 

would leave the unit on top of another unit or a wall, then re-roll that coordinate. 

The unit is vulnerable for two turns. This means that the card cannot perform any 

action until these two turns pass. If a player does not have any deceased units, this 

card can be kept for later use. 

i. Ex: If a player rolls 23 or higher for the x-coordinate, then the x-coordinate 

will be 22. 

z. Relinquish: If avatar: A player will choose randomly from the opponent’s card(s) at 

any time and take the card for himself. If the player already has the max number of 

cards in hand, then the card is placed at the bottom of the Treasure Deck. If unit: 

Steal the card from an aggressor for your own use. The aggressor can then choose a 

different equipment piece. 

aa. Live After Death: If unit: Revive the unit when it dies in a state of immobilization. 
If Avatar: Use it to revive any unit after they have died into an immobilized state. 

 

Event Deck 

Event Cards 

a. Rock Slide: Move the unit that drew this card back the number of tiles it moved to 

get to this tile. The unit cannot access this treasure tile for two turns. 

b. Cave-In: The opponent moves your piece five tiles. The unit cannot access this 

treasure tile for two turns. 

c. Mirror-Mirror: Mirror one of your own units without it costing a turn; or, mirror one 
of your opponent’s units without it costing a turn. This can activate mirror 
enchantments, such as biotic charge. 

d. Trap Pit: If Unit: the unit is left vulnerable holding onto the ledge of the pit for a 
turn. If no one saves it then it dies. If Avatar: the avatar is left vulnerable 
indefinitely until a fellow unit comes to pull it out of the pit. 



e. Bomb: Blow up any walls in the surrounding 8 adjacent tiles. Destroyed walls are 
marked with black counters on the board, or erased. The unit that picks up this card 
is made vulnerable until their next turn. Any units in adjacent spots are 
immobilized until the end of that unit’s next turn. 

f. Relocate: Move the unit that drew this card to a random place on the board by 

rolling a D20 to determine its x-coordinate and then its y-coordinate. If the player 

rolls a 20 for the first roll for either coordinate, then the player can roll a D6 to 

determine their coordinate - the sum of the two rolls will be the coordinate. If a sum 

is greater than the highest coordinate (22 and 25 respectively), then the coordinate 

will automatically go into the maximum coordinate. If either coordinates would 

leave the unit on top of another unit or a wall, and then re-roll that coordinate. 

i. Ex: If a player rolls 23 or higher for the x-coordinate, then the x-coordinate 

will be 22. 

g. Hydrant: When a unit/avatar draws this card, push them in the direction from 

which the unit/avatar entered this tile. 

 

Enchantment Cards 

h. “Phasers: On”: If unit: You can move through walls and opponents with this unit the 

next time you move it. If avatar: You can move through a single wall or opponent 

with this unit the next time you move it. In neither case can you leave your piece on 

top of another unit. 

i. Hermes’ Boots: The next time you mirror this unit ignite all tiles from point A to 

point B. 

j. Biotic Charge: The next time you mirror this unit attack any enemies that are 

directly adjacent to you and push any units that are within two tiles of you. 

k. Transference: Give a treasure card that one of your units is currently holding to your 

avatar. If none of your units have a card then this acts as an enchantment and is held 

onto until a unit draws a card, at which point you must use it. 

l. TrailBlazer: Firewalker - On the next turn that you move this unit it will ignite the 
tiles it has visited. The tile is not ignited until the unit leaves that tile, thus the tile 
you end your turn on will not be ignited. 

  



 
 

Armor # Artifact # Weapon 
Triangle 

# Other 
Weapon 

# Total # 

Cloth Robes 2 Best of Three 2 Battle Ax 2 Boomerang 2  

Chain Mail 2 Lazarus 
Stone 

1 Scythe 2 Bow & Arrow 1  

Wooden 
Tunic 

2 Live After 
Death 

1 Short Spear 1 Fire Ball Staff 1  

Substitute 
Aura 

1 Sacrificial 
Sword 

1 Javelin 1 Ice Wave Staff 1  

Ashen 
Armor 

2 Relinquish 2 Dual Tridents 1 Pick Axe 1  

Shield 2   King’s Trident 1 Rapier 1  

    Hackin’ 
Sword 

2 Retarius’ Net 2  

    Wind Sword 2 Shears 1  

 11  7  12  10 40 

 

Event Cards # 
of 

 Enchantment Cards # of Total # 

Bomb 2  Biotic Charge 3  

Cave In 2  Hermes’ Boots 3  

Hydrant 2  Phasers: On 3  

Mirror-Mirror 3  TrailBlazer 3  

Relocate 2  Transference 3  

Rock Slide 2     

Trap Pit 2     

 15   15 30 

 
 
 
 
 



Q&A 
 

Q: How is turn order determined? 

A: The closest birthday from the current day will be the first to go.  Ex: If it is November 1st, 
a person born on November 15th would go before someone born on October 30th. 
Q: Is there a limit to the number of units a player could have at any given time? 

A: The maximum number of unit pieces that a player can control is seven. 
Q: Is there a limit on how many assistants or assailants a player can have? 

A: No.  It is possible to have up to seven assistants or assailants. Ex: Zero assistants, seven 
assailants; one assistant, six assailants, two assistants, five assailants, etc. up to seven assistants, 
zero assailants. 
Q: What is the Main Phase? 

A: The Main Phase is where a player has the decision to either roll a die for movement or to 
mirror a piece. 
Q: What is the Draw Phase? 

A: The Draw Phase is where a player is allowed to draw from either the Treasure Deck or 
the Event Deck, depending on prior circumstances. 
Q: What is the Battle Phase? 

A: The Battle Phase is where a player declares an attack on another player. 
Q: How is battle damage calculated? 

A: # rolled on die + equipment bonus ± equipment strength/weakness = total roll. Highest 
total roll wins. 
Q: Is the avatar piece able to attack? 

A: Avatars can attack other units, but if it loses a battle, it will be immobilized for one turn. 
Q: Can I attack diagonally? 
 A: Players cannot attack diagonally - only adjacent, unless the unit is in possession of the 
Javelin card. 
Q: What is the End Phase? 

A: The End Phase is where the player has concluded all actions of movement, drawing, and 
battles and is unable to do anything else this turn, thus ending his turn. The End Phase is also when 
any turn modifier effects get reduced by one turn. 
Q: What does the sanctuary tile do? 

A: Sanctuary tiles are used in limited capacity at a few key areas. These areas are a 4 square 
by 4 square section at the entrance(start) and exit(finish) areas on both sides of the map and also a 
4 square wide by 1 square tall area surrounding the ultimate treasure on both sides of the map. 
This is better demonstrated on the map earlier in the document. These areas can only be accessed 
by avatar units and cannot be accessed by the assistant/assailant units.  
Q: What does the treasure tile do? 

A: Treasure tiles allow you to access the treasure deck. By having a unit end their movement 
for that turn on top of a treasure tile they get to draw from this deck. You cannot then move this 
unit off of and back onto this tile on the next turn in an effort to draw more cards; however, if you 
move one unit off of the tile and different unit onto the tile then you are allowed to have this new 
unit draw from the treasure deck on the same turn that the other unit moved from the space. 
Q: What does the event tile do? 
 A: Unlike all of the other tiles, Fire tiles are not a natural tile that is ingrained into the 
board’s game setup and level design, but rather a more interactive tile. There are many cards that 
cause fire tiles to be spread, which can be seen below in the card terms/affixes section under the 
ignite term. To represent fire tiles you place a red gem counter on each tile that has been set on fire. 
The number of red gem counters in each tile represents the number of turns that tile will be on fire. 



On the igniter’s next turn you remove one red gem counter from each tile that has one. If you cross 
through a fire tile you will die. If one of your units begins their turn in a tile that was ignited on the 
other players’ turn then the unit must be moved into a tile that has not been ignited in order for 
them to survive, in other words if you leave that unit in the ignited tile then it will die. 
Q: What is the Treasure Deck? 

A: The Treasure Deck is a deck that a player can draw from when a player’s avatar or unit 
piece moves onto a treasure tile. 
Q: What are equipment cards? Is there a limit to them? 

A: Equipment cards are treasure cards used to augment battle for avatar and unit pieces. A 
player can only have access to a maximum of three treasure cards at any given time. This means 
that out of the eight pieces the player controls, there can only be a maximum of three treasure cards 
in possession. If the player draws another card from the Treasure Deck, the player must choose 
which card to discard.  Once the card has been chosen, it will be placed into the treasure deck’s 
discard pile. 
Q: What are battle cards? When are they used? 
 A: Battle cards are cards drawn when a player declares an attack on the opponent. These 
cards are used during the battle and cannot be saved for later use. 
Q: How does the equipment triangle work? 

A: Swords are strong against cloth, but weak against wood. Spears are strong against metal, 
but weak against cloth. Axes are strong against wood, but weak against metal. There are some 
weapons that take advantage of multiple categories, and as such in their own description, their 
weakness to a certain armor type is mentioned rather than making certain armor also strong 
against hybrid weapons within their own description.  
Q: How does the Shield card function? 

A: This card is only played after dice have been rolled and you lost the roll. You re-roll; if the 

new roll is higher than their original roll then your unit stays alive. This can be used in conjunction 

with equipment card(s), but the re-roll will only affect the previous roll and not the equipment 

bonus. Damage calculation is done as normal. Ex: Wooden Tunic used against an attacking sword. 

You roll a 1, and they roll a 4. Your total roll here would be 4, and their total roll would be 6. You 

can use the shield to re-roll your 1 to try getting a higher number. If you roll a 3 or higher, you 

would win this battle. 

Q: If a Hydrant card causes a piece to ‘run into’ another piece, how does it affect the piece(s)? 

A: It will push both pieces until one hits a wall. It does not matter whether it is your piece or 

an opponent’s piece. 

Q: What happens if a unit raised by Lazarus Stone gets attacked before the two turns are up? 

A: The defending player is not able to roll and the unit is destroyed after damage 

calculations. 

Q: What happens to a Lazarus Stone card if a player does not have any deceased units? 

A: If a player does not have any deceased units, the player can keep this card for later use. 

Q: How are walls destroyed by a Bomb displayed as on the map? 

A: Destroyed walls will have black glass counter placed on them to signify destroyed walls. 

Q: When is the D20 used? 

A: The D20 is used to determine coordinates for when units from the Lazarus stone card are 

resurrected or when a Relocate card is drawn. 

Q: How do I roll new coordinates on the x and y axis to place my new unit on the board, using 

the Lazarus Stone and Relocation cards. 



 A: Players will roll a D20 to determine its x-coordinate and then its y-coordinate. If the 

player rolls a 20 for the first roll for either coordinate, then the player can roll a D6 to determine 

their coordinate - the sum of the two rolls will be the coordinate. If a sum is greater than the highest 

coordinate (22 and 25 respectively), then the coordinate will automatically go into the maximum 

coordinate. If either coordinates would leave the unit on top of another unit or a wall, and then re-

roll that coordinate.  

Q: How does the boomerang card work? 

A:  You can use this on any enemy in line of sight. If you roll >3 then you hit the enemy and 

push them. The boomerang is consumed in the process. If your roll <4 then the boomerang returns 

to you. Any “+x to dice roll” does not apply to increasing the odds of this card hitting.  

Q: How does a player win? How does a player lose? 

A: A player wins when his avatar piece is the first one to obtain the ultimate treasure and 

escape through the exit with it in tow. The player will lose if he is not the one to escape the caves 

with the treasure. A player will not lose if he eliminates/loses all pieces. 

Lazarus Stone 

Q: what happens if I am spawned onto another unit? 

Q: what happens if I roll a 20 on my D20? 
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 . Ingested (June 22, 2009). “Surpassing the Boundaries of Human Suffering” cover art; 
http://cdn-images.9cloud.us/418/piccit_album_artwork_from_the_album_1136099779.jpg 
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 . Leprous (May 20, 2013). “Coal” cover art; http://www.metal-
archives.com/albums/Leprous/Coal/373026#  

43. GameLogo 
 . The Mulu Caves Project (retrieved: November 15, 2014). Photos: Expedition 2013; 
http://www.mulucaves.org/wordpress/photos 
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