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gz E{emples 8 Towers et 80 Huts in 4 different colours, 48 Volocano tiles, and 1 rule
ooklet

Each Volcano tile consists of 3 hexagons : 1 volcano (always) et 2 fields.

12 Temples 8 Touers
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Depending on the numper of players you'll veed a different amount of Voleano tiles:
* 43 M%ﬁrr‘%p%x»\gw

* 36 rondomly MAM‘{’!/C?/S for 3 players,

* 24 rondomdy dranwn tiles for 2 players.
The Volcano tiles are oandl ave placed aside as a focedown stack.
The restoual tides W%MMMWMWWWWW

Variont: Players con use all +iles even in 2 ov 3 player games (f Hey wont.
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Regular Goal:

The player who has built the most Temples at tie end of the game wins. [n case of
a tie, the numbper of Towers built cownts. If Hhis does not resolve the tie, then the
player wio s alread in te building of Huts wins.

Eorly Victory:
| the g enal, o
fflw ez ou/ff% types (%% mm %W

gome.

2% be WWW o
ptayw wio S b’u-’l/ww\*g ondl 5 unaple buidd movre U5
unmediately eliminated from the gowwem% e




W Goweploy & d i i i

The yowngest player storts He game. Players take Heir twrn un clockwise oveer.

Each turn consists of two steps:
. Step 1: Place a Volcano tile, and
. Step 2: Place one or more building pieces.

% Step 1: Place a Voleano 1ihe 33335 R r F - rrr - rrr o mrrmmmmrrmmrmrr r o mr rrF F »rr

er draws one Volcano tile from the stack and takes a look at it In Hie flrst
gomes, Hhe ployer A puts the tile un e middle of the table.

places e tile divectly on the table. At
least one side of the tile yrould touch one or more
tiles Hhat are already on the table.
This may resudt Un “gaps” n the landscape.

b) Voleanic eruption
The player places tie tile on top of existing tiles.

The following conditions should be met:

* The Volcano fi shouldl be placed on an existing
Voleano fi

* The Volcano may not have te same divection as the
Voleano tHhat s being covered.

* No free spaces may be left wnder e tile.
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Voleano 5 not Voleoanoes hone Hie
hpofVo—(U},M»om some durection

Covering:

* It s alloused to cover bothh your own and other player’s Huts.
This can result un Settlements being split un two. Covereo
Huts are retwrned to the box.

o It & allonsed to cover two or Hree Voleanoes.

* [t s not allowed fo cover Towers or Temples.

* [t & not allowed fo cover a Settlement completely (L.e. at
W_WWW#@WMSWWW
remoan ).

Not allowsed:




¥ Step 2: Place one o move budlding pileces  srssrsrrmrr s rrrrrmrrmrrrrmrrrrmnr rrrrrrrrr rrrr

Geveral bvao(Mmg

Building pieces MWWWWYMWW
maVo—wa\.o It & connect two of youwr owi Settlements fo
each other.

lf a player connot build, he s eliminated from the game (see page 4:
Elimination).

A player must place owe or move playing pieces from his pool on tire
landscape.

To do s0, he must choose one of the following possibilities:
a) Build a Hut,

bg Buwild a Touer,
¢) Build a Temple,
A) Expond an existing Settlement.

a) Buidd a Hut,

“Buiddind a Hut” s the ondy way to stoart a wew
Settlement.

The player one Hut o a level 1
Mww%mw»tfvawmw\t

b) Build a Tower

The player places one Tower on a level 3 ov higher fi
Hat & adjacent to owne of his own SetHlements. No T
may yet be present in this Settlement.

¢) Build a Temple
The player

A) Expond an existing Settlement

“Expond an existing Settlement” s the ondy way to
place move Hham one Hut in one furi .

player chooses one of his Settlements to expand.
After tihat, e chooses ove Hy ﬂﬁofmrm(_)w\gw
Clearing, Sand., Rock, ov Lake) wihich e
like to build.

Now, he oceupies every field of Hhat terrain type Hhat
wWWbWSWwamM#

fileldl, ove Hut s placed: on a learel 1 filelol ove Hut,
T_{%MQLWZW{'WOHM on level 3 flelo thee

Exanmple to the right: The er would Uike o
. As terraiin

Junglefield (/w-f'l/uefro-vw‘," Three adjacent
jacent to e SetHlement. Jung

e ot el e R e
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If a player cannot build:
er wmust place at least ove building piece furn
Ki&ﬁg do this, mwmmﬁmmgmmmw
DwmerML@rofmgw hs twrie s skipped.
The building pieces he lhhas already placed remain on Hre landscape.
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The game con end n two possible ways:
Regular ending:
Z\xmevmmeMMbwﬂwq hawe all been wsed, the game

er who has buidt e most Temples wing tie game.
If there U a tie, e most Towers counts as nell.
If theve s st a te, Hien the number of Huts built also counts. This uncludes any
Huts that have been retunrned to the box.

Eliminated ployers are not considered during counting.

A> >\A

Eorly ending:

I has placed all but two of the Hur T &
fww%y&;r Hm&TWM uwts), he #WM%WM%SQW.

§Aw 43 -

a er manages fo butld two 1y not end: the
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Form teawns of mmmwwmmmnmwm
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Vv Overview wévddvdvdddvdivvdvddivivivivdvdvdddvivdivdividivdivdvvv
1. Place a Voleano tile 2-)”%%«5 pieces
Expond the landscape a) Build one Hut : learel 1

& Place Voleano tile wext to existing tiles b) Bmwww (1_per SetHement) : adjacent, lenel

b) Voleanic eruption ¢) Build owve Temple (1 _per Settlement) : adjacent to
Place Volcano tile on top of existing tiles: sze 3 ov bigger Settlement
* Voleano on Voleano that has a different A) Expand existing Settlement:
Myection , 'mwttwfgmwﬁﬂpbsofmt&wmm
'Nofre,& space may be left beneativte tile, s level 11 Hut - Level 2 : 2 Huts - .. —LW&LX X Huts.
* Cowvered Huts are returned to e box, Vickory :

* No cowering of Tewples o Towers, ] ]
'NDWWMDJCWVMM&SWLW\/{S. 1.Iwmuhﬁuv% Placed all pieces of two types, OR

ZVWMQW TWW>TWS>HM’+5
@)
— @2013 AW rights "W"’E [ WMA by FERTI, 27 F A 33700 Mi B
S oD, (57 rago, erygnac, Fronce.
M Pewvtsh ferti@ovdnge fr ~ Witp:/ /v ferti-games e ¢

e Gt S i I




