You must activate the magic gems in the temple
chambers in order to banish the curse, and you have
only ten minutes to do so before the temple collapses.
Don‘t sit still for a second – start running now and you
might just escape!
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3 players.............11 gems
4 players.............14 gems
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This will help you to identify
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Alternatively, you can download the soundtrack from the website www.escape-queen-games.com and listen to it on any device of your
choice.
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Example: Ani has rolled a golden mask and may now add her two
dice with the black masks to her next roll.
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Example: Ani (red) has rolled one golden and one black mask.
Because Frank (blue) is also in this chamber and worse off, she
decides to let him use the golden mask. On his next roll, Frank rolls
all five of his dice, while Ani can roll only four.

Note: With each golden mask, you can help only one other
player. Helping one another this way does not change ownership
of the dice!

Example: Ani has rolled two black masks and must place both dice
aside. For the time being, she has only three dice left to roll.
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Example: Frank may enter only the chamber shown on top because
the left entrance is blocked by a wall and there is no adjoining
chamber at the right entrance – at least not yet.

entrances

Example: Frank has rolled his dice and uses the two adventurer
icons to enter the next chamber.
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Example: Frank is inside a chamber that has two entrances without
an adjoining chamber. Therefore, he could discover two new chambers.

Example: Frank uses two adventurer icons and connects the stairway entrance of the top chamber from the draw pile to one of the
entrances of his current chamber.

4

Note: You may cooperate to activate 1 gem. You must cooperate
to activate 2 or 3 gems.

Chamber with 1 gem icon

Chamber with 3 gem icons

roll
magic gems
Example: Ani (red) and Frank (blue) together have rolled 7 keys
and decide to activate 2 magic gems. They place 2 gems from the
depot on the corresponding gem icon inside their chamber.

one

Example: Frank has rolled 4 torch icons and activates the magic
gem inside his current chamber. He removes one gem from the depot
and places it inside the chamber.

Example: Two of this chamber’s
gems have been activated, so
players cannot activate any more
gems here.
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Example: Frank has rolled the 3 keys required and thus can escape
from the temple.

Example: Frank has managed to escape and gives one of his dice to
Ani (red), who can use it immediately.

one
only twice
Note: Do not use the turn of fate too lightheartedly because each additional gem makes it harder to escape.

Example: With black
masks slowing their progress and hastening their
doom, the adventurers
take a chance with fate,
freeing their black masks
from the curse while
decreasing their odds of
making it out alive. One
additional gem is placed
on the depot, then all
players may re-roll their
black masks.

Hint: For an easy start, we recommend playing your first game
without the soundtrack for a few
minutes in order to get accustomed
to the mechanisms of the game.
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Example: Ani (red) came close but failed to make it into the starting
chamber before the door slammed shut. Thus, she must play with one
less die for the remainder of the game. (If Ani doesn‘t make it back to the
starting chamber in the second countdown, she will lose a second die.)
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