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@-2 I;l;emp!es, 8 Towers et 80 Huts in 4 different colours, 48 Volocano tiles, and 1 rulej
ooklet.

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

12 Temples 8 Towers
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fALLW‘PSVWwM&sM@ ond are placed aside os a focedown stack. R
EWMWW&WM%MWWVWW,WSMW.
Variont: Depending on the number of players you'll need a different amount of
Voleano tiles: ol . Sl
e 24 04/\0(,0'1/%/‘1{ w11 2 ers,

-36‘;AMLovaqMawwM%g3 ers,
* 48 tiles for 4 players (you con use 4-player voariont ovoilable at the end of Hrese

\ru,ws, forming teams of two players). Y
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If, during the game , a er sueceeds in bullding all buildings from two out of
WWMMMWWMW, Towers, and Huts) Hien he immediately wins the
gome.
Alternate ending:
If all the Volcano tiles have been played, tie er who has built the most Temples
at the end of the game wins. In case of a He, numbper of Towers built cownts. [f
this does not resolne the He, tHen the player wio s alead in the building of Hufs
wunis,
E\m%” his building pi ond. s wnaple to build (
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The youngest player starts Hie game. Players take their tuwn bn clockwise ovder.

Eaclv tuurn consists of two steps:
. Step 1: Place a Volcano tile, and
. Step 2: Place owve or more building pieces.

¥ Step 1: Place a Voleano 1ile 333 i dndms i b b m e i b b n o w e w h  n n h w i

\
TMMMMWWVWMMWWWW&MMW In Hhe flrst
fable.

tuwrn of the games, the player s puts the tile n the middle of the

¥ lwWﬁWWWM,WMMSWWWWWWMWM
y a) Expond Hhe landscape,
b) Voleanic eruption.

a) Expond the landscape

The player the tile dix on the fable. At N
Wmmmmmmmwwe
tiles tivat ave already o the table.

This may resudt in “gaps’’ un the landscape.

(5) Volcanic ervptillt

The player places the tile on top of existing tiles.

The following conditions should be met:

* The Voleano fi should be placed on an existing
Voleono A

* The Volcano may not hove the same direction as the
Voleono tHhat s being covered.

* No free spaces may be left under the tile.
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Coverung:
* It 15 allowsed o cover botiv your own and otier player’s Huts.

This can resudt n Settlements being yplit e two. Cowered
Huts arve retwrned to He box.

e [t & allowed o cover +wo or thwee Volecanoes.
* It &5 not alloused to cover Towers o Temples.

* It 5 not allowsed to cover a SetHement completely (L.e. at
Ww;emgwofamwmsmmwm
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%St&p 2 le,e one or more buudmg pwws NEEER AT IR SRR DR
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building pieces =

of the same colowr
Geveradl buwilding rules:
Building ondy be ,mm empty flelds. Yow canunot build
mavm% Ch ofywmm?@H‘L@mM{-o

If ploayer connot build, Mwmmm&mmgw(wme4
Elimination).

A player must place owe or move playing pieces from his pool on the landscape.
To do s0, e must choose ove of the following possihilities:
Z{BMM&HM,

Build Te/mpu
MMWMSWM

a) Buwidd a Hut,

“Buldind a Hut” s the ondly way to stowt a vew
Settlement.

The player places ove Hut on a level 1 field of his chotice,

Wmmmmmuwﬁm the same colov.

E)Bwud,a'rmw

The player places one Tower on a level 3 or higher
that s adjacent to one of his own SetHements. NoTw
may yet be present in this Settlement.

<

() Build a Temple

The player places one Temple on a on leared ,
M%WW#M#MWWTM
Settlement must hhave a size of at least Hhree fields,
and no Temple may yet be present un this Seftlement.
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CL) Expond an existing Settlement

“Expond an existing Settlement’ s the only fo
WW&W%MHMMWWW ke

wngle,
w.gSMwL Rotk,, or on which he would
like to buidd.

Now, e ever Hhat terrain type Hrat
MWWSM?WWM#W
fleld, one Hut s placed: on a lenel 1 fielo ove Hut,
ﬂwuﬁwvaZﬁ,d,oH'wva on level 3 fleld Hrree

Exowple to the right: The er would like to
expond s pelow right S As terroin
+q;ae, he chhooses "ngw’ There Meﬁww

WWWﬁ
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He may not build on the Junglefield in the front  Theee
\Lw%m%wmmwmswwww Jung
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er must place ot least one building piece furn
cornot do Hhis, mwwmdﬁmmgmwmw
During tire remainder of the game, his turn s skipped.

remaiin on the landscape.
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Regulor ending:

J has placed : +wo of the Hhy T &
’lfmbgv HM&TWM uts), he #Wwﬁt%ww&wmsgm.

Alternote ending:
mMevmmmmmwmwmmm,mgm

The player wio lhas built the most Temples wins the game.

If there s a tie, the most Towers cownts as uedl.

If theve s sHUL a tie, Hien Hie number of Huts budilt also counts. This uncludes any
Huts that have been refurned to the box.

Elliminated players are not considered during cownting.
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/ Gowes with ranking:

lfywwuldmfomrmuwgpwgwww , then
f a player WWM&
ngmmﬁmyt O‘H/LMSWM‘U'MW/
manages to funisv befor ewwwe/ML he gets second place, efe
lefwytpfwrywwlfwus WMWMWWWeﬁMWle
Mw-H/LMW dywwmdkawwbsmw/fwe—
If no more o{mwmmumm W
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e divided among
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two, with each er faking s tuwrn alternating betueen teams.
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1. Place a Voleano +ile 2. Place

pieces
a) Expond the landscape a)BuMo-weHM«t:wv@LJ. :
Place Voleano +ile wext to existing +iles b)B“MWW(l_&M):MHM,M

b) Volcanic eruption ¢) Bulld ove Temple (1 _per Settlement) : adjacent to
Place Voleano tile ow fop of existing tiles: sze 3 ov bigger Seftlement
* Volcano on Volcano Hhat las a different A) Expond existing Settlement:
AMyection -mau W\tﬁﬂﬂbsofmmrmmpe
Nofrwmw be left beneativthe +ile, s level 1 : 1 Hut - Level 2 : 2 Huwts — ... - Level X @ X Huts.
s Covered Huts are er&oL-{v‘H/w box, Vietory :

* No covering of Temples or Towers, 1. Reaulor A o
* No cowering of complete Settlements. > v,ffwe “WWWWS WW or
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