
Setup 
To set up this chapter, follow the steps below and then set up the rest 
of the game following the standard solo game setup.

 Step 1
From Chapter II:

◊ You start the game with an extra assistant. If you played the 
previous chapter, take the one you rescued there; if not, take a 
random one. It starts the game silver side up and refreshed.

◊ Place your reward item from Chapter II on the bottom of your 
deck. If you didn’t play the previous chapter, create a deck from 
the following cards: Grappling Hook, Rope, Whip, Torch, Axe, and 
Flask. From this deck, draw 2 at random and select one to place 
on the bottom of your deck. Return the remaining cards to the 
items deck. 

 Step 2

Changes to the regular solo game 
setup:

Use the BIRD TEMPLE side.

Remove the Guardian’s Crown artifact 
from the game for this chapter.

Place the  next to the tiles in the 
temple.

Step 3
 
Set up the Tunnel of Terror:

◊ Place these three sites on the map as 
shown. 

        

Step 4

Set up the Tunnel of Terror:

◊ Place one random guardian tile on the 
lowest site, two on the middle site, and 
three on the top site – all face down. 

◊ Place a  on each of the three sites. 

Step 5
Take the starting resources according to your difficulty level.

Special Rules
To win this chapter, you need to defeat all guardians on the 
tunnel sites, as well as reach the temple and claim an 11-point 
tile.

Tunnel Sites
◊ These sites are already discovered.

◊ At the start of the game, you can Dig at the lowest tunnel site, 
but not the rest of the tunnel. 

◊ The first time you Dig at a tunnel site, all guardians on that site 
are revealed. 

◊ A new tunnel site becomes available for the Dig action only 
when the site below it is free from guardians.

Guardians
◊ When an archaeologist returns to your player board at the 

end of the round from a site with multiple guardians, you gain 
one Fear card for each.

◊ There is no way to overcome a guardian that has not yet been 
revealed.

◊ When there are multiple guardians on a site, you can overcome 
them in any order – each guardian in a separate main action.

◊ You will receive no points for the 6 guardians from the 
tunnel, but you may still use their boons. (You don’t have 
to remember which guardians came from the tunnel. Just 
remember that 6 don’t count.)

Chapter III – The Tunnel of Terror
Our best guess is that Professor Kutil continued his journey using the underground tunnels sprawling in all directions under the temple. They 
instill a sense of foreboding, and we would rather keep out of them, but it will be necessary to explore them if we are to have any hope of finding 
out more. I feel it would be easy to get lost here, but the inscriptions on the tunnel walls might hold a clue as to how to navigate this maze.

Our tracker, however, seemed restless, and she took me aside for a while to talk about her suspicion. She thinks the tunnels are inhabited 
by some of the fearsome creatures we have come to call Guardians – and not just a few, but many. If that is the case, it is truly a shame we 
will not have the time to study their strange behavior, for our top priority now must be finding the professor – I worry about his safety. 

If we are to venture there, we will need to be prepared.
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The Survivor
◊ You start with an assistant, and you can gain two more. 

Pretend your board has spaces for three. The survivor can be 
upgraded or refreshed, just like the other assistants.

Story
◊ Gain the  and read a story card each time you remove the 

last guardian from a tunnel site.

◊ When you gain the 11-point tile, read the story text marked with 
the  in this rulebook.

Rival
◊ The rival will not Dig at the Tunnel of Terror sites that still have 

guardians.
◊ If the rival tries to Discover a  site when none are left, the 

rival will Discover a  site instead.

Goals
To win the chapter, you need to complete these two goals:

◊ The Tunnel of Terror must be free of guardians.

◊  – Gain an 11-point tile.

Read this text when you gain the 11-point tile.

Found at last! 
It took some time to decipher the elaborate riddles written 
upon the tunnel walls, but it paid off! They were hiding 
a set of instructions that pointed the way to our goal.

We have finally emerged from the tunnels and caves, 
and let me tell you one thing – I hope to never set foot 
in them again! This was really more than we had 
bargained for – but so is the reward, I reckon. What 
we have found here far exceeded our expectations! It is 
none other than the Temple of Wisdom, dedicated to 
Ara-Anu, the Father of Men and Guardian of Secrets. 
To think that these two temples would be connected by 
underground tunnels! It was an unusual discovery.

When we entered, we rejoiced even more. Finally, we 
found the very purpose of this expedition – Professor 
Kutil!

Achievements
◊ Score 2 extra points for claiming your first 6-point tile.

◊ Score an additional 5 points for claiming your second 
6-point tile.

◊ Score 4 points if you have only one or zero Fear cards in your 
deck at the end of the game.

Remember that you will not receive any points for 6 guardians.

Conclusion
Read this if you win the chapter: 

When we found Professor Kutil, he was in poor condition. 
He looked haggard and was wounded from a clash with 
a guardian. We tended to his wounds as best we could. 

 As soon as he was able to talk, we finally got the full 
account of what happened to his expedition. At first, 
everything was going well, and they made good progress 
exploring the island. However, as they ventured further 
inland, a terrific beast ambushed their camp. Their plane 
was damaged from the attack, and the creature made off 
with one of the professor’s companions. After looking for 
them to no avail, the professor had presumed the missing 
person dead, so you cannot imagine the joy in his eyes when 
he saw his friend with us, alive and well!

But soon, his gaze darkened with worry, and he admitted 
in a shaky voice that he needed our help finding someone 
else as well – he had another companion, a friend who got 
trapped inside a fascinating and dangerous place called 
“The Temple of Tides.” Unable to open the blocked 
passage to free him, the professor set off on a quest to find 
a secret entrance to the temple, which was the very reason 
he decided to travel here and braved these ominous tunnels. 
But now, when he finally found out the location of the 
hidden entrance, his injuries prevent him from attempting 
the rescue himself.

Rewards
If you successfully finished this chapter, you will start the next 
chapter with one face-down idol on your board. You will also start 
with one extra artifact on the bottom of your deck:

◊ If you fulfilled the goals of this chapter, start with the Stone Key 
card.

◊ If you also fulfilled one of the achievements, you may instead 
keep one of the artifact cards from your deck, provided it costs 
3 compasses or less.

◊ If you fulfilled multiple achievements, you may instead keep 
any artifact from your or your rival’s deck, provided it costs 
3 compasses or less.

Additionally, choose one of the assistants you finished this chapter 
with to accompany you in the next chapter. 

Please make a note of which rewards you chose so you can start 
with these in the next chapter.
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