
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 III:

◊ You start the game with an extra assistant. If you played 
the previous chapter, choose one of your assistants from 
Chapter III; if not, take a random one. It is silver side up and 
refreshed.

◊ Start with one face-down idol.

◊ Place the Stone Key artifact on the bottom of your deck 
(or another card instead, if you gained it as a reward in the 
previous chapter). 

Step 2

Step 3

◊ Your notebook token starts on row 3 of 
the research track. (Leave the bonus tile 
there.)

◊ Place a  at the end of rows 2, 6, and 8 
on the research track. 

◊ Place the  at the end of row 4 
as a special story marker.

Step 4
◊ Do not set up the usual temple tiles.

◊ Instead, place the Crystal Earring, 
Guardian’s Crown, and Obsidian 
Earring on the temple. 

◊ Place 2-point tiles on the artifacts 
as shown – two stacks of two, and 
a stack of three in the middle.

Step 5

◊ Place a random  tile beside the 
first row of the research track. This 
marks that the row will be flooded at 
the end of the round.

Step 6
Rival 
Difficulty

Number of 
6-point tiles

0 0

1, 2 1

3, 4 2

5, 6 3

7, 8 4

9, 10 5

Take the starting resources 
according to your difficulty level. 
When setting up the temple tiles, 
place 6-point tiles on your rival’s 
board according to your difficulty. To 
count your difficulty, you add up the 
value of all the rival cards you choose 
to use. Green has a value of 0, red 1, 
and purple 2.

Chapter IV – The Temple of Tides
To save Kutil’s companion, someone must enter the secret entrance during low tide. Unfortunately, the passage was designed as a test. 
After entering the temple this way, one needs to complete a trial: outrun the rising water while figuring out how to open a series of puzzle doors. 
According to the professor, most of the temple is actually built below the water level. It has a complex system of dams and locks, which makes 
it fill with water during high tide and empty itself during low tide.

Regardless of how foolhardy it all seems, we have deemed it our duty to help, since Professor Kutil is in no condition to run this gauntlet 
himself. We have left him at a safe place in the care of some of my companions. 

To help us, the professor has entrusted us with his research notes about the secret entrance, an idol, and a mysterious artifact he believes could 
help with some of the doors. Let’s hope we will be fast and clever enough!

◊ Use the SNAKE TEMPLE side.

◊ Remove the Star Charts artifact from 
the game for this chapter.

◊ Set aside the Guardian’s Crown, Crystal 
Earring, and Obsidian Earring artifacts 
to be used in step 4. 

◊ Place the crashed plane site face down 
on the  level I site. 

◊ Do not cover any spaces with the  
tiles at the start of the game – all of 
the spaces are accessible during your 
first round.
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Special Rules
To win this chapter, you need to safely reach the temple and 
gain all three artifacts that are hidden there.

Flooding
◊ The water level will rise over the course of the game. At the end 

of each round, check the Flooding Rules section to see how the 
flooding progresses.

◊ If your magnifying glass is on a flooded space at any time, 
you lose the game.

◊ After you advance the water level at the end of each round, gain 
Fear for each step your notebook would need to move to get 
above the water level, including the end of the fifth round. 

◊ Once a site is flooded, it cannot be used for card effects.

Main Board
◊ At the end of round I, reveal the crashed plane site. It counts 

as a  site for various card effects in this chapter. It cannot be 
discovered before that.

◊ Whenever you discover a new site, draw two tiles and choose 
one of them. Put the unused tile on the bottom of the deck.

Story
◊ Whenever your magnifying glass reaches a row with a  , draw 

and resolve a story card.

◊ The  marks one of your goals. When you reach it with your 
magnifying glass, check the goal as complete and read the text.

◊ The story card at the Lost Temple row will offer you an optional 
bonus instead of taking one of the face-down bonus tiles. You 
may look at the tiles before deciding whether to take one or to 
use the optional bonus.

Rival
◊ Any time your rival cannot place an archaeologist, she will gain 

a coin. For each coin, she scores 1 point at the end of the game.

◊ If the rival should take a temple tile, she takes one from the box.

Researching
◊ Thanks to Professor Kutil’s research notes, you start with your 

notebook token on row 3 – the previous rows are skipped, 
and you don’t gain rewards from them. Otherwise, the usual 
rule applies – you cannot advance your notebook until your 
magnifying glass is ahead of it.

◊ In this scenario, it is possible to get to the temple even with 
your notebook token. If you reach it, place the token on the 
leftmost free spot and take a bonus tile (if there is any). 

◊ When exploring the Temple of Tides, you may pay to take 
1 temple tile as usual. Initially, however, only 2-point tiles are 
available for you.

◊ When you remove the last tile from an artifact, you immediately 
put it into your play area and resolve its effect. So you need to:

◊ Acquire the two 2-point tiles costing  each to get 
the Crystal Earring.

◊ Acquire the three 2-point tiles costing  each to get the 
Guardian’s Crown.

◊ Acquire the two 2-point tiles costing  each to get the 
Obsidian Earring.

◊ Once you have claimed all 3 artifacts, you can continue buying 
temple tiles according to the standard rules. They are unlimited 
in this scenario – take as many from the box as you need.

◊ At any time, as a free action, you may remove one of your 
2-point tiles from play to gain one .

Flooding Rules
At the end of round I:

 

Flip over 3  tiles at random. Use them to completely block the 
corresponding  sites by placing the tiles over their effects. The 
sites are now flooded and unusable for the remainder of the game.

◊ Flood the first row of the research track by placing the  
over the magnifying glass effect as shown.

◊ Place the remaining  tile beside row 2. This marks that the 
space will be flooded at the end of the second round.

◊ Reveal the crashed plane on the  level I site. It counts as a 
 site for various card effects in this scenario.

At the end of round II:

◊ Use the supply board to completely flood all the  sites and the 
first two rows of the research track. (Retrieve the 3  tiles in 
the process.) If any of the rival’s research tokens were in the first 
two rows, place them on a starting space on the supply board.

◊ Place 3  tiles beside rows 3, 4, and 5. These spaces will be 
flooded at the end of the third round.
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At the end of round III:

◊ Flood the 3rd, 4th, and 5th row of the research track by moving 
the tiles beside it onto the board.

◊ Place  tiles beside rows 6 and 7. The water will flood these 
rows at the end of the fourth round.

At the end of round IV:

◊ Flood the 6th and 7th rows of the research track by moving the 
 onto the board.

◊ The research track is now completely flooded except for the 
temple area, which will remain safe for the rest of the game.

◊ After your archaeologists return home, deal 4 guardians face 
up to discovered sites. Start at the top row and deal left to 
right, skipping sites that already have a guardian. (If there is 
not room for all 4, deal as many as you can.)

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

◊  – Reach the assistant rescue space with your .

◊  – Keep your  above the flood and advance it to the Lost 
Temple space.

◊ Gain the three sacred artifacts from the Lost Temple.

Read this text when you reach the assistant rescue space:

Another Survivor! 
We found Kutil’s colleague! While unharmed 
physically, they seem quite shaken. It must have been 
quite the ordeal to wait here alone for such a long time. 
I hope we can get out of this place soon; I suspect nothing 
will speed recovery as much as the long-desired freedom.

Take the  marker and move it to the Lost Temple.

Read this text when you reach the Lost Temple:

Under Siege 
As we emerged from the temple, the view was breathtaking. 
A large white tree marks the center of this valley, while 
steep cliffs envelop it, allowing for only one way out. 

What we did not expect were the sounds of battle that 
filled the air. We found Antoinette and her expedition 
defending desperately against the onslaught of numerous 
Guardians. We rushed to help them, but despite our 
best efforts, we had to retreat back into the temple 
together. From Antoinette’s somewhat apologetic 
behavior, I gathered that there might be a reason for the 
Guardians’ rage and that she knows it.

Regardless, any explanations will have to wait – we need 
to focus on survival first right now. 

We cannot go back, and we cannot pass the enraged 
beasts. If we are to escape this place, we will need to figure 
out a way to calm them for at least some time. I believe 
the temple behind us might hold the key to our problem – 
judging from what we have found out so far, there should be 
priest attire hidden in it that supposedly lets one control the 
Guardians. It is our last shot; we cannot hold the door for 
much longer.
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Achievements
◊ If you reach the temple with your notebook token, score 3 points 

in addition to the points shown beside its space.

◊ Score 4 points if you overcome 4 or more guardians.

◊ Score 3 points if you have 3 or less Fear in your deck at the end 
of the game.

Conclusion
Read this if you win the chapter: 

In the end, we managed to acquire the high priest’s crown 
and earrings, which truly had a calming effect on the Beasts 
for a short time. We managed to slip out of the valley and 
reach the shore, but the once relatively peaceful island has 
transformed profoundly, danger lurking behind every corner. 
Even with the artifacts, we do not dare stay on the island.

As for the reason for the change, Antoinette confessed that 
she might be the culprit behind this. The anonymous donor 
funding her efforts here on Arnak has asked her to study 
and research the connection between the indigenous fauna 
and the ancient culture. She found mentions of a ritual 
that supposedly influenced the beasts of the land – but 
after performing it, it seems something has gone seriously 
wrong, as they went into a blind rage instead and have not 
calmed since. 

We will return home for now to flee the Guardians’ wrath as 
well as to bring the professor to a safe place, where he can 
focus on recovery. Whether we will be able to return one 
day remains to be seen. We can only hope that the beasts 
will calm down with time, or that we can find out from the 
materials we have gathered so far what might remedy this 
situation. 

Many questions remain – who was Antoinette’s mysterious 
donor, and why did he wish to remain anonymous? 
What sparked his interest in Arnak’s fauna specifically, 
when nobody ever heard about this island, let alone the 
Guardians, before? Something about all this just seems 
a little strange.

Congratulations! 
You have finished the campaign! 

In the next column, read the conclusion corresponding to the 
overall dominance you gained in the campaign.

Dominance lower than 0:

Overshadowed

This expedition was much more challenging than we expected. Frankly, 
I am thankful we have survived at all. But it seems that Antoinette 
managed to gather quite a lot of material during her time on the island. 
Shortly after returning home, she published an amazing article gaining 
a lot of critical acclaims. Our accomplishments fade in comparison.

Dominance 0–20:

Satisfactory

This expedition has fulfilled all of the goals we have set for ourselves 
and maybe a bit more. We were welcomed warmly by our university and 
have been offered a permanent position there. Our research was widely 
praised in the scientific community. With some luck, this should offer 
us some possibilities regarding funding the next expedition.

Dominance 21–40:

Exceptional

Since returning, we have been increasingly busy. Our findings 
describing the unique connection between the ancient civilization and 
the ancient beasts of the island have stirred up a lot of discussion in 
scientific circles. Some call it the expedition of the century. We have 
received numerous offers of collaboration from prestigious universities 
and many donors have expressed interest in our next expedition.

Dominance higher than 40:

World-changing

Ever since returning, our expedition has been the center of attention. 
Our findings have been indeed extraordinary, becoming an instant 
sensation. We believe we have uncovered secrets about the ancient 
people which may change not only the way we look at the development 
of civilizations but also our understanding of where some cultures 
originated. Numerous established scientists expressed their interest in 
joining our team. Donors squabble over the honor of being the ones who 
will fund our next endeavor.
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We hope you 
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