
Play:
Phase I — Cross tiles, 
use bonus features to 
maintain supplies, reach treasure

Player 1 rolls all four d6 to determine 
movement points for the round.

Players then take turns (starting with Player 1) 
using one die for movement.

After all four dice are used, the Supply Level is 
reduced by one. The next round begins with 
Player 2 rolling the dice and moving first.

If the Supply Level reaches zero during Phase 
I, the expedition ends, and the team returns 
to base empty-handed.

Movement: Players can move in any direction 
vertically or horizontally as long as they don’t 

pass through the same space more than once 
on a turn. 
Players may use some or all of the movement 
points from each die. STRATEGY TIP: Choose 
a higher die roll than needed to hinder the 
progress of an opponent.

Each tile is divided into four spaces. The 
movement points required to enter a space are 
determined by its type:
• Dirt spaces cost 1 movement point;
• Rock spaces cost 2 points;
• Lava spaces cannot be entered in Phase I.

Jumping from one tile to the next costs 2 
points, which are added to the cost of the 
space being jumped onto.

A jump is not needed to enter a tile at the 
beginning of Phase I or II.

Moving off the end of the last tile (in either 
phase) costs 1 movement point.

Bonus spaces: When a player uses all of the 
points from a die roll to end their move on a 
bonus space, the space is activated. 

There are three kinds of bonus spaces on Side 
1 of the tiles: 
• Hearts - add one to the team’s Supply Level;
• Arrows - allow the rotation of any one tile 90 
degrees;
• Dice - allow the re-rolling of any one unused 
die. 

Two TeammaTes Toil TogeTher Traversing Treacherous Terrain. The Team Then TerminaTes 
Their Tenuous Ties, Tries To Triumph Through Taking The Top Treasure ToTal! 

EquiPmEnt:
4 double-sided tiles 

4 d6 

2 different teammate tokens 

20+ treasure tokens (coins, beads, chips, etc) 

2 extra d6 (optional)

SEtuP:
• Shuffle the four tiles and lay in a row with bonus spaces showing (“Side 1”). Each tile should 
have one or more of the following icons on it: heart, die or arrow.

• Place both teammate tokens at one end (base camp) and treasure tokens at the opposite end of 
the board. 

• Randomly determine who goes first (“Player 1”).

• Indicate the beginning Supply Level of two, using one of the optional d6 or a pencil and paper.

ROunD
SEquEncE:
1. Roll all dice
2. Take four turns

• Choose movement die
• Move token

3. Reduce Supply Level

Base Camp Treasures

ExamPlE SEtuP: 

OBJEct:  Cross the tiles to reach the treasure, return to base first without running out of supplies.



The player who lands on a space with an arrow 
or die chooses if and when to use the bonus 
ability. The player may choose to perform the 
action right away or on the next turn before 
moving, provided the action is performed in 
the same round (before all four dice are rolled 
again).

Players must work together to make sure both 
members of the team make it to the treasure 
before the Supply Level reaches zero. This 
might mean that a player sacrifices moving 
ahead farther in order to replenish supplies (or 
allows a teammate to move farther ahead to 
replenish supplies).

Phase II — use treasures to re-cross tiles, 
return to base first without running out of 
supplies; most treasure wins!

The first player to exit the fourth tile and reach the 
treasure (“Player 1b”) gets to move first in this phase. 
The goal of Phase II is to return to base carrying the 
most treasure without running out of supplies.

Determine supply and treasure amounts: 
As soon as Phase I is completed by both 
players, the teammates become opponents. 
They replenish their supplies but split them up 
so that each player is responsible for their own 
Supply Level and for making it back to base 
without running out. 

Each player can carry eight items and 

must decide how many to allocate to supplies 
and how many to treasure tokens.  

Player 1b first chooses any combination of 
supplies and treasure tokens totaling eight. 
They indicate the amount of supplies chosen 
(using a d6 or scrap paper) then take  the 
balance in treasure tokens and place them in 
front of them. Then player 2b chooses supply 
and treasure amounts totaling eight. 

For example: player 1b decides to carry only 
three supplies. He records a three on his Supply 
level die and then takes five treasure tokens 
from the pile. player 2b thinks she will need four 
supplies, so she records a four on her die and 
takes four tokens.

Flip tiles: The four tiles are flipped over to 
Side 2, revealing the more treacherous terrain.

Movement: The round sequence is the same 
as Phase I. Players roll all four dice and then 
take turns moving. 

Side 2 has no bonus spaces. But players can 
spend treasure tokens to rotate a tile or re-
roll a die (as in Phase I with the arrow and die 
icons). 

Treasure may also be used to create lava 
bridges. At any time during a player’s turn 
they may place a treasure token on a lava 
space. This allows a player to enter the lava 

space for 1 movement point. Once a lava 
bridge has been placed, it remains on the 
space for the rest of the game. Either player 
may use it. 

A player may jump onto a lava bridge on 
another tile but may never end their turn on a 
lava bridge.

Players may perform one, two, or all three 
special actions on their turn (provided they 
have enough treasure to pay for them). The 
actions may be performed right before and/or 
right after movement.

When performing a rotate or re-roll special 
action, treasure tokens are “paid” to the base 
camp. The first player to reach the base claims 
all treasure there. 

Supplies: The only way to increase Supply 
Level in Phase II is to purchase them with 
treasure. At any time during a player’s turn 
they may pay two treasure tokens to base 
camp for one supply.

A player who runs out of supplies before 
reaching base camp loses all their treasure and 
returns empty-handed. 

Winning: The first player to collect 15 tokens 
wins the game (may require multiple games). 

Alternate winning condition: Player with the 
most treasure after three games.
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